
The Potato Paladin

N
amed after an insult thrown at the first of

their kind, the Potato Paladins travel the

kingdoms with no flare. Preferring to keep

to themselves and to the people tending

crops and handling livestock They are

wanderers, an unseen power that protects

the uncared for. Unlike other sacred

orders, the potato paladins come in all races and alignments.

Their only tenant is to support those who work the soil or

grow animals. Each potato paladin works toward this goal in

their own way. Some will stay and help to plant after a flood,

some will protect from wild animals and roaming monsters

while others will slay an abusive feudal lord with no

hesitation.

Organization
All potato Paladins are part of the Order of the Solanales.

The location of the main ministry of the organization The

Root is kept secret, like most aspects of their lives.

The Potato Paladin Leveling Table

Level
Proficiency

Bonus Features

1st +2 Under the Soil, Lay on Hands

2nd +2 Fighting Style, Spellcasting, Divine
Smite

3rd +2 A Healty Potato, Sacred Oath

4th +2 Ability Score Improvement

5th +3 Extra Attack

6th +3 Under the Potato's Protection

7th +3 Sacred Oath feature

8th +3 Ability Score Improvement

9th +4 -

10th +4 The Potato Believes in You

11th +4 Improved Divine Smite

12th +4 Ability Score Improvement

13th +5 ─
14th +5 Cleansing Touch

15th +5 Sacred Oath feature

16th +5 Ability Score Improvement

17th +6 -

18th +6 Aura improvements

19th +6 Ability Score Improvement

20th +6 Sacred Oath feature

Class Features
As a potato paladin, you gain the following class features

Hit Points
Hit Dice: 1d10 per potato paladin level

Hit Points at 1st Level: 10 + your Constitution modifier

Hit Points at Higher Levels: 1d10 (or 6) + your Constitution

modifier per potato paladin level after 1st

Proficiencies
Armor: All light, medium, heavy, shields

Weapons: All simple, martial

Tools: None

Saving Throws: Wisdom, Charisma

Skills: Choose two from Survival, Animal Handling, Insight,

Intimidation, Medicine, Persuasion, and Religion

Equipment
You start with the following equipment, in addition to 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) an Explorer's Pack

a Chain mail, a pack of seeds and a holy symbol

Alternatively, you can ignore the equipment from your

class and background, and start with 2d4 x 10 gp.

Under the Soil
The potato paladin power is undetectable. He is hidden from

Divination magic and cannot be targeted by such magic or

perceived through magical Scrying sensors.

Lay on Hands
You have a pool of healing carbs power that replenishes when

you take a long rest. With that pool, you can restore a total

number of hit points equal to your paladin level x 5. As an

action, you can touch a creature and draw power from the

pool to restore a number of hit points to that creature, up to

the maximum amount remaining in your pool.

1
The Potato Paladin | A D&D 5E Parody Class



Alternatively, you can expend 5 hit points from your pool of

healing to cure the target of one disease or neutralize one

poison affecting it. You can cure multiple diseases and

neutralize multiple poisons with a single use of Lay on

Hands, expending hit points separately for each one. This

feature has no effect on undead and constructs.

Fighting Style
At 2nd level, you adopt a style of fighting as your specialty.

Choose one of the following options available to potato

paladins. You can't take a Fighting Style option more than

once, even if you later get to choose again.

Buried Deep: While you are wearing armor, you gain a +1

bonus to AC.

Growing Big: When you roll a 1 or 2 on a damage die for

an attack you make with a melee weapon that you are

wielding with two hands, you can reroll the die and must

use the new roll, even if the new roll is a 1 or a 2. The

weapon must have the two-handed or versatile property

for you to gain this benefit.

Sharing Roots: When a creature you can see attacks a

target other than you that is within 5 feet of you, you can

use your reaction to impose disadvantage on the attack

roll. You must be wielding a shield.

Digger: You excel at defending narrow passages,

doorways, and other tight spaces. As a bonus action, you

can enter a defensive stance that lasts until the start of

your next turn. While in your defensive stance, you can

make opportunity attacks without using your reaction, and

you can use your reaction to make a melee attack against

a creature that moves more than 5 feet while within your

reach.

Spellcasting
By 2nd level, you can cast paladin spells.

Preparing and Casting Spells
The Paladin table shows how many spell slots you have to

cast your paladin spells of 1st level and higher. To cast one of

these spells, you must expend a slot of the spell's level or

higher. You regain all expended spell slots when you finish a

long rest.

You prepare the list of paladin spells that are available for

you to cast, choosing from the paladin spell list. When you do

so, choose a number of paladin spells equal to your Charisma

modifier + half your paladin level rounded down (minimum of

one spell). The spells must be of a level for which you have

spell slots. Preparing a new list of paladin spells requires

time spent in prayer and meditation: at least 1 minute per

spell level for each spell on your list.

You can change your list of prepared spells when you finish

a long rest.

Spellcasting Ability
Charisma is your spellcasting ability for your paladin spells.

You use your Charisma whenever a spell refers to your

spellcasting ability. In addition, you use your Charisma

modifier when setting the saving throw DC for a paladin spell

you cast and when making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your

Charisma modifier

Spell Attack modifier = your proficiency bonus + your

Charisma modifier

Spellcasting Focus You can use a holy symbol as a

spellcasting focus for your paladin spells.

Divine Smite
Starting at 2nd level, when you hit a creature with a melee

weapon attack, you can expend one spell slot to deal radiant

damage to the target, in addition to the weapon's damage.

