Light Cleric 4

Folk Hero - 5

CLASS & LEVEL

BACKGROUND

PLAYER NAME

ALIGNMENT

EXPERIENCE POINTS

Wood Elf

2700

RACE

CHARACTER NAME

INSPIRATION

STRENGTH

8(8)

18
+2

ARMOR
CLASS

PROFICIENCY BONUS

+3

35

INITIATIVE

SPEED

When I set my mind to
something, I follow through no
matter what gets in my way
PERSONALITY TRAITS

-1
-1

Strength

+3

Dexterity

+2

Constitution

0

Intelligence

●

+5

Wisdom

●

+2

Charisma

DEXTERITY

14+2(16)
+3
CONSTITUTION

Hit Point Maximum 31

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

31

SAVING THROWS

CURRENT HIT POINTS

IDEALS

Divinity 1/1

I worked the land, I love the
land, and I will protect the land

TEMPORARY HIT POINTS

BONDS

14(14)
+2

●

INTELLIGENCE

10(10)
●

0

●

WISDOM

15+1(16)
●

+3
CHARISMA

10(10)
0

●

+3

Acrobatics (Dex)

+5

Animal Handling (Wis)

0

Arcana (Int)

-1

Athletics (Str)

Total

4

1d8

0

Deception (Cha)

+2

History (Int)

+5

Insight (Wis)

0

Intimidation (Cha)

0

Investigation (Int)

+3

Medicine (Wis)

0

Nature (Int)

+5

Perception (Wis)

0

Performance (Cha)

0

Persuasion (Cha)

0

Religion (Int)

+3

Sleight of Hand (Dex)

+3

Stealth (Dex)

+5

Survival (Wis)

NAME

OTHER PROFICIENCIES & LANGUAGES

ATK BONUS DAMAGE/TYPE

+1

1d6-1blud

Shrtsword

+5

1d6+3prc

Scrd Flam

s13

1d8 radi

-Sacred Flame, 60ft, target
must succeed on a dex save
or take 1d8 radiant damage.
-Mace, 1d6 bludgeoning.
-Shortsword,1d6 piercing,
finesse, light.
ATTACKS & SPELLCASTING

CP

SP

EP

GP

PP

400

Secretly, I believe that things would be better
if I were a tyrant lording over the land.

DEATH SAVES

Mace

PASSIVE WISDOM (PERCEPTION)

Common, Elvish
Light & Medium Armour
Shields
Simple Weapons
Alchemist's Supplies
Vehicles(Land)

FAILURES

HIT DICE

SKILLS

15

SUCCESSES

Scale Mail, Medium 14+Dex(Max2)
AC, Disadvantage on stealth checks
Shield, +2 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

FLAWS

-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.

EQUIPMENT
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FEATURES & TRAITS

CHARACTER NAME

AGE

HEIGHT

WEIGHT

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-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.

ADDITIONAL FEATURES & TRAITS

CHARACTER BACKSTORY

TREASURE
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Cleric
SPELLCASTING
CLASS

0

CANTRIPS

3

Wisdom

13

5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Light

Resistance
Sacred Flame
Spare the Dying
Thaumaturgy

SPELL
LEVEL

SLOTS TOTAL

1

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

●

Burning Hands(DS)

●

Faerie Fire(DS)

●

Bane

4

SPELLS KNOWN

Bless
Cure Wounds
●

Guiding Bolt

●

Healing Word
Protection from Evil and Good

Sanctuary
●

Shield of Faith

2

8

3

●

Flaming Sphere(DS)

●

Scorching Ray(DS)

●

Aid

5

Blindness/Deafness
Continual Flame
●

9

Hold Person
Prayer of Healing

Silence(Ritual)
●

Spiritual Weapon
Warding Bond
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