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Next FAQ How to escape Fort Joy? ) How to steal without consequences? In Divinity Original Sin 2 players are literally overflown with hundreds of useful variety items. However, there are two without which the game is much more difficult. Those objects are a shovel and a bed. This guide page contains tips on how to find both elements and explains
their use. What are the shovel and bed? Where do you find the shovel and the bed? What are the shovels and the bed for? A shovel allows you to dig hidden treasures or reveal secret passages leading to additional missions and/or characters. At Broroll allows the entire team to recover all their health points and both types of armor and remove all
negative states (besides permanent ones). In addition to that all characters get a buff that gives them +1 to strength, constitution and intelligence. Where to find shovel and bed? Location of a shovel and a bed on the map. You can get these items in many places: You can buy them from the merchants or just steal them. However, players can find a
shovel and a carrier immediately after landing on the beach. When you regain control over your character you have to go south (it is beyond the place where the red prince is) and then climbs on the ruins of a bridge (the most precise location is marked in the picture above). There, you can find the two items and a pot that allows you to cook
something (more information in the chapter "Crafting") and some containers. The location of a shovel and a stretch on the above mentioned bridge. Localizers are worth using before (to strengthen your team) and after (to heal wounds) battles. As for the blades, the guide has maps of all the key positions on which we marked all the places where you
can find hidden treasures. Just go there and dig a treasure, however, to detect them you need a character with a well developed wits attribute. Next FAQ How to escape Fort Joy? J How to steal without consequences? Lydia Laurenson enjoys red things, cultural puzzles, new media, old media, ephemerals, absurdity, city and games. When she was 19,
she received a B.A. In philosophy, religion and design of Simon's Rock College in Bard. He promptly used his head starts creating games with White Wolf, manage the oldest bookstore in Chicago and sell calligraphy wherever possible. After that, Lydia served in Peace Corps Swaziland; he wrote and modified many different genres; and he became
president of the board of directors to his favorite housing cooperative. Now he spends his time in San Francisco. Find it on Twitter @lydialaurenson, or its small website Lydialaurenson.com. Clad in plated armor that shines in sunlight Despite the dust and dirt of the long journey, a human lays his sword and shield and puts his handsa fatally wounded
man. Divine Radiance shines from her hands, the wounds of the man closed in knit, and the eyes opened with astonishment. A dwarf crouching behind an outcrop, his black cloak making him invisible in the night, and watches an orca war band celebrating its recent victory. Silently, he slips into their midst and whispers an oath, and two ogres are
dead before they realize he’s there. Silver hair shining in a tree of light that seems to illuminate only him, an elf laughs with expulsion. His spear flashes like his eyes, while again and again in a twisted giant, until its light surpasses its horrible darkness. Whatever their origin and mission, the paladins are united by their oaths to oppose the forces of
evil. Whether sworn before the altar of a god and the testimony of a priest, in a sacred clearing before the spirits of nature and the faithful, or in a moment of despair and sorrow with the dead as the only witness, an oath by the paladin is a powerful bond. It is a source of power that turns a devoted warrior into a blessed champion. The Cause of
Dexterity A champion vows to uphold justice and justice, to stand with the good things of the world against the crushing darkness, and to drive the forces of evil wherever they cling. Different champions focus on various aspects of the cause of justice, but all are bound by oaths that give them the power to do their sacred work. Although many paladins
are devoted to the gods of good, the paladin’s power comes as much from a commitment to justice itself as it does from a god. Paladins train for years to learn combat skills, master a variety of weapons and armor. Even so, their martial abilities are secondary to the magical power they run: the power to heal the sick and the wounded, to sort out the
wicked and the undead, and to protect the innocent and those who join them in the fight for justice. Almost by definition, the life of a champion is an adventurous life. Unless a lasting injury has taken him away from the adventurer for some time, every paladin lives on the front lines of the cosmic battle against evil. Fighters are quite rare among the
ranks of the world’s militias and armies, but even fewer people can claim the true vocation of a champion. When they receive the call, these warriors move away from their previous occupations and take up arms to fight evil. Sometimes their oaths bring them into the service of the crown as leaders of elite groups of knights, but even then their
allegiance is first to the cause of justice, not to the crown and country. Venture champions take their work seriously. A dive into an ancient ruin or dusty crypt can be a search driven by a higher purpose than the acquisition of the treasure. Evil accumulates in dungeons and primeval forests, and even the smallest victory against it can tilt the cosmic