The extra damage is 2d8 for a 1st-level spell slot, plus 1d8 for

each spell-level higher than 1st, to a maximum of 5d8. The

damage increases by 1d8 if the target is an undead or a fiend,

to a maximum of 6d8.

A Healthy Potato
By 3rd level, the divine magic flowing through you makes you

immune to disease.

Sacred Oath
When you reach 3rd level, you swear the oath that binds you

as a paladin forever. Your choice grants you features at 3rd

level and again at 5th, 7th, 9th, 13th, 15th, 17th, and 20th

level. Potato paladin usually chose the Oath of the Potato (see

below) but may also choose the Oath of the Ancients, Oath of

Conquest, Oath of Devotion, Oath of Redemption, Oath of

Vengeance, or Oathbreaker.

Oath Spells
Each oath has a list of associated spells. You gain access to

these spells at the levels specified in the oath description.

Once you gain access to an oath spell, you always have it

prepared. Oath spells don't count against the number of

spells you can prepare each day. If you gain an oath spell that

doesn't appear on the paladin spell list, the spell is

nonetheless a paladin spell for you.

Channel Divinity
Your oath allows you to channel divine energy to fuel magical

effects. Each Channel Divinity option provided by your oath

explains how to use it. When you use your Channel Divinity,

you choose which option to use. You must then finish a short

or long rest to use your Channel Divinity again. Some

Channel Divinity effects require saving throws. When you use

such an effect from this class, the DC equals your paladin

spell save DC.

Ability Score Improvement
When you reach 4th level, and again at 8th, 12th, 16th, and

19th level, you can increase one ability score of your choice

by 2, or you can increase two ability scores of your choice by

1. As normal, you can't increase an ability score above 20

using this feature.

Extra Attack
Beginning at 5th level, you can attack twice, instead of once,

whenever you take the Attack action on your turn.
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Under the Potato's Protection
Starting at 6th level, whenever you or a friendly creature

within 10 feet of you must make a saving throw, the creature

gains a bonus to the saving throw equal to your Charisma

modifier (with a minimum bonus of +1). You must be

conscious to grant this bonus. At 18th level, the range of this

aura increases to 30 feet.

The Potato Believes in You
Starting at 10th level, you and friendly creatures within 10

feet of you can't be frightened while you are conscious. At

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

Superior Inspiration
By 11th level, whenever you hit a creature with a melee

weapon, the creature takes an extra 1d8 radiant damage.

Cleansing Touch
Beginning at 14th level, you can use your action to end one

spell on yourself or on one willing creature that you touch.

You can use this feature a number of times equal to your

Charisma modifier (a minimum of once). You regain

expended uses when you finish a long rest.

Sacred Oath
Oath of the Potato
The tenets of the Oath of the potato hold a paladin close to

the ground:

The Potato is Patient: Change takes time. Those who

hurt the growth of food must be given reminders to keep

them from lapsing. Once you have planted the seed of

righteousness in a creature, you must work day after day

to allow that seed to survive and flourish.

The Potato is Wise: Your heart and mind must stay clear,

for eventually you will be forced to admit defeat and

borrow till spring.

The Potato can be Planted Anew: If my foes wreak ruin

on the field of crops, it is because I failed to stop them. I

must help those harmed by their misdeeds.

All Vegetables Were Once Innocent: All people &

vegetables begin life in an innocent state, and it is their

environment or the influence of dark forces that drives

them to evil. By setting the proper example, and working

the ground you can set anyone on the correct path.

Oath Spells
Level Spells

3rd Underground (as Sanctuary), Full of Carbs (as Sleep)

5th Full stomach (as Calm Emotions), Couch Potato (as
Hold Person)

9th Counterspell, So Many Potatos (as Hypnotic
Pattern)

13th In a Potato (as Otiluke's Resilient Sphere),
Potatoskin (as Stoneskin)

17th Wet Starch (as Hold Monster), Wall of Force

Channel Divinity
When you take this oath at 3rd level, you gain the following

two Channel Divinity options.

Let's talk over Dinner: As a bonus action, you grant

yourself a +5 bonus to Charisma (Persuasion) checks for

the next 10 minutes.

Rebuke the Violent: Immediately after an attacker within

30 feet of you deals damage with an attack against a

creature other than you, you can use your reaction to force

the attacker to make a Wisdom saving throw. On a failed

save, the attacker takes radiant damage equal to the

damage it just dealt. On a successful save, it takes half as

much damage.

We All Have the Same Roots
Starting at 7th level, when a creature within 10 feet of you

takes damage, you can use your reaction to magically take

that damage, instead of that creature taking it. This feature

doesn't transfer any other effects that might accompany the

damage, and this damage can't be reduced in any way. At

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

Protective Spirit
Starting at 15th level, you regain hit points equal to 1d6 + half

your paladin level if you end your turn in combat with fewer

than half of your hit points remaining and you aren't

incapacitated.

A Potato in Winter
At 20th level, you become an avatar of the realm of root

vegetables, which gives you two benefits:

You have resistance to all damage dealt by other creatures

(their attacks, spells, and other effects). Whenever a creature

hits you with an attack, it takes radiant damage equal to half

the damage you take from the attack. If you attack a creature,

cast a spell on it, or deal damage to it by any means but this

feature, neither benefit works against that creature until you

finish a long rest.

Credit
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