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INSPIRATION j === ARMOR ===
— Heavy Armor, Light Armor, Medium Armor,
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PROFICIENCY BONUS
=== WEAPONS ===
7 Simple Weapons
| === LANGUAGES ===
ABILITY SAVE BC Celestial, Common, Elvish, Primordial,
= S Sylvan
/ A\
30 ft. (Walking)
Q SPEED )
PROFICIENCIES & LANGUAGES

=== ACTIONS ===

Standard Actions:

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Darkvision 60 ft.

SENSES

WEAPON ATTACKS & CANTRIPS y

\ ACTIONS )
74 <\
15 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +1 0/Bludgeoning
15 PASSIVE WISDOM (INSIGHT)
13 PASSIVE INTELLIGENCE (INVESTIGATION)
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=== CLERIC FEATURES ===

* Hit Points « PHB 57
* Proficiencies « PHB 57

* Spellcasting * PHB 58

You can cast prepared cleric spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5)
and prepared cleric spells as rituals if they have the
ritual tag. You can use a holy symbol as a spellcasting
focus.

* Divine Domain « PHB 58
You choose a divine domain that grants you additional
spells and other features related to your deity.

| Life Domain

* Bonus Proficiency « PHB 60
You gain proficiency with heavy armor.

* Disciple of Life « PHB 60

Whenever you use a spell of 1st level or higher to
restore HP, the creature regains additional HP equal to
2 + the spell’s level.

=== HALF-ELF RACIAL TRAITS ===

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

FEATURES & TRAITS

N

WEIGHT CARRIED
3.6 Ib.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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He/him 40 Medium 5' 100 Ibs
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good ??? White Blue Red
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/ \ 7 ~
Nothing can shake my optimistic
attitude.
I’ ve enjoyed fine food, drink, and
high society among my temple’ s
PERSONALITY TRAITS
L~ .
[ "]
Charity. | always try to help those in need, no
matter what the personal cost. (Good)
IDEALS
L~ —~
[ "]
Everything | do is for the common
L people.
BONDS
L~ ]
[N "]
| am suspicious of strangers and expect
the worst of them.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ \
I like being a cleric: | get to help people in "Man proposes, God disposes".
meaningful ways. I'm not really a fan of long I got a thing for gambling, but it's something
prayers, chants and meditations, though. ) innocent, really. | am thrilled by the notion of
Honestly, I'm not even very attached to my deity. | putting something on the line, scheming your way
would be fine with pretty much any faith, as long through your goals, and yet eventually letting god
as it features giving a helping hand to others. have the last word. It really is a humbling
Because of this, | had no problem leaving my experience, that | pursue anytime | can.
temple to get to know the outside world while
trav_eling. This also allows me to pursue my other When | left my temple, | brought only money with
callings... me. | didn't even have a backpack. | may come
off as avid as first, since | always “take care of
the pence", but | just see them as a convinient
way to help others, as well as a good excuse for
gambling, if the occasion arises.
CHARACTER BACKSTORY ADDITIONAL NOTES
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SPELL SAVE DC

SPELL ATTACK
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=== CANTRIPS === (At Will)
O Guidance <C> Cleric -- 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
QO Spare the Dying Cleric - 1A Touch V,S Instantaneous  PHB 277 VIS
O Sacred Flame Cleric DEX 13 1A 60 ft. V,S Instantaneous  PHB 272 VIS
=== 1st LEVEL === 2 Slots OO
O Bane<C> Cleric CHA 13 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 216 D: 1m, V/ISIM
P Bless <C> Cleric (Always Prepared) - 1A 30 ft. V,S,M  concenvation, sprormnwe - PHB 219 D: 1m, V/S/M
P Cure Wounds Cleric (Always Prepared) -- 1A Touch V.S Instantaneous  PHB 230  V/S
O Command Cleric WIS 13 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
QO Create or Destroy Water Cleric - 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/ISIM
O Detect Evil and Good <C> Cleric -- 1A Self/30 ft. Sphere  V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1a+10m  Self/30 ft. Sphere V,S Concenaiion, upto 0minwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S,M  concenaion, wproromines  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Guiding Bolt Cleric +5 1A 120 ft. V,S 1 round PHB 248 D:1Rnd, VIS
O Healing Word Cleric - 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Inflict Wounds Cleric +5 1A Touch V.S Instantaneous PHB 253 VIS
O Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concenation.wpro0minwes PHB 270 D: 10m, V/IS/IM
QO Purify Food and Drink [R] Cleric - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Sanctuary Cleric WIS 13 1BA 30ft. V,SM 1 minute PHB 272  D:1m, VISIM
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concensaion.spoomnwes PHB 275 D: 10m, V/S/M
SPELLS