balance away from oblivion. Create a The most important aspect of a champion character is the nature of his holy quest. Even if the class characteristics related to the oath do not appear until you reach the third level, plan ahead for that choice by reading the descriptions of the oath at the end of the class. It’s you Servant of good, faithful to the gods
of justice and honor, a holy knight from the sparkling armor, who venture to hit evil? Are you a glorious light champion, which holds everything that is beautiful against the shadow, a knight whose oath descends from more ancient traditions of many of the Or are you a varied solitaire that has sworn to sell those who have committed a great evil, sent
as an angel of death from the gods or driven by your need for revenge? The multiverse divinity section lists many divinities venerated by the paladins of the whole multiverse, such as stub, shooting, heirousous, paladine, Kiri-Jolith, Dol Arrah, the flame of silver, Bahamut, Athena, Re-Horakhty and Heimdall. How did your call lived to serve as a
paladin? Have you heard a whisper of a God or an invisible angel while you were praying? Another paladin perceived the potential in you and decided to train yourself as a squire? Or maybe some terrible events, the destruction of your home, pushed you to your missions? Perhaps you came across a sacred grove or in a hidden elf enclave and you have
found yourself called to protect all these bontea and beauty shelters. Or maybe you've heard from the first memories that the life of the Paladin was your vocation, almost as if you were sent to the world with that purpose embossed in your soul. As guardians against the forces of evil, the paladins are rarely of any evil array. Most of them travel the
ways of charity and justice. Consider how your alignment colors the way you carry out your holy research and the way you behave before the gods and mortals. Your oath and alignment may be in harmony, or your oath could represent standards of behavior that you have not yet reached. Quick construction You can make a paladin quickly following
these suggestions. First, force should be your highest score, followed by charisma. Second, choose the noble background. The Paladina table a paladin tries to stick to the highest standards of conduct, but also the most virtuous paladin fails. Sometimes the right way reveals itself too demanding, sometimes a situation requires the minor of the two
evils, sometimes the heat of emotion induces a paladin to transgress the oath. A paladin who broke a vote typically asks for an absolution from a cleric that shares the faith of him or another paladin of the same order. The paladin could spend a vigil all night in prayer as a sign of penance, or undertake a quick or similar act of self-denial. After a
confession and forgiveness rite, the Paladin starts again. If a paladin deliberately purposes the oath of him and shows no sign of repentance, the consequences can be more serious. At the discretion of the DM, an impenitent paladin be forced to abandon this class and adopt another class, or perhaps choose the option of the paladin that appears in the
Dungeon Master Guide. Characteristics of the class As a shovel, you get the following characteristics of the class. Hit Points Hit Says: It says:For Paladin Levelhit points at the 1st level: 10 + your point modifier constitution at the top level: 1D10 (or 6) + your constitution modifier by shovel at level after 1st proficiencies Armour: All Armouring,
SheldsWeadons: Simple weapons: Simple weapons, Martial weapons: Unconvoked groups: Wisdom, Carismaskills: choose two from athletics, intuition, intimidation, medicine, persuasion and religious equipment start with the following equipment, as well as the equipment granted by your background: (a) a martial weapon and a shield or (b) two
martial weapons (a) Five Javelins or (b) Any Simple Melee Weapon (A) A pack of priest or (b) a chain of the Explorer pack chain and a holy divine symbol sense the presence of strong evil registers on your Sentenge as a harmful and powerful good rings like heavenly music in your ears. As action, you can open your awareness to detect such forces.
Until the end of your next round, you know the position of any heavenly, demonic or undead within 60 feet of you who is not behind total coverage. Know the type (celeste, demonic or undead) of any being whose presence you make sense, but not its identity (Vampire Count Strahd von Zarovich, for example). Within the same radius, it also detects the
presence of any place or object that has been consecrated or profaned, as with Hallow's spell. You can use this feature a number of times equal to 1 + your charisma modifier. When you end a long rest, recover all the uses spent. Lay on Hands Your Blessed Touch can heal wounds. You've got a little healing power that supplies when you rest a long
rest. With that pool, you can restore a total number of success points equal to your Paladin level A- 5. As an action, you can touch a creature and draw energy from the pool to restore a number of successful points to that creature, up to the maximum remaining amount in your pool. Alternatively, you can spend 5 successful points from your healing
pool to cure the target of a disease or neutralize a poison that affects it. It is possible to cure more diseases and neutralize more poisons with only one use of laity on the hands, sending the points of success separately for each. This function has no effect on non-death and constructs. Fight style at the 2nd level, adopt a fighting style like your specialty.
