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Cyrus

A 10th level
Paladin who wields the power

of water, wind and waves.

Build Focus: aquatic, air and water control, 

strength, damage dealing, great weapons, 

protection, defense  
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CyrusCyrus
What is unique about an adventurer whose ancient 
lineage are those from the deep blue sea? It must be their 
deeply emotional and physical connection to water, and 
the powerful ways in which this connection can be used.

Cyrus is a brave, loyal triton born on the sea. He has lived 
his whole life on the waves and the winds that power 
them. It was upon a war galley sailed by tritons where he 
swore his Oath to the Open Sea and to his deity, Persana. 

Cyrus believes deeply in law, order, goodness, and the 
sustenance of nature. He yerns to be near creatures that 
live in the great oceans of the world. A proclaimed keeper 
of Asathalfinare patheon, he shares the belief that water-
breathing species of the world are equal to all above 
ground, air breathing creatures. Cyrus also believes good 
waterborn creatures are paramount to the balance of 
nature itself and as such they are worthy, at all costs, of 
protection.

Upon becoming a Paladin, Cyrus sailed triton war ships 
across the open seas of the south where he lead a unit of 
triton soldiers in divine servitude to what they believe is 
a quest directly from Persana. It was their sworn duty to 
guard ship channels and prevent pirates and evil-doers 
from entering the straights around the islands of this 
region.

Cyrus is of intimidating stature. He stands 6ft., 4in. tall, 
which is taller than most male tritons, and he is broad-
shoudlered and heavily muscled. He carries the physical 
prowess of even the strongest human fighters found 
anywhere in the world. His greyish-blue skin is marked 
by shades of green in his outer limbs, and his eyes are a 
bright turquoise. 

Cyrus possesses great physical strength, and matches it 
with a strong heart. He is proud, honorable, loyal, and 
wise. Goodness and kindness towards those weaker then 
he lies at the center of his mild-mannered disposition. 
That said, Cyrus chooses to adventure, and during such 
endeavors he can be pushed to his limits when good 
creatures, or his own life, are in danger. At these times 
he is able to unleash a fury that frightens even the most 
robust barbarian.

Cyrus’s Wisdom is high. He possesses a capacity and 
strong interest in gaining an accurate, deep and intuitive 
understanding about wild creatures, rare and unusual 
objects, ancient artifacts, and in particular, knowledge of 
the oceans and the countless relics they contain. 

Like most tritons, Cyrus is very fond of a variety of 
oceanic fish and sea creatures. His homeland dwelling is 
positioned on the shoreline of an estuary located in the far 
southern seas. Many varieties of fish, crabs and seabirds 
gather there. When at home he is often found communing 
with these creatures, feeding them and nurturing them. 

Given his incredible strength, Cyrus is highly-proficient 
with Great weapons. He prefers to wield two-handed 
weapons in battle. His weapon of choice is his mighty 
halberd. This halberd dons a hand-worked metal spike at 
the top of its shaft that is harpoon-shaped. Cyrus wears 
a metal helmet and a suit of uniquely-crafted, magical 
platemale both which show fin-like features in their 
design. He has also mastered steed riding. 

Cyrus’s Oath bestows him with the great powers of the 
Sea. As such he is able to control and manipulate water 
in many different ways both in and out of battle, and he 
never hesitates to use divine arcana to protect and heal. 

He feels it his honorable duty to do so.
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Saving Throws  STR +6, CON +4, CHR +8
Skills  athletics +8, insight +5, religion +4, investigation +4
Special: can breath both air and water
Damage Resistances  cold
Senses  darkvision 60’, passive perception 15
Languages  common, elvish, draconic, primordial

18(+4)    8(-1)      14(+2)   10(0)     12(+1)     15(+2)

Divine Sense (3/long rest): As an action, Cyrus can detect 
good and evil. Until the end of his next turn, he can sense 
anything affected by the hallow spell or know the location of 
any celestial, fiend, undead within 60 ft. that is not behind total 
cover. 

Lay on Hands: Cyrus has a pool of healing power that can 
restore 50 HP per long rest, or 5 HP to either cure a disease or 
neutralize a poison affecting the creature. 
Channel Divinity:
1. Marine Layer. As an action Cyrus creates a thick cloud of 
fog that surrounds him and heavily obscures the area for 20 ft. 
in all directions, following as he moves. He and all creatures 
within 5 ft. of him treat this fog as lightly obscured. This fog 
lasts 10 minutes, spreads around corners, and cannot be 
dispersed unless he chooses to end it. 2. Fury of the Tides: 
As a bonus action, Cyrus channels the powerful might of the 
waves to bolster his attacks for 1 minute. Once per turn for 
the duration, when he hits a creature with a weapon attack, he 
can choose to push the target 10 ft. away from him. If pushed 
into an obstacle or another creature, the target takes +2 
bludgeoning damage.

