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Cleric: Disciple of Life [p.60]
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Cleric: Channel Divinity [p.58]
- Finish a short or long rest to reset.

+1 8
Oi Investigation - Channel Divinity: Turn Undead

@

©

+3 History

Intelligence +1 Nature As an action, you present your holy symbol and speak a
- prayer censuring the undead. Each undead that can see or
hear you within 9m of you must make a Wisdom saving
throw. If the creature fails its saving throw, it is turned for
1 minute or until it takes any damage. A turned creature
must spend its turns trying to move as far away from you
as it can, and it can't willingly move to a space within 9m of
you. It also can't take reactions. For its action, it can use
only the Dash action or try to escape from an effect that
prevents it from moving. If there's nowhere to move, it can
use the Dodge action.

- Channel Divinity: Preserve Life

As an action, you present your holy symbol and evoke
healing energy that can restore a number of HP equal to
five times your cleric level. Choose any creatures within 9m

+3 Religion Mace. —

Light hammer. Light, Thrown (6/18m).
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QO +2_Animal Handling Light. Small weapon that is easy to handle,
making it ideal for use when fighting with
two weapons.
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melee weapon, you use the same ability
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modifier for that attack roll and damage roll
that you would use for a melee attack with
the w eapon. For example, if you throw a
handaxe, you use your Strength, but if you
throw a dagger, you can use either your
Strength or your Dexterity, since the dagger
has the finesse property.

Attacks & Spellcasting

of you, and divide those HP among them. This feature can
restore a creature to no more than half of its HP maximum.
You can't use this feature on an undead or a construct.

Features & Traits

- All armor, Shields

- Simple Weapons, Hand Crossbows, Rapiers,
Shortswords

- Common, Dwarvish, Elvish

Other Proficiencies & Languages

rope

- Shield
- Holy symbol

- Explorer's Pack: Bedroll, Mess kit, Tinderbox, Waterskin, 15m Hempen

- Scale mail (Stealth disadvantage)

Equipment & Character notes




256 183cm 70kg
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Character Appearance Allies & Organizations

No background.

Character Backstory

Cleric: Divine Domain - Life domain [p.58 & p.60]

Elf: Fey Ancestry [p.23]

- Advantage on saving throws against being charmed, and magic can't put you to sleep.

ELF: Trance [p.23]

- Can meditate for 4 hours and still gain the same benefit as it were a long rest (8 hours).
Drow Magic (Spellcasting ability: Charisma) [p.24]

- Know cantrip: Dancing Lights.

- Reaching 3rd level: Can cast the Faerie Fire spell once per day (requires a long rest to reset).
- Reaching 5th level: Can cast the Darkness spell once per day (requires a long rest reset).
Drow: Superior Darkvision [p.24]

- Your darkvision has a radius of 36m.

Drow: Sunlight Sensitivity [p.24]

- Disadvantage on attack rolls and on Wisdom (Perception) checks that rely on sight when you,
the target of your attack, or whatever you are trying to perceive is in direct sunlight.

Background: Feature - Position of Privilege [p.135]

- Thanks to your noble birth, people are inclined to think the best of you. You are welcome in
high society, and people assume you have the right to be wherever you are. The common folk
make every effort to accommodate you and avoid your displeasure, and other people of high
birth treat you as a member of the same social sphere. You can secure an audience with a local
noble if you need to.

Additional Features & Traits

Treasure
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Spell Save DC

Spell Attack Bonus

—

0) ﬁ CANTRIPS j

Dancing Lights [Drow: Charisma, p.230]
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	PlayerName: Patrik
	CharacterName: Fader Zyn, livets hopp
	XP: 930
	AC: 17
	Initiative: +1
	Speed: 9
	HPMax: 20
	HPCurrent: 20
	Ideals: - It is my duty to protect and care for
the people beneath me.
	HPTemp: 
	Bonds: - The common folk must see me as a hero of the people.
	Flaws: - I believe that everyone is beneath me.
- Egocentric, but I'll lend my healing hands during desperate times.
	AttacksSpellcasting: Mace. —.
Light hammer. Light, Thrown (6/18m).