Choose one of the following options. You can't take a fighting style option more than once, even if you later get to choose again. Defense While wearing the armor, you get a +1 bonus for AC. Dueling When handling a body-to-body weapon in one hand and no other arrogance, you get a +2 bonus to damage the rolls with that weapon. Great weapons
that fight when you pull a 1 or 2 on a damage fromfor an attack you make with a body-to-body weapon you're accumulating with two hands, you can return the nut and you have to oate the new roll. the weapon must have the property to two hands or pour them for you to get this benefit. protection when a creature can see attacks a different target
than you that is 5 meters from you,can use your reaction to impose disadvantages on the roll of attack. You have to brand a shield. Spellisting of the 2nd level, you learned to draw on divine magic through meditation and prayer to throw spells as it does. See the rules of spells for the general rules of Spellcasting and the list of spells for the list of
Paladin spells. Preparation and fusion of spells The Paladin table shows how many slots for spells you have to launch your Paladin spells. To launch one of your Paladin spells of the 1st level or higher, you need to spend a slot of the Spell level or higher. Recovers all the spell slots you spend when you finish a long rest. Prepare the list of Paladin spells
that are available for the cast, choosing from the Paladin spelllist. When you do, choose a number of Paladin spells equal to your charisma modifier + half of your paladin level, rounded (minimum of a spell). The spells must be a level for which you have slots of spells. For example, if you're a 5th-level shovel, you have four slots for 1st-level spells and
two 2nd-level. With a 14-year-old charism, your list of prepared spells may include four spells of 1st or 2nd level, in any combination. If you prepare the wounds of the first level care, you can launch it using a 1st level or a 2nd level slot. Casting The spell will not remove it from your list of prepared spells. You can change your list of spells prepared
when you finish a long rest. Prepare a new list of spells of Paladin requires time spent in prayer and meditation: at least 1 minute per spell level for each spell on your list. Ability of Spellcasting Charisma is your ability to enchant your spells of Paladin, since their power comes from the strength of your beliefs. Use your charism whenever a spell refers
to your ability to enchant. In addition, you use your charisma modifier when you set the DC shooting savings for a Paladin spell you launched and when you make an attack roll with one. Spell Save DC = 8 + your competence bonus + Editer of your charism Editer of spell attack = Your competence bonus + your Charism Focus Charisma Charisma
Charisma Charisma Charisma Charisma Charisma Charisma Charisma Charisma Charisma Charisma Focus You can use a holy symbol (see the Avventuring Gear section) as an enchanting focus for your Paladin spells. From the 2nd level, when you hit a creature with an attack of arms to body, you can spend a slot of spells to offer radiant damage to
the target, in addition to the damage of the weapon. The extra damage is 2D8 for an orthographic slot of 1st level, plus 1D8 for each orthographic level greater than 1st, at oneof 5D8. The damage increases by 1D8 if the target is a non-dead or a demon, up to a maximum of 6D8. The divine health of the 3rd level, the divine magic that flows through
you makes you immune to the disease. Sacred oath When you reach the 3rd level, swear the oath that binds you as a paladina forever. Until this moment you were in a preparatory phase, engaged in the path but not yet sweared. Now choose the oath of detailed devotion at the end of the description of the class or one from another other Your choice
guarantees you features at the third level and again at the 7th, 15th and 20th level. These features include oath spells and the Divinity function of the channel. Every oath has a list of associated spells. These spells are accessed at the levels specified in the description of the oath. Once you get access to an oath spell, you always prepared. Juror spells
do not count against the number of spells you can prepare every day. If you get an oath spell that does not appear on the list of Paladin spells, the spell is still a shovel for you. Divinity of the channel Your oath allows you to channel divine energy to power magical effects. Each Channel Divinity option provided by your oath explains how to use it. When
using the Channel Divinity, you choose which option to use. You must then finish a short or long rest to use your Channel Divinity again. Some effects of Channel Divinity require savings jets. When using such an effect from this class, the DC is equal to your spell shovel save DC. When you reach the 4th level, and still at 8 °, 12, 16 ° and 19 ° level, you
can increase a skill score of your choice of 2, or you can increase two skill scores of your choice of 1. As normal, you cannot increase a skill score greater than 20 using this feature. Using the optional rule of enterprises, you can renounce taking this function to take an action of your choice instead. From the 5th level, you can attack twice, instead of
once, whenever you take the Attack action in turn. Aura of Protection Starting from the 6th level, whenever or a friendly creature within 10 feet of you must make a saving shot, the creature gets a bonus at the saving launch equal to your Charisma modifier (with a minimum bonus of +1). You must be aware of granting this bonus. At the 18th level,
the range of this aura increases to 30 feet. Aura of Courage From the 10th level, you and friendly creatures within 10 feet of you can not be frightened while you are aware. At the 18th level, the range of this aura increases to 30 feet. From the 11th level, you are so sick of just might that all your apple weapon affects bringing divine power with them.