> 4

N




	CharacterName: Yax
	CLASS  LEVEL: Cleric 1
	PLAYER NAME: FoxySeta
	RACE: Half-Elf
	BACKGROUND: Acolyte
	EXPERIENCE POINTS: 0
	STR: -1
	STRmod: 8
	DEX: -1
	DEXmod : 8
	CON: -1
	CONmod: 8
	INT: +3
	INTmod: 16
	WIS: +3
	WISmod: 16
	CHA: +3
	CHamod: 17
	StrProf: 
	ST Strength: -1
	DexProf: 
	ST Dexterity: -1
	ConProf: 
	ST Constitution: -1
	IntProf: 
	ST Intelligence: +3
	WisProf: •
	ST Wisdom: +5
	ChaProf: •
	ST Charisma: +5
	Defenses: 
	SaveModifiers: Advantage against being charmed, and magic can’t put you to sleep
	AcrobaticsProf: 
	Acrobatics: -1
	AcrobaticsMod: DEX
	AnimalHandlingProf: 
	Animal: +3
	AnimalMod: WIS
	ArcanaProf: 
	Arcana: +3
	ArcanaMod: INT
	AthleticsProf: 
	Athletics: -1
	AthleticsMod: STR
	DeceptionProf: P
	Deception: +5
	DeceptionMod: CHA
	HistoryProf: 
	History: +3
	HistoryMod: INT
	InsightProf: P
	Insight: +5
	InsightMod: WIS
	IntimidationProf: 
	Intimidation: +3
	IntimidationMod: CHA
	InvestigationProf: 
	Investigation: +3
	InvestigationMod: INT
	MedicineProf: P
	Medicine: +5
	MedicineMod: WIS
	NatureProf: 
	Nature: +3
	NatureMod: INT
	PerceptionProf: P
	Perception: +5
	PerceptionMod: WIS
	PerformanceProf: 
	Performance: +3
	PerformanceMod: CHA
	PersuasionProf: P
	Persuasion: +5
	PersuasionMod: CHA
	ReligionProf: P
	Religion: +5
	SleightOfHandProf: 
	SleightofHand: -1
	StealthProf: 
	Stealth : -1
	SurvivalProf: 
	Survival: +3
	CustomProf1: 
	Custom Skill Bonus 1: 
	CustomSkill1: 
	CustomProf2: 
	Custom Skill Bonus 2: 
	CustomSkill2: 
	CustomProf3: 
	Custom Skill Bonus 3: 
	CustomSkill3: 
	Passive1: 15
	Passive2: 15
	Passive3: 13
	AdditionalSenses: Darkvision 60 ft.
	Init: -1
	AC: 9
	ProfBonus: +2
	AbilitySaveDC: 
	AbilitySaveScore1: 
	AbilitySaveScore2: 
	AbilitySaveDC2: 
	Speed: 30 ft. (Walking)
	MaxHP: 7
	CurrentHP: 
	TempHP: --
	Total: 1d8
	HD: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	ProficienciesLang: === ARMOR === 

Heavy Armor, Light Armor, Medium Armor, Shields 



=== WEAPONS === 

Simple Weapons 



=== LANGUAGES === 

Celestial, Common, Elvish, Primordial, Sylvan
	ReligionMod: INT
	SleightofHandMod: DEX
	StealthMod: DEX
	SurvivalMod: WIS
	Actions1: === ACTIONS === 

Standard Actions:

Attack, Cast a Spell, Dash, Disengage, Dodge, Help, Hide, Ready, Search, Use an Object, Opportunity Attack, Grapple, Shove, Improvise, Two-Weapon Fighting, Interact with an Object
	Actions2: 
	Wpn Name: Unarmed Strike
	Wpn1 AtkBonus: +1
	Wpn1 Damage: 0/Bludgeoning
	Wpn Notes 1: 
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Wpn Notes 2: 
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Wpn3 Damage : 
	Wpn Notes 3: 
	Wpn Name 4: 
	Wpn4 AtkBonus: 
	Wpn4 Damage: 
	Wpn Notes 4: 
	Wpn Name 5: 
	Wpn5 AtkBonus: 
	Wpn5 Damage: 
	Wpn Notes 5: 
	Wpn Name 6: 
	Wpn6 AtkBonus: 
	Wpn6 Damage: 
	Wpn Notes 6: 
	CharacterName2: Yax
	CLASS  LEVEL2: Cleric 1
	PLAYER NAME2: FoxySeta
	RACE2: Half-Elf
	BACKGROUND2: Acolyte
	EXPERIENCE POINTS2: 0
	FeaturesTraits1: === CLERIC FEATURES === 

* Hit Points • PHB 57 

* Proficiencies • PHB 57 

* Spellcasting • PHB 58 
You can cast prepared cleric spells using WIS as your spellcasting modifier (Spell DC 13, Spell Attack +5) and prepared cleric spells as rituals if they have the ritual tag. You can use a holy symbol as a spellcasting focus. 

* Divine Domain • PHB 58 
You choose a divine domain that grants you additional spells and other features related to your deity. 

   | Life Domain 

* Bonus Proficiency • PHB 60 
You gain proficiency with heavy armor. 