Light. Small weapon that is easy to handle, making it ideal for use when fighting with two weapons.
Thrown. If a weapon has the thrown property, you can throw the weapon to make a ranged attack. If the weapon is a melee weapon, you use the same ability modifier for that attack roll and damage roll that you would use for a melee attack with the w eapon. For example, if you throw a handaxe, you use your Strength, but if you throw a dagger, you can use either your Strength or your Dexterity, since the dagger has the finesse property.
	Equipment: - Explorer's Pack: Bedroll, Mess kit, Tinderbox, Waterskin, 15m Hempen rope
- Scale mail (Stealth disadvantage)
- Shield
- Holy symbol
	ProficiencyBonus: +2
	Inspiration: 
	AbilitySTR: 7
	AbilityDEX: 12
	AbilityDEXMod: +1
	AbilitySTRMod: -2
	AbilityCON: 13
	AbilityCONMod: +1
	AbilityINT: 12
	AbilityINTMod: +1
	AbilityWISMod: +2
	AbilityWIS: 15
	AbilityCHA: 17
	AbilityCHAMod: +3
	PassiveWisdom: 14
	DeathSaveSuccess1: Off
	DeathSaveSuccess2: Off
	DeathSaveSuccess3: Off
	DeathSaveFailure1: Off
	DeathSaveFailure2: Off
	DeathSaveFailure3: Off
	WeaponName1: Mace
	WeaponName2: Light hammer
	WeaponName3: 
	WeaponAttackBonus1: 0
	WeaponAttackBonus2: 0
	WeaponAttackBonus3: 
	WeaponDamage2: 1d4-2 Bludgeoning
	WeaponDamage1: 1d6-2 Bludgeoning
	SkillAcrobatics: +1
	SkillArcana: +1
	SkillAthletics: -2
	SkillAnimalHandling: +2
	SkillDeception: +3
	SkillHistory: +3
	SkillInsight: +4
	SkillIntimidation: +3
	SkillInvestigation: +1
	SkillMedicine: +2
	SkillNature: +1
	SkillPerception: +4
	SkillPerformance: +3
	SkillPersuasion: +5
	SkillReligion: +3
	SkillSleightOfHand: +1
	SkillStealth: +1
	SkillSurvival: +2
	AbilityCHASavingThrows: +5
	AbilityCONSavingThrows: +1
	AbilityDEXSavingThrows: +1
	AbilityINTSavingThrows: +1
	AbilitySTRSavingThrows: -2
	AbilityWISSavingThrows: +4
	SkillAthleticsCheckbox: Off
	SkillDeceptionCheckbox: Off
	SkillAnimalHandlingCheckbox: Off
	SkillArcanaCheckbox: Off
	SkillHistoryCheckbox: Yes
	SkillInsightCheckbox: Yes
	SkillIntimidationCheckbox: Off
	SkillMedicineCheckbox: Off
	SkillInvestigationCheckbox: Off
	SkillPerceptionCheckbox: Yes
	SkillNatureCheckbox: Off
	SkillPersuasionCheckbox: Yes
	SkillPerformanceCheckbox: Off
	SkillSleightOfHandCheckbox: Off
	SkillSurvivalCheckbox: Off
	SkillStealthCheckbox: Off
	SkillAcrobaticsCheckbox: Off
	HitDice: 1d8+1
	HitDiceTotal: 3
	WeaponDamage3: 
	PersonalityTraits: - I get bitter if I’m not the center of attention.
- I don't like to get my hands dirty (literally) and I like a job well done, especially if I can convince someone else to do it.
	AbilityDEXSavingThrowsCheckbox: Off
	AbilitySTRSavingThrowsCheckbox: Off
	AbilityINTSavingThrowsCheckbox: Off
	AbilityWISSavingThrowsCheckbox: Yes
	AbilityCHASavingThrowsCheckbox: Yes
	AbilityCONSavingThrowsCheckbox: Off
	SkillReligionCheckbox: Yes
	FeaturesTraits: Cleric: Disciple of Life [p.60]
- Doesn't work on Channel Divinity spells
- Healing spells are more effective. Whenever you use a spell of 1st level or higher to restore HP to a creature, the creature regains additional HP equal to 2 + the spell's level.