Whenever you hit a creature with a melee weapon, the creature suffers an additional radiant damage of 1d8. Clean the touch Starting from the 14th level, you can use your action to finish a spell on yourself or on a willing creature that you touch. You can use this function a number of times equal to the Charisma modifier (a minimum of once). Follow
the useswhen you end a long rest. Aura Improvements At the 18th level, your aura range increases to 30 feet. Sacred swearing Become a shovel entails making vows that bind the shovel to the cause of justice, an active path of struggle against evil. The final oath, taken when it reaches the 3rd level, is the culmination of all the formation of the paladin.
Some characters with this class do not consider themselves true paladins until whenhave reached 3 A° level and made this oath. For others, the actual oath of the oath is a formality, an official stamp on what has always been true in the heart of the Paladin s. The Oath of Devotion binds a champion to the highest ideals of justice, virtue, and order.
Sometimes called knights, white knights, or holy warriors, these paladins meet the ideal of the Prince Charming, who acts with honor in pursuing justice and the greatest good. They hold the highest standards of behavior, and somewhat, for better or worse, hold the rest of the world with the same standards. Many of those who swear this oath are
dedicated to the deity of right and good and use their godsA¢ dogmas as the measure of their devotion. They keep angelsA¢ perfect servants of Gooda as their ideals, and incorporate images of angelic wings into their helmets or coats of arms. Principles of Devotion Although the exact and strenuous words of the Oath of Devotion vary, champions this
share of oaths these principles. Honesty. Donate t lie or cheating. Let your word be your promise. Come on. Don’t be afraid to act, even if caution is wise. Compassion. Help others, protect the weak, and punish those who threaten them. Show mercy to your enemies, but temper with wisdom. Honour. others deal with fairness, and let your honourable
actions be an example to them. Do as good as you can while causing the least amount of damage. Duty. Be accountable for your actions and their consequences, protect those entrusted to your care, and respect those who just have authority over you. Channel Divinity When you take this oath at the 3rd level, you earn the following two Channel
Divinity options. Sacred Weapon. As an action, you can infuse a weapon that is unfolding with positive energy, using your channel Divinity. For 1 minute, you add the Charisma modifier to the shot to hit facts with that weapon (with a minimum bonus of +1). The weapon also emits light within a 20-foot radius and dims light 20 feet further. If the
weapon is not already magic, it becomes magic for the duration. You can end this effect on your turn as part of any other action. If you no longer possess or carry this weapon, or if it remains unconscious, this effect ends. Turn the Unholy. As an action, you present your sacred symbol and speak a censor prayer demons and undead, using the channel
Divinity. Any demon or undead who can see or hear within 30 feet of you must make a save of Wisdom shot. If the creature fails the rescue shot, it is turned on for 1 minute or until it suffers damage. A transformed creature must spend its rounds trying to move as far away from you as it can, and may not willingly move into a space within 30 feet of
you. Also take Cana t. For its action, it can only use the action of the hyphen or try to escape from an effect that prevents moving. If therea s nothing to move, the creature can use the Dodge action. Incantesimi You earn oath spells at the Paladin levels listed. Devotion swearing spells Aura ofStarting at the seventh level, you and the friendly creatures
within three meters of you cannot be fascinated while you are conscious. At the 18th level, the range of this aura increases to 30 feet. Purity of the Spirit From the fifteenth level, you are always under the effects of protection from evil and good spells. Holy Nimbus At the 20th level, as an action, you can emit an aura of sunlight. For a minute, the light
shines from you within a radius of 30 feet, and the dim light shines 30 feet beyond. Each time an enemy creature starts its turn in bright light, it suffers 10 radiant damage. In addition, for the duration, you have the advantage of saving shots against spells cast by demons or undead. Once you use this feature, you cannot use it again until you have
