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INTRODUCTION

“Justiciars of Tyr” provides details regarding a new

Paladin archetype that can be used in your campaign.
Although designed for use in the Forgotten Realms, the
Justiciars can be used in any campaign setting.

BACKGROUND

Tyr Grimjaws, Tyr the Evenhanded, Wounded Tyr, the
Maimed God, the Blind, Blind Tyr, the Lord of Justice —
all of these names speak to the nature of the Faertinian

god of justice. Tyr appears as a noble warrior missing
his right hand, which he lost to Kezef the Chaos Hound
in an act of bravery and sacrifice, and with his eyes
wrapped in cloth to signify his blindness, caused by a
wound dealt to him by Ao when he questioned the
justice of the Overgod’s actions.

Tyr’s followers devote themselves to the cause of
justice, to the righting of wrongs and the deliverance of
vengeance. This devotion isn’t necessarily concerned
with equality or fairness, but rather the discover
truth and the punishment of the guilty. Those v
favor Tyr tend to be stiff-necked about matters o
theology and laws, seeing things in terms of black a gside the priests of the faith. They traverse the
white. Tyr’s credo of lawfulness and ho meting out justice in the name of Tyr.
demanding one, and his priests remind the

to hold in contempt others who can't li

TENETS OF JUSTICE

)

wouldn’t be an honorable callin Though the exact words and strictures of the Oath

muster the strength of will to foll of Justice vary, paladins of this oath share these

tenets.

Honesty. Don’t lie or cheat. Let your word be your
promise.

Honor. Treat others with fairness, and let your
honorable deeds be an example to them. Do as
much good as possible while causing the least
amount of harm.

Duty. Be responsible for your actions and their

e an order of holy warriors that

emselves to the worship of the god of consequences, protect those entrusted to your

diits of thihrderiare Morsrfod to adE  care, and obey those who have just authority over

justice, Tyr.
you.

Justici yr and are obsessed with the meaning
anics of justice. They study justice in all its  Fairness. Justice knows no distinctions. It is
guises, alongside the priests of Tyr They then use this applied to all to the same degree, regardless of
knowledge to guide their understanding in battle, position or status. The lowliest farmer to the

yielding a devastating fighting style. highest noble is treated equally in the light of Tyr.

and

They use their incredible abilities to assist priests of Law. The law is paramount. It is the mortar that
Tyr in spreading the word and worship of Tyr across holds the stones of civilization together, and it
Faerun. They zealously defend the temples of Tyr mustbe respected.
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JusTiciar OF TYR

Level Proficiency Bonus Features T1st 2nd 3rd 4th 5th
Tst +2 Divine Sensze, Lay On Hands - = = = =
Znag =2 Fighting E::,»'c,'S:dcaEt'ﬂg,:li\.r e Semite 2z — _ = —
ird +2 Divine Hezlth, Oath of Justice 3 = = = =
4th =2 Ability Score Improvernent 3 - - - —
Sth 13 Extra Attack 4 2 - - —
&th +3 Aurz of Protection 4 2 -4 — =
Tth =3 Auvra Of justice 4 3 A 2 —
at +3 Ability Score Improvernent 4 3 — O
Oth +4 = 4 3 E W
10th 4 Aurz of Courage 4 3 2 \— —
11th =4 Imprewed Divine Smite 4 3 ] N —
12th +4 Ability Score Improvement 3 3 —_ -
13th +5 = 4 3 3 1 —
T4tn +3 Cleansing Touch 4 3 3 —
15th +5 Defense OF The just 4 3 3 2 —
16th =5 Ability Score Improverment 4 3 3 -
17th +6 — 4 3 3 3 1
18th =& Aurz Improvements 4 3 3 3 1
15tn +& Ability Score Improverrent 4 3 3 3 2
20th +5 Angel OFf justice 4 3 3 3 2

OATH OF JUSTICE
Oath Spells

Justiciars of Tyr gain oath spells at the paladin levels
listed.

Paladin Level Spells
3rd comimane, sanctuary
5th maléhoersonzone of truth
Bth beacairefhope, counterspell
13th aufg of purity, banishment
17th geas, scrying

Channel Bwinity

When“aJusticiar takes this oath at 3rd level, they gain
the following two Channel Divinity options. See the
Sacred Oath class feature for how Channel Divinity
works.

Justiciar’s Challenge. As a bonus action, you issue a
challenge that compels other creatures to do battle
with you. Each creature of your choice that you can see
within 30 feet of you must make a Wisdom saving

throw. On a failed save, a creature can’t willingly
move more than 30 feet away from you. This effect
ends on the creature if you are incapacitated or die or
if the creature is more than 30 feet away from you.

Vow of Justice. As a bonus action, you can utter a vow
of justice against a creature you can see within 10
feet of you, using your Channel Divinity. You gain
advantage on attack rolls against the creature for 1
minute or until it drops to 0 hit points or

falls unconscious.

Aura Of Justice

Beginning at 7th level, Tyr’s blessing lies so heavily
upon the Justiciar that it forms a protective ward. The
Justiciar and friendly creatures within 10 feet of them
have resistance to damage from spells.

At 18th level, the range of this aura increases to 30
feet.