* Disciple of Life • PHB 60 
Whenever you use a spell of 1st level or higher to restore HP, the creature regains additional HP equal to 2 + the spell’s level. 


=== HALF-ELF RACIAL TRAITS === 

* Darkvision • BR 39 
You can see in darkness (shades of gray) up to 60 ft. 

* Fey Ancestry • BR 39 
You have advantage on saving throws against being charmed, and magic can’t put you to sleep. 

* Skill Versatility • BR 39 
You gain proficiency in two skills of your choice.
	FeaturesTraits2: 
	FeaturesTraits3: 
	CP: 0
	SP: 0
	EP: 0
	GP: 180
	PP: 0
	Weight Carried: 3.6 lb.
	Encumbered: 120 lb.
	PushDragLift: 240 lb.
	Eq Name0: 
	Eq Qty0: 
	Eq Weight0: 
	Eq Name1: 
	Eq Qty1: 
	Eq Weight1: 
	Eq Name2: 
	Eq Qty2: 
	Eq Weight2: 
	Eq Name3: 
	Eq Qty3: 
	Eq Weight3: 
	Eq Name4: 
	Eq Qty4: 
	Eq Weight4: 
	Eq Name5: 
	Eq Qty5: 
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	Eq Name6: 
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	Eq Qty19: 
	Eq Weight19: 
	Eq Name20: 
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	Eq Name24: 
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	Eq Name25: 
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	Attuned Weight1: 
	Attuned Name2: 
	Attuned Qty2: 
	Attuned Weight2: 
	Attuned Name3: 
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	AttunedWeight3: 
	CharacterName4: Yax
	GENDER: He/him
	AGE: 40
	SIZE: Medium
	HEIGHT: 5'
	WEIGHT: 100 lbs
	ALIGNMENT: Neutral Good
	FAITH: ???
	SKIN: White
	EYES: Blue
	HAIR: Red
	CHARACTER IMAGE: 
	AlliesOrganizations: 
	PersonalityTraits : Nothing can shake my optimistic attitude. 

I’ve enjoyed fine food, drink, and high society among my temple’s
	Ideals: Charity. I always try to help those in need, no matter what the personal cost. (Good)
	Bonds: Everything I do is for the common people.
	Appearance: 
	Flaws: I am suspicious of strangers and expect the worst of them.
	Backstory: I like being a cleric: I get to help people in meaningful ways. I'm not really a fan of long prayers, chants and meditations, though. Honestly, I'm not even very attached to my deity. I would be fine with pretty much any faith, as long as it features giving a helping hand to others. Because of this, I had no problem leaving my temple to get to know the outside world while traveling. This also allows me to pursue my other callings...
	AdditionalNotes1: "Man proposes, God disposes". 

I got a thing for gambling, but it's something innocent, really. I am thrilled by the notion of putting something on the line, scheming your way through your goals, and yet eventually letting god have the last word. It really is a humbling experience, that I pursue anytime I can. 



When I left my temple, I brought only money with me. I didn't even have a backpack. I may come off as avid as first, since I always "take care of the pence", but I just see them as a convinient way to help others, as well as a good excuse for gambling, if the occasion arises.
	AdditionalNotes2: 
	spellCastingAbility0: WIS
	spellSaveDC0: 13
	spellAtkBonus0: +5
	spellCastingClass0: Cleric
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	spellHeader0: === CANTRIPS ===
	spellSlotHeader0: (At Will)
	spellSaveHitHeader0: 
	spellCastingTimeHeader0: 
	spellRangeHeader0: 
	spellComponentsHeader0: 
	spellDurationHeader0: 
	spellPageHeader0: 
	spellNotesHeader0: 
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	spellSource0: Cleric
	spellSaveHit0: --
	spellCastingTime0: 1A
	spellRange0: Touch
	spellComponents0: V,S
	spellDuration0: Concentration, up to 1 minute
	spellPage0: PHB 248
	spellNotes0: D: 1m, V/S
	spellPrepared1: O
	spellName1: Spare the Dying
	spellSource1: Cleric
	spellSaveHit1: --
	spellCastingTime1: 1A
	spellRange1: Touch
	spellComponents1: V,S
	spellDuration1: Instantaneous
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	spellNotes1: V/S
	spellPrepared2: O
	spellName2: Sacred Flame
	spellSource2: Cleric
	spellSaveHit2: DEX 13
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	spellDuration2: Instantaneous
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	spellComponents3: V,S,M
	spellDuration3: Concentration, up to 1 minute
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	spellNotes3: D: 1m, V/S/M
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	spellName4: Bless <C>
	spellSource4: Cleric (Always Prepared)
	spellSaveHit4: --
	spellCastingTime4: 1A
	spellRange4: 30 ft.
	spellComponents4: V,S,M
	spellDuration4: Concentration, up to 1 minute
	spellPage4: PHB 219
	spellNotes4: D: 1m, V/S/M
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