finished a long rest. THIS IS UNOFFICIAL MATERIAL These game mechanics can be used in your campaign if your DM allows it, but not perfected by the final design and editing of the game. They are not officially part of the Dungeons & Dragons game and are not admitted to D&D Adventurers League events unless otherwise stated. To use this
content, enable the content of the critical role in the character builder. The Oath of the Open Sea calls for warriors at sea, clumsy sailors and sailing watchmen looking for the thrill of an infinite horizon. Driven in search of adventure and mystery across and under every infinite expanse of the ocean, the sworn champions stand up to those who would
deny the freedoms granted to like-minded travelers, uprooting the tyrannical and corrupt who claim every beach. Such guardians believe in the natural beauty of the sea, often making offerings and prayers to entities or deities such as the Wild Mother or the Storm Lord who influence safe passage, while often feeling called to hunt down those
monstrosities who seek to terrorize and ruin the waters with violence and evil intent. There is no life greater than a life lived for free. You should be free to chart your own path without oppression. Those who would exercise their power to dominate others will be defeated. Trust the skies. Driving a strong breeze. The sounds of warnings of an
impending storm. Nature is a source of omens and advice that should be heeded. Adapt like water. The waters of the ocean can bypass any obstacle or become impassable. They can sculpt and reveal the secrets of the past or swallow the truth and hide it forever. Embracing this fluidity means being ready for any challenge. Explore the Uncharted. The
world is full of mystery. By searching for these enigmatic ends, you can both discover those who hide their dark deeds in the shadows to be judged, and find the way Become something great. SORTILEGI Oath gets spells swearing at the paladin levels listed in the sortigi table swearing of the seas open. See the sacred oath class function for how the
swear spells work. Divinity of channels When you do this oath to the third level, you get the following two divinity options of the channels. Marine level. As an action you can The sea to create a thick cloud of fog that surrounds you and darkens the area heavily for 20 feet in all directions, following you as you move. You and all the creatures within 5
yards of you, instead, treat this fog as slightly obscured. This mist lasts for 10 minutes, spreads around the corners and cannot be dispersed. Fury of the tides. As a bonus action, you can channel the powerful powerful waves to reinforce your attacks for 1 minute. Once per turn for the duration, when you hit a creature with weapon attack, you can
choose to push the target 10 feet away from you. If the target is pushed into an obstacle or another creature, they take additional damage with a radius equal to your charisma modifier. Aura of liberation from the 7th level, emanates an aura while you are not incapable. You and any creature of your choice within 10 feet of you cannot be grappled or
sobered, as well as ignore moving sanctions or attacks while underwater. Creatures that are already attached or restrained when they enter the aura can spend 5 feet of movement to automatically escape the non-magical restrictions. When you reach the 18th level in this class, the aura range increases to 30 feet. Stormy waters at the 15th level, you
can call the crashing waters around you as a reaction every time a creature enters or exits the reach of your scrum. The creature takes 1D12 wandering damage and must succeed a force saving shot or be knocked at prono. Mythic Swashbuckler at the 20th level, learn to channel the spirits of historical sea captains to briefly become a heroic
adventure comparison. As an action, you embrace these sea spirits, earning the following benefits for 1 minute: the cost of climbing there are no further moves, and you have advantage over the strength controls (athletics). If you are within 5 feet of a creature, and no other creature is within 5 meters of you, you have an advantage over your attacks
against that creature. You can take the DODGE action as a bonus action. You have advantage over all the dexterity ability controls and dexterity saving shots against the effects you can see. Once you use this feature, you can’t use it again until you finish a long rest.
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