Defense Of The Just

The Justiciar can turn defense into a sudden strike.
When they or another creature they can see within
10 feet of them is hit by an attack roll, they can use
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their reaction to grant a bonus to the target’s AC
against that attack, potentially causing it to miss. The
bonus equals their Charisma modifier (minimum of
+1). If the attack misses, they can make one weapon
attack against the attacker as part of this reaction,
provided the attacker is within their weapon’s range.

The Justiciar can use this feature a number of times
equal to their Charisma modifier (minimum of once),
and they regain all expended uses when they finish a
long rest.

Angel Of Justice

At 20th level, the Justiciar can assume the form of an
angelic being of justice. Using their action, they
undergo a transformation. For 1 hour, they gain the
following benefits:

e Wings sprout from their back and grant them a
flying speed of 60 feet.

e They have resistance to all damage dealt by other
creatures (their attacks, spells, and other effect

e Once on each of their turns when they ma
weapon attack and miss, they can cause that attac
to hit instead.

Once the Justiciar uses this feature, they
again until they finish a long rest.

Justiciars of Tyr ~6~



IBIAVLLS Q1®
JHE{COBIINIKING

Carl Vandal

Afourto sx hour adventure, for 7th—Bth levelcieactes. /13
Setin the Forgotten Realms. e

STRANGE TIMES IN
THE TEN-TOWNS

(Carl Vandal

— e,

Afour tosix hour adventure, for 15t—3rd level charactersil €0
Setin the Forgotten Realms.

Carl Vandal & Clve Hll.

A Rogue Archetype and Faction for the Forgotten Realms.

Carl Vandal 2

A6 to 8 hour adventure, for 8th—10th level characters.

Setin the Forgotten Realms. 25
o'

MY OTHER WORKS

RETURNKIO
[CESRIRESHOL

T A e
et e Forgoln s "

ENCOUNTERS
AT
THE WAYSIDE IiNN

Carl Vandal

Aserles of one-page encounters, for st—gth level characters. 1115
Set in the Forgotten Realms. e

NerCRUiTeR Y

r » Ay i
Woods o Comgbe A

Dhaudali l ¢

o

Keuprguden
Fonest
N
J'@uio |

ebigitos agons. e%

(eve of Oead (e

Carl Vandal

# FISTS' OF MYRKUL

Carl Vandal

AMonk Archetype fogithe Forgotten Realms.

Carl Vandal

Asixtoten hour adventure,for Sth—oth leve characters. /53
Set in the Forgotten Realms. v

ENCOUNT
AT

THE WAYSIDE INN
. AN

NeveRuiicer
Woods

LOSTMINES

/A /!
l i Koot

Forest:

Carl Vandal

B el o

(eee of Oead (ew

This, and other works, can be found on www.DMsGuild.com

Carl Vandal

four hour adventure, for 4th—6th level characters. /@i
Setin the Forgotten Realms.

Neveruiicer

Woods

Carl Vandal

XCHANGE,
SLEEPING GIANT

Keuprgaeden

‘Souchkeypc
i Forest

i oo,

(e of Oead (e

Nevenuiicen ¥

Woods

f X
Carl Vandal

(Mereof Ocad (e

pr ;’,.g" (ou

s

Keuprgmnden
Forest:
M
\ ok
[i@is |

e oo, '{\ e@

Justiciars of Tyr ~7~


https://www.dmsguild.com/product/348243/Halls-of-the-Goblin-King
https://www.dmsguild.com/product/348532/Return-to-Icespire-Hold?src=by_author_of_product
https://www.dmsguild.com/product/350753/The-Road-Through-Kryptgarden?term=road+through
https://www.dmsguild.com/product/354240/Beneath-Southkrypt?src=also_purchased
https://www.dmsguild.com/product/352524/Strange-Times-In-The-TenTowns?src=by_author_of_product
https://www.dmsguild.com/product/356460/Barthens-Provisions-and-The-Stonehill-Inn?src=by_author_of_product
https://www.dmsguild.com/product/357287/Lost-Mines-Maps--Goblin-Ambush-and-Old-Owl-Well?src=by_author_of_product
https://www.dmsguild.com/product/358182/Lost-Mines-Maps--Lionshield-Coster-Phandalin-Miners-Exchange-and-The-Sleeping-Giant?src=by_author_of_product
https://www.dmsguild.com/browse.php?keywords=Carl+Vandal&x=0&y=0&author=&artist=&pfrom=&pto=
https://www.dmsguild.com/product/360691/Encounters-At-The-Wayside-Inn?term=ENCOUNTERS+AT
https://www.dmsguild.com/product/362776
https://www.dmsguild.com/product/363836/Encounters-At-The-Wayside-Inn-Fantasy-Grounds
https://www.dmsguild.com/product/363840/Ghosts-of-Mirabar
https://www.dmsguild.com/product/365312/A-Nightmare-In-Kryptgarden
https://www.dmsguild.com/product/352793/Beyond-Phandalin-BUNDLE
https://www.dmsguild.com/product/364014/Lost-Mines-Maps-BUNDLE?src=by_author_of_product
https://www.dmsguild.com/product/366402

A unique Paladin Archetype for
use in the Forgotten Realms.

Serving Tyr, the god of justice,
the Justiciars act as temple
guardians, priestly protectors,
and the striking arm of the faith.
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