Cleric: Channel Divinity [p.58]
- Finish a short or long rest to reset.
- Channel Divinity: Turn Undead
As an action, you present your holy symbol and speak a prayer censuring the undead. Each undead that can see or hear you within 9m of you must make a Wisdom saving throw. If the creature fails its saving throw, it is turned for 1 minute or until it takes any damage. A turned creature must spend its turns trying to move as far away from you as it can, and it can't willingly move to a space within 9m of you. It also can't take reactions. For its action, it can use only the Dash action or try to escape from an effect that prevents it from moving. If there's nowhere to move, it can use the Dodge action.
- Channel Divinity: Preserve Life
As an action, you present your holy symbol and evoke healing energy that can restore a number of HP equal to five times your cleric level. Choose any creatures within 9m of you, and divide those HP among them. This feature can restore a creature to no more than half of its HP maximum. You can't use this feature on an undead or a construct.
	ProficienciesLanguages: - All armor, Shields
- Simple Weapons, Hand Crossbows, Rapiers, Shortswords
- Common, Dwarvish, Elvish
	Age: 256
	Height: 183cm
	Weight: 70kg
	Eyes: Green
	Skin: Gray
	Hair: White
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: No background.
	Treasure: 
	AdditionalFeaturesTraits: Cleric: Divine Domain - Life domain [p.58 & p.60]

Elf: Fey Ancestry [p.23]
- Advantage on saving throws against being charmed, and magic can't put you to sleep.
Elf: Trance [p.23]
- Can meditate for 4 hours and still gain the same benefit as it were a long rest (8 hours).
Drow Magic (Spellcasting ability: Charisma) [p.24]
- Know cantrip: Dancing Lights.
- Reaching 3rd level: Can cast the Faerie Fire spell once per day (requires a long rest to reset).
- Reaching 5th level: Can cast the Darkness spell once per day (requires a long rest reset).
Drow: Superior Darkvision [p.24]
- Your darkvision has a radius of 36m.
Drow: Sunlight Sensitivity [p.24]
- Disadvantage on attack rolls and on Wisdom (Perception) checks that rely on sight when you, the target of your attack, or whatever you are trying to perceive is in direct sunlight.

Background: Feature - Position of Privilege [p.135]
- Thanks to your noble birth, people are inclined to think the best of you. You are welcome in high society, and people assume you have the right to be wherever you are. The common folk make every effort to accommodate you and avoid your displeasure, and other people of high birth treat you as a member of the same social sphere. You can secure an audience with a local noble if you need to.
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	SpellAttackBonus: +4
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	Image: 
	Background: [Noble]
	SpellcastingClass: Cleric
	Race: [Elf (Drow)]
	SpellcastingAbility: Wisdom
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	SkillAcrobaticsExpertiseCheckbox: Off
	SkillSleightOfHandExpertiseCheckbox: Off
	SkillStealthExpertiseCheckbox: Off
	SkillArcanaExpertiseCheckbox: Off
	SkillNatureExpertiseCheckbox: Off
	SkillInvestigationExpertiseCheckbox: Off
	SkillHistoryExpertiseCheckbox: Off
	SkillReligionExpertiseCheckbox: Off
	SkillAnimalHandlingExpertiseCheckbox: Off
	SkillInsightExpertiseCheckbox: Off
	SkillMedicineExpertiseCheckbox: Off
	SkillPerceptionExpertiseCheckbox: Off
	SkillSurvivalExpertiseCheckbox: Off
	SkillDeceptionExpertiseCheckbox: Off
	SkillIntimidationExpertiseCheckbox: Off
	SkillPerformanceExpertiseCheckbox: Off
	SkillPersuasionExpertiseCheckbox: Off
	PreparedSpells: # available prepared spells: 5
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