Auras: While Cyrus is conscious, he grants all friendly creatures 
(including him) within 10 ft. a +2 bonus to all saving throws.
While Cyrus is not incapacitated, he and creatures of his 
choice within 10 ft. cannot be grappled or restrained, and 
ignore penalties on movement and attacks while underwater. 
Creatures that were already grappled or restrained when 
entering the aura can spend 5 ft. of movement to automatically 
escape nonmagical restraints. While Cyrus is not conscious, he 
and friendly creatures within 10 ft. can’t be frightened.
 
Emissary of the Sea: Cyrus can communicate simple ideas with 
beasts that can breathe water.

Great Weapon Master (Feat): When Cyrus scores a critical hit 
with a melee weapon or reduces a creature to 0 HP with one, 
he can make one melee weapon attack as a bonus action. 
Before he makes a melee attack with a heavy weapon that he is 
proficient with, he can choose to take a -5 penalty to the attack 
roll to add +10 to the attack’s damage.

Actions:

Multiattack: Cyrus makes two attacks with his Halberd stacking 
Great Weapon Fighting with the Great Weapon Master feat.
Cyrus rerolls a 1 or 2 on damage dice with melee weapons 
wielded with two hands.

Halberd: Melee Weapon Attack: +8 to hit, reach 10’, one target.  
Hit: (1d10 + 5) slashing  damage.

Spellcasting: Syrus’s spellcasting ability is Charisma (spell save 
DC 14, +6 to hit with spell attacks). Cyrus has the following 
paladin spells prepared:

1st level: (4 slots) bless, command, create or destroy water,  
expeditious retreat, fog cloud, protection from evil and good

2nd level: (3 slots) aid, augury, gust of wind, lesser restoration, 
misty step

3rd level: (2 slots) call lightning, freedom of the waves,  
remove curse, spirit shroud, wall of water

+1 Platemail of Omaan: This magical armor gives Cyrus a 
swimming speed of 40’ while he wears it. 

S           D            C            I           W         CHA

Paladin 10 (Oath of the Open Sea)

Medium Triton
Armor Class: 20 (Platemail)
Hit Points: 101
Speed: 30’, Swim 40’

Cyrus   



Background Suggestions

Marine

You’ve spent most of your life on the high sea, and have 
mastered the ways of seafaring battle. Water is your preferred 
domain and you consider ships and war galleys as your second 
home. You are able to navigate these large sea vessels even in 
the roughest of waters. You feel an intimate bond with weather, 
and rainfall infuses you with vitality. You share a bond with all 
good aquatic creatures, and believe your spiritual divinity flows 
from the deepest parts of the ocean. 

Acolyte (of Persana)

You have spent your life in servitutude to the triton god, 
Persana. You have answered his calling and boldy uphold his 
honor to protect goodness as well as the weaker kind. You 
have sworn a pact to protect the natural world, particulary the 
sea. Your love for your diety inspires your deeds, and you are 
eager to spread Persana’s blessings with any other creatures 
that share in goodness, grace and compassion.

Name Suggestions

Cyrus, Artamus, Aurian, Aveus, Omaan, Oculeese, Orianis, 
O’Seefrus, Tarkannus, Velkynar, Vullmere.

  

Build Progession

Levels 1-10

Paladin - Oath of the Opean Sea:

        • 4th level: STR score increase 
        • 8th level: (Feat) Great Weapon Master 

Spells:
Level 2: Bless, Command, Level 3: Protection of Evil and Good
Level 4: Expeditious Retreat, Level 5: Aid, Lesser Restoration, 
Level 7: Misty Step, Level 9: Call Lightning, Remove Curse 

Inventory

Full Platemail Armor
Shield 
Halberd
Trident (when using shield)
Dagger
 
Net
Navigator’s Tools
Amulet 
Candles (2)
Book
Horn
Boots
Flask (tankard)
Flask (holy water)
Cloak (blue)
Signet Ring
Flint/Tinder
Waterskin
Small pouch containing various conch shells

Magic Item Suggestions

+1 Platemail of Omaan
Potion of Healing (2) 
Scroll of Resistance

Weapon Suggestions

Halberd (our recommendation)
His Great Weapon Master feat and the 10’ reach of 
the halberd is awesome. This weapon has nice flavor 
to play with. We see it as a battle axe with a very 
long shaft. You may ask your DM to allow the same 
damage using harpoon-shaped spear tip attack, ca-
suing piercing damage, making the weapon damage 
versatile.

Greatsword
A nice choice given the build is intended to be that of 
a proud, noble’esque, holy warrior. A large, beautiful 
Greatsword compliments the intended ‘style’ of the 
character well.




