Cleric 3 (Life Domain)

Noel T. Valheim

CLASS & LEVEL

CHARACTER NAME

INSPIRATION

+2

+2

-1

25'

INITIATIVE

SPEED

PLAYER NAME

EXPERIENCE POINTS

I can find common ground between the
fiercest enemies, empathizing with
them and always working toward peace.
PERSONALITY TRAITS

+2

Strength

-1

Dexterity

+3

Constitution

-1

Intelligence

●

+5

Wisdom

●

+3

Charisma

DEXTERITY

-1
8
CONSTITUTION

16
INTELLIGENCE

-1
8

CURRENT HIT POINTS

TEMPORARY HIT POINTS

-1

Acrobatics (Dex)

+3

Animal Handling (Wis)

-1

Arcana (Int)

+2

Athletics (Str)
Deception (Cha)

+1

History (Int)

●

+5

Insight (Wis)

+1

Intimidation (Cha)

●

CHARISMA
●

Total 3d8

-1

Investigation (Int)

+5

Medicine (Wis)

-1

Nature (Int)

+3

Perception (Wis)

+1

Performance (Cha)

+1

Persuasion (Cha)

+1

Religion (Int)

-1

Sleight of Hand (Dex)

-1

Stealth (Dex)

+3

Survival (Wis)

FAILURES

NAME

I will do anything to protect the
temples and people of my faith.
BONDS

My piety sometimes leads me to blindly
trust those that profess faith in my god.

DEATH SAVES

FLAWS

ATK BONUS DAMAGE/TYPE

Warhammer (1h)

+4

1d8 + 2 bludgeoning

Warhammer (2h)

+4

1d10 +2 bludgeoning

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Languages: Dwarvish, Common,
Elvish, Draconic
Proficiencies: all armor, shields,
battleaxe, handaxe, light hammer,
warhammer, mason's tools

IDEALS

Heavy armor - disadvantage on stealth checks
Disciple of Life - Whenever you use a spell of
1st level or higher to restore hit points to a
creature, the creature regains additional hit
points equal to 2 + the spell's level
Channel Divinity - You channel divine energy to
fuel magical effects. When you use your
Channel Divinity, you choose either Preserve
Life or Turn Undead. You must then finish a
short or long rest to use your Channel Divinity
again.

SKILLS

OTHER PROFICIENCIES & LANGUAGES

SUCCESSES

HIT DICE

+1

16

+1

Faith. I trust that my deity will guide my actions. I
have faith that if I work hard, things will go well.

●

WISDOM

+3

Hit Point Maximum 30

SAVING THROWS

+3

13

Lawful Good
ALIGNMENT

ARMOR
CLASS

PROFICIENCY BONUS

14

12

Hill Dwarf
RACE

18

STRENGTH

Acolyte
BACKGROUND

SP

EP

GP

PP

warhammer, shield,
chain mail, holy symbol,
set of common clothes,
back pack, 3 candles,
tinder box, incense,
censer, paper religious
tracts, scripture book

Preserve Life: As an action, you present your
holy symbol and evoke healing energy that can
restore a 15 hit points. Choose any creatures
within 30' of you, and divide those hit points
among them. This feature can restore a
creature to no more than half of its hit point
maximum. You can't use this feature on an
undead or a construct.
Turn Undead: You present your holy symbol
and speak a prayer censuring the undead. Each
undead that can see or hear you within 30 feet
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.
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FEATURES & TRAITS

CHARACTER NAME

25

4' 8"

AGE

HEIGHT

165 lbs.
WEIGHT

Hazel

Tan

Brown

EYES

SKIN

HAIR

Faenor Campus Fellowship - campus
organization dedicated to the church
of Berronar Truesilver.

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

They come from a long line of
Faenor (clerics of Berronar
Truesilver), including both of their
parents. They have been raised in
a sect that values faith, tradition,
healing, and a strong moral
compass, all traits they have
inherited.
Their parents actually met at KSU,
and it was expected that they
would follow in their parents'
footsteps as both a KSU graduate
and a member of the Faenor
Campus Fellowship (FCF).

Shelter of the Faithful - you command the respect of those who share your faith, and you can perform the
religious ceremonies of your deity. You and your adventuring companions can expect to receive free healing
and care at a temple, shrine, or other established presence of your faith, though you must provide any
material components needed for spells. Those who share your religion will support you (but only you) at a
modest lifestyle.
Darkvision - You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it
were dim light. You can't discern color in darkness, only shades of gray.
Dwarven Resilience - You have advantage on saving throws against poison, and you have resistance against
poison damage.
Stonecunning - Whenever you make an Intelligence (History) check related to the origin of stonework, you are
considered proficient in the History skill and add double your proficiency bonus to the check, instead of your
normal proficiency bonus.

ADDITIONAL FEATURES & TRAITS

Most of their activities center on
their membership to the FCF,
including regular worship
activities, social activities, and
mission work.

CHARACTER BACKSTORY

TREASURE
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Cleric
SPELLCASTING
CLASS

0

CANTRIPS

3

WIS

DC 13

+5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Guidance

Sacred Flame
Spare the Dying

SPELL
LEVEL

SLOTS TOTAL

1

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

Bless

Cure Wounds

Guiding Bolt

4

SPELLS KNOWN

Healing Word
Sanctuary

Shield of Faith

8

2

2

Lesser Restoration

Spiritual Weapon

Hold Person
Calm Emotions

5
9
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