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7 N
When | set my mind to
something, | follow through no
matter what gets in my way

PERSONALITY TRAITS
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Destiny, Nothing and no one can steer
me away from my higher calling(any)

IDEALS
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| worked the land, | love the
land, and | will protect the land
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Secretly, | believe that things would be better
if | were a tyrant lording over the land.

\\ FLAWS /,

7 N
Mace +4 1d6-1blud
Shrtsword +8 1d6+3prc

Scrd Flam s17 3d8+4 rad

-Sacred Flame, 60ft, target
must succeed on a dex save
or take 3d8+4 radiant
damage.

-Mace, 1d6 bludgeoning.
-Shortsword,1d6 piercing,
finesse, light.
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PASSIVE WISDOM (PERCEPTION)

Breastplate, Medium 14+Dex

(Max2)AC
Shield+1, +3 AC

Shields

Common, Elvish
Light & Medium Armour

Simple Weapons

Alchemist's Supplies
Vehicles(Land)

OTHER PROFICIENCIES & LANGUAGES

Amulet of ----(Holy Symbol)
Backpack

Bedroll

Mess Kit

Tinderbox

Torches x 10
Rations x 10
Waterskin

Hemp Rope 50ft
Alchemists Supplies
Shovel

Iron Pot

Common Clothes
Belt Pouch

EQUIPMENT

//

N
-EIf, +2 Dexterity 30 speed.

-Wood EIf, +1 Wisdom.

-Light Cleric, 1d8 hit dice and Wis & Cha saving throws.

-Darkvision Lvl1, Can see in dim light within 60ft as if it was bright light and in
darkness at the same distance as if in dim light.

-Keen Senses Lvl1, Have proficiency in the perception skill

-Fey Ancestry Lvi1, Get advantage on saving throws against being charmed and
can't be put to sleep magically.

-Trance Lvi1, Instead of sleeping you will meditate deeply for 4 hours performing
mental exercises which gives the same benefits as a human sleeping for 8 hours.
-Elf Weapon Training LvI1, Get proficiency in longsword, shortsword, shortbow,
longbow.

- Fleet of Foot LvI1, Base speed increases to 35 feet.

-Mask of the Wild Lvl1, Able to attempt to hide even if only lightly obscured by
foliage, heavy rain, etc. or other natural phenomena.

-Spellcasting Lvi1, Able to cast cleric spells and start with 3 cleric cantrips. Need to
prepare the spells you will use each day after a long rest which equal your wisdom
modifier + your level.The ability for spellcasting for a cleric is wisdom. Can use a holy
symbol as a spell focus.

-Ritual Casting LvI1, You can cast a cleric spell as a ritual if it has the ritual tag and
you have it prepared.

-Divine Domain(Light) Lvi1, At first level pick a domain which gives certain spells and
other features at different levels.

-Domain Spells LvI1, gain various spells at different levels which you will have
prepared always and won't count towards you max prepared spells each day. Also
any spells you gain which don't appear on the cleric spell list still count the spells as if
they are on the list.

-Bonus Cantrip Lvl1, Gain the cantrip Light if you don't know it already.

-Warding Flare LvI1, When you get attacked by a creature you can see who is in 30ft
you can use your reaction to make them roll with disadvantage for the attack. You
can use this feature a number of times equaling you Wisdom modifier which you
regain after a long rest

-Rustic Hospitality LvI1, Due to being part of the common folk people will be willing to
give you a place to rest, hide or recuperate unless you pose a danger. Also will shield
you from the law or others searching for you but will not risk there lives for you.
“Channel Divinity LvI2, Gain the ability to use energy from your deity to power
magical effects. The effects you can use are either turn undead or an effect related to
your domain. You are able to use Channel Divinity 1 time deciding which effect to
use out of what you have available to you but gain an extra use at IvI6 and IvI18.
‘Whenever you take a short or long rest you regain the use of your maximum number
of charges.

-Turn Undead(Divinity) Lvi2, As an action you are able to use a holy symbol to
attempt to turn any undead which can see or hear you that are within 30ft, who have
to make a wisdom saving throw and if they fail become turned for 1 minute or until
they take damage. All turned creatures must use there turn to attempt to move away
from you and can't willingly move to a space within 30ft. Also they are unable to use
reactions and can only use the dash action or attempt to remove an effect stopping
them from moving but if they have nowhere to move they are able to use the dodge
action aswell.

-Radiance of the Dawn(Divinity) LvI2, As an action you are able to use a holy symbol
to dispel any magical darkness within 30ft aswell as any hostiles within 30ft having to
roll a constitution saving throw. Any creatures that failed will receive 2d10 + cleric
level in radiant damage or half of this if they succeed but if the creature is in total
cover they do not get affected at all.

-Destroy Undead LvI5, Should an undead fail there check against your turn undead if
there current CR rating equals or is lower than a certain number which rises as you
level(currently 3 CR) they become instantly destroyed.

-Improved Flare LvI6, Able to use your warding flare against any creature you see
that attacks another creature thats within 30ft.

-Potent Spellcasting Lvi8, You are able to add your wisdom modifier to any damage
you inflict with cleric cantrips.

-Divine Intervention LvI10, Able to call upon your deity to intervene when your in
great need. The aid requires an action and you describe the aid you would like then
roll a percentile(d100)die and if the number equals or is lower than your cleric level
the intervention happens. the Dm decides what the intervention ends up being but a
cleric or domain spell would be appropriate. If the intervention works unable to use
again for 7 days otherwise it able to use again after a long rest. At Lvl 20 the
intervention happens automatically.

FEATURES & TRAITS




AGE HEIGHT WEIGHT

CHARACTER NAME

EYES SKIN HAIR

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

-Folk Hero - 5, | led a militia to fight off an invading army.

-Trinket - 100, A metal urn containing the ashes of a hero

-Ability Score Lvl 4, Feat - War Caster, skilled at casting spells during
combat which allows you to roll with advantage for Con save throws as
a result of trying to maintain concentration due to being damaged. Also
can perform somatic components of spells even if both hands are full
as well as being able to cast a spell for an AoO instead of a basic
melee attack as long as it takes only 1 action and targets only the
creature that triggered the AoO.

-Ability Score Lvl 8, +2 to Wisdom

-Ability Score Lvl 12, Feat - Elemental Adept(Fire), When you pick this
feat you get to pick between acid, cold, fire, lightning or thunder and
also able to take this feat multiple times but picking a different damage
type. Spells you cast ignore resistance to the damage type you picked
plus any damage rolls which are 1 boost up to 2.

ADDITIONAL FEATURES & TRAITS
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	AttacksSpellcasting: -Sacred Flame, 60ft, target must succeed on a dex save or take 3d8+4 radiant damage.
-Mace, 1d6 bludgeoning.
-Shortsword,1d6 piercing, finesse, light.
	Passive: 19
	CP: 
	ProficienciesLang: Common, Elvish
Light & Medium Armour
Shields
Simple Weapons
Alchemist's Supplies
Vehicles(Land)
	SP: 
	EP: 
	GP: 409600
	PP: 
	Equipment: Breastplate, Medium 14+Dex(Max2)AC
Shield+1, +3 AC
Amulet of ----(Holy Symbol)
Backpack
Bedroll
Mess Kit
Tinderbox
Torches x 10
Rations x 10
Waterskin
Hemp Rope 50ft
Alchemists Supplies
Shovel
Iron Pot
Common Clothes
Belt Pouch
	Features and Traits: -Elf, +2 Dexterity 30 speed.
-Wood Elf, +1 Wisdom.
-Light Cleric, 1d8 hit dice and Wis & Cha saving throws.
-Darkvision Lvl1, Can see in dim light within 60ft as if it was bright light and in darkness at the same distance as if in dim light.
-Keen Senses Lvl1, Have proficiency in the perception skill.
-Fey Ancestry Lvl1, Get advantage on saving throws against being charmed and can't be put to sleep magically.
-Trance Lvl1, Instead of sleeping you will meditate deeply for 4 hours performing mental exercises which gives the same benefits as a human sleeping for 8 hours.
-Elf Weapon Training Lvl1, Get proficiency in longsword, shortsword, shortbow, longbow.
- Fleet of Foot Lvl1, Base speed increases to 35 feet.
-Mask of the Wild Lvl1, Able to attempt to hide even if only lightly obscured by foliage, heavy rain, etc. or other natural phenomena.
-Spellcasting Lvl1, Able to cast cleric spells and start with 3 cleric cantrips. Need to prepare the spells you will use each day after a long rest which equal your wisdom modifier + your level.The ability for spellcasting for a cleric is wisdom. Can use a holy symbol as a spell focus.
-Ritual Casting Lvl1, You can cast a cleric spell as a ritual if it has the ritual tag and you have it prepared.
-Divine Domain(Light) Lvl1, At first level pick a domain which gives certain spells and other features at different levels.
-Domain Spells Lvl1, gain various spells at different levels which you will have prepared always and won't count towards you max prepared spells each day. Also any spells you gain which don't appear on the cleric spell list still count the spells as if they are on the list.
-Bonus Cantrip Lvl1, Gain the cantrip Light if you don't know it already.
-Warding Flare Lvl1, When you get attacked by a creature you can see who is in 30ft you can use your reaction to make them roll with disadvantage for the attack. You can use this feature a number of times equaling you Wisdom modifier which you regain after a long rest. 
-Rustic Hospitality Lvl1, Due to being part of the common folk people will be willing to give you a place to rest, hide or recuperate unless you pose a danger. Also will shield you from the law or others searching for you but will not risk there lives for you.
-Channel Divinity Lvl2, Gain the ability to use energy from your deity to power magical effects. The effects you can use are either turn undead or an effect related to your domain. You are able to use Channel Divinity 1 time deciding which effect to use out of what you have available to you but gain an extra use at lvl6 and lvl18. Whenever you take a short or long rest you regain the use of your maximum number of charges.
-Turn Undead(Divinity) Lvl2, As an action you are able to use a holy symbol to attempt to turn any undead which can see or hear you that are within 30ft, who have to make a wisdom saving throw and if they fail become turned for 1 minute or until they take damage. All turned creatures must use there turn to attempt to move away from you and can't willingly move to a space within 30ft. Also they are unable to use reactions and can only use the dash action or attempt to remove an effect stopping them from moving but if they have nowhere to move they are able to use the dodge action aswell.
-Radiance of the Dawn(Divinity) Lvl2, As an action you are able to use a holy symbol to dispel any magical darkness within 30ft aswell as any hostiles within 30ft having to roll a constitution saving throw. Any creatures that failed will receive 2d10 + cleric level in radiant damage or half of this if they succeed but if the creature is in total cover they do not get affected at all.
-Destroy Undead Lvl5, Should an undead fail there check against your turn undead if there current CR rating equals or is lower than a certain number which rises as you level(currently 3 CR) they become instantly destroyed.
-Improved Flare Lvl6, Able to use your warding flare against any creature you see that attacks another creature thats within 30ft.     
-Potent Spellcasting Lvl8, You are able to add your wisdom modifier to any damage you inflict with cleric cantrips. 
-Divine Intervention Lvl10, Able to call upon your deity to intervene when your in great need. The aid requires an action and you describe the aid you would like then roll a percentile(d100)die and if the number equals or is lower than your cleric level the intervention happens. the Dm decides what the intervention ends up being but a cleric or domain spell would be appropriate. If the intervention works unable to use again for 7 days otherwise it able to use again after a long rest. At Lvl 20 the intervention happens automatically.
	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: -Folk Hero - 5, I led a militia to fight off an invading army.  
-Trinket - 100, A metal urn containing the ashes of a hero
-Ability Score Lvl 4, Feat - War Caster,  skilled at casting spells during combat which allows you to roll with advantage for Con save throws as a result of trying to maintain concentration due to being damaged. Also can perform somatic components of spells even if both hands are full as well as being able to cast a spell for an AoO instead of a basic melee attack as long as it takes only 1 action and targets only the creature that triggered the AoO.
-Ability Score Lvl 8, +2 to Wisdom
-Ability Score Lvl 12, Feat - Elemental Adept(Fire), When you pick this feat you get to pick between acid, cold, fire, lightning or thunder and also able to take this feat multiple times but picking a different damage type. Spells you cast ignore resistance to the damage type you picked plus any damage rolls which are 1 boost up to 2.
	Treasure: 
	CHARACTER IMAGE: 
	Spellcasting Class 2: Cleric
	SpellcastingAbility 2: Wisdom
	SpellSaveDC  2: 17
	SpellAtkBonus 2: 9
	SlotsTotal 19: 4
	SlotsRemaining 19: 
	Spells 1014: Guidance
	Spells 1015: Burning Hands(DS)
	Spells 1016: Light
	Spells 1017: Resistance
	Spells 1018: Sacred Flame
	Spells 1019: Spare the Dying
	Spells 1020: Thaumaturgy
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Yes
	Check Box 3031: Off
	Check Box 3032: Off
	Check Box 3033: Yes
	Check Box 3034: Off
	Check Box 3035: Off
	Check Box 3036: Yes
	Check Box 3037: Yes
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Yes
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Yes
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Yes
	Check Box 3041: Off
	Spells 1023: Faerie Fire(DS)
	Check Box 251: Yes
	Check Box 309: Yes
	Check Box 3010: Yes
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Yes
	Check Box 3014: Yes
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Yes
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: Bane
	Spells 1025: Bless
	Spells 1026: Cure Wounds
	Spells 1027: Guiding Bolt
	Spells 1028: Healing Word
	Spells 1029: Protection from Evil and Good
	Spells 1030: Sanctuary
	Spells 1031: Shield of Faith
	Spells 1032: 
	Spells 1033: 
	SlotsTotal 20: 3
	SlotsRemaining 20: 
	Spells 1034: Scorching Ray(DS)
	Spells 1035: Aid
	Spells 1036: Blindness/Deafness
	Spells 1037: Continual Flame
	Spells 1038: Hold Person
	Spells 1039: Prayer of Healing
	Spells 1040: Silence(Ritual)
	Spells 1041: Spiritual Weapon
	Spells 1042: Warding Bond
	Spells 1043: 
	Spells 1044: 
	Spells 1045: 
	Spells 1046: Flaming Sphere(DS)
	SlotsTotal 21: 3
	SlotsRemaining 21: 
	Spells 1047: Fireball(DS)
	Spells 1048: Daylight(DS)
	Spells 1049: Animate Dead
	Spells 1050: Beacon of Hope
	Spells 1051: Bestow Curse
	Spells 1052: Dispel Magic
	Spells 1053: Feign Death(Ritual)
	Spells 1054: Glyph of Warding
	Spells 1055: Mass Healing Word
	Spells 1056: Protection from Energy
	Spells 1057: Remove Curse
	Spells 1058: Spirit Guardians
	Spells 1059: Tongues
	SlotsTotal 22: 3
	SlotsRemaining 22: 
	Spells 1060: Wall of Fire(DS)
	Spells 1061: Guardians of Faith(DS)
	Spells 1062: Banishment
	Spells 1063: Death Ward
	Spells 1064: Freedom of Movements
	Check Box 323: Off
	Check Box 322: Yes
	Check Box 3067: Off
	Check Box 3068: Yes
	Check Box 3069: Off
	Check Box 3070: Off
	Check Box 3071: Off
	Check Box 3072: Off
	Check Box 3073: Off
	Spells 1065: 
	Spells 1066: 
	Spells 1067: 
	Spells 1068: 
	Spells 1069: 
	Spells 1070: 
	Spells 1071: 
	Check Box 317: Yes
	Spells 1072: 
	SlotsTotal 23: 2
	SlotsRemaining 23: 
	Spells 1073: Scrying(DS)
	Spells 1074: Flame Strike(DS)
	Spells 1075: Contagion
	Spells 1076: Geas
	Spells 1077: Hallow
	Spells 1078: Insect Swarm
	Spells 1079: Mass Cure Wound
	Spells 1080: Planar Binding
	Spells 1081: Raise Dead
	SlotsTotal 24: 1
	SlotsRemaining 24: 
	Spells 1082: Create Undead
	Spells 1083: Blade Barrier
	Spells 1084: Find the Path
	Spells 1085: Forbiddance(Ritual)
	Spells 1086: Harm
	Spells 1087: Heroes' Feast
	Spells 1088: Planar Ally
	Spells 1089: True Seeing
	Spells 1090: Word of Recall
	SlotsTotal 25: 1
	SlotsRemaining 25: 
	Spells 1091: Divine Word 
	Spells 1092: Conjure Celestial
	Spells 1093: Etherealness
	Spells 1094: Fire Storm
	Spells 1095: Plane Shift
	Spells 1096: Regenerate
	Spells 1097: Resurrection
	Spells 1098: Symbol
	Spells 1099: 
	SlotsTotal 26: 
	SlotsRemaining 26: 
	Spells 10100: 
	Spells 10101: 
	Spells 10102: 
	Spells 10103: 
	Check Box 316: Yes
	Check Box 3042: Yes
	Check Box 3043: Yes
	Check Box 3044: Off
	Check Box 3045: Off
	Check Box 3046: Off
	Check Box 3047: Off
	Check Box 3048: Off
	Check Box 3049: Off
	Check Box 3050: Off
	Check Box 3051: Off
	Check Box 3052: Off
	Spells 10104: 
	Check Box 325: Off
	Check Box 324: Off
	Check Box 3074: Off
	Check Box 3075: Off
	Check Box 3076: Off
	Check Box 3077: Off
	Spells 10105: 
	Spells 10106: 
	Check Box 3078: Off
	SlotsTotal 27: 
	SlotsRemaining 27: 
	Check Box 313: Yes
	Check Box 310: Yes
	Check Box 3020: Yes
	Check Box 3021: Off
	Check Box 3022: Off
	Check Box 3023: Yes
	Check Box 3024: Off
	Check Box 3025: Off
	Check Box 3026: Yes
	Check Box 3027: Off
	Check Box 3028: Off
	Check Box 3029: Off
	Check Box 3030: Off
	Spells 10107: 
	Spells 10108: 
	Spells 10109: 
	Spells 101010: 
	Spells 101011: 
	Spells 101012: 
	Check Box 319: Yes
	Check Box 318: Yes
	Check Box 3053: Yes
	Check Box 3054: Off
	Check Box 3055: Off
	Check Box 3056: Yes
	Check Box 3057: Off
	Check Box 3058: Off
	Check Box 3059: Off
	Check Box 327: Off
	Check Box 326: Off
	Check Box 3079: Off
	Check Box 3080: Off
	Check Box 3081: Off
	Check Box 3082: Off
	Spells 101013: 
	Check Box 3083: Off


