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	CharacterName 2: Kalima
	Age: 67
	Height: 5'9"
	Weight: avg
	Eyes: brown
	Skin: tan
	Hair: blonde- slightly longer than shoulders
	Allies: Deity- KelemvorAmbassador Antinua Ilphelkiir - a female wood elf who is a high ranking official in Meliamne. She is a kind individual eager to help others but keeps the exact location of Meliamne a secret as it is hidden within the woods of Nephenee.Ambassador Orel Nemetsk - the head ambassador and negotiator for the Vremor Empire.Ambassador Gallindan Galanodel - ambassador of Solana, the high elven domain.Ambassador Ilde Gorunn - ambassador of the Thessun Empire and was a fierce fighter that fought alongside you, though not with your unit, during your time in the war.
	FactionName: 
	Backstory: Basic upbringing only child, mother had maybe a miscarriage or two but doesn't like to speak about them. Father always doted on her wanting her to marry a knight in shining armor and be taken care of, but Kalima wanted to BE the knight in shining armor. Took up arms and joined the military, but to appease her mother joined as a "medic" in hopes she could gain their approval for her choices. During the war Kalima just wanted to smite enemies and do her best, not really aiming to rise in the ranks or anything extravagant. Her unit was called into the the rotation for the front lines and on the 3rd day their commander fell. As her commander fell, Kalima was nearby and heard her shout "BURN ME" to another medic, but Kalima stopped them. Kalima stopped fighting to attempt to heal her commander but it was too late, her company was overrun, many of them killed in the onslaught. Only her and 2 others made it long enough to retreat though one of them died shortly after retreating behind friendly lines. Not only did her commander and most of her forces fall, but her commander was carrying vital maps, unknown to the rest of the company, which came into the hands of the enemy and allowed for a brutal attack just a few weeks later. Had Kalima not stopped the other medic from following his orders, the maps might not have found their way into the enemy's hands. After the blows, Kalima decided to fall to the background and focus on the healing deciding it was too dangerous and painful to try to heal and fight, she decided she needed to choose a path, one way or the other. Her idea was to fall into the ranks of healers, keep her head down and obey orders. The other man in her company, Mellekah, returned to the front lines and was later killed, along with the knowledge of what she'd done, or failed to do.You would be in Orinthal as part of the guard for the ambassador of Meliamne, the capital of Nephenee. You would have been selected to these prestigious duty since others would have heard of the fact that you went through a terrible attack and survived.
	Feat+Traits: -Darkvision (half-elf). Thanks to your elf blood, you have superior vision in dark and dim conditions. You can see in dim light within 60 feet o f you as if it w ere brightlight, and in darkness as if it were dim light. You can’t discern color in darkness, only shades o f gray. -Fey Ancestry (half-elf). You have advantage on saving throws against being charmed, and magic can’t put you to sleep. -Skill Versatility (half-elf). You gain proficiency in two skills of your choice. [-Military Rank You have a military rank from your career as a soldier.Soldiers loyal to your former military organizationstill recognize your authority and influence, and theydefer to you if they are o f a lower rank. You can invokeyour rank to exert influence over other soldiers andrequisition simple equipment or horses for temporaryuse. You can also usually gain access to friendlymilitary encampments and fortresses where yourrank is recognized.
	Treasure: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Cleric 5
	Background: Military- Healer
	PlayerName: Rachael
	CharacterName: Kalima
	Race : Half-elf
	Alignment: NG or LG
	XP: 
	Inspiration: 1
	STR: -1
	ProfBonus: +3
	AC: 12/14
	Initiative: +1
	Speed: 30
	PersonalityTraits : I’m haunted by memories o f war. I can’t get the imagesof violence out of my mind.
	STRmod: 8
	HPMax: 43
	ST Strength: -1
	DEX: +1
	HPCurrent: 
	Ideals: Responsibility. I do what I must and obey just authority. (Lawful)Live and Let Live. Ideals aren’t worth killing over orgoing to war for. (Neutral)
	DEXmod : 12
	HPTemp: 
	Bonds: I’ll never forget the crushing defeat my company suffered or the enemies who dealt it.
	CON: +3
	HDTotal: 5d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 16
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d8
	Flaws: I made a terrible mistake in battle cost many lives—and I would do anything to keep that mistake secret.
	INT: -1
	ST Dexterity: +1
	ST Constitution: +3
	ST Intelligence: -1
	ST Wisdom: +6
	ST Charisma: +5
	Acrobatics: +1
	Animal: +4
	Athletics: +2
	Deception : +2
	History : -1
	Insight: +7
	Intimidation: +5
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Yes
	Check Box 22: Yes
	Wpn Name: mace
	Wpn1 AtkBonus: +2
	Wpn1 Damage: 1d6-1
	INTmod: 8
	Wpn Name 2: light crossbow
	Wpn2 AtkBonus : +4
	Wpn2 Damage : 1d8+1
	Investigation : -1
	WIS: +4
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: -1
	Wpn3 Damage : 
	Perception : +7
	WISmod: 18
	CHA: +2
	Nature: -1
	Performance: +2
	Medicine: +7
	Religion: -1
	Stealth : +1
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +5
	SleightofHand: +1
	CHamod: 15
	Survival: +7
	AttacksSpellcasting: Leather armorbolts- ooooo ooooo ooooo ooooo shieldholy symbol-Staff of Healing (Requires Attunement):This staff has 10 charges. While holding it, you can use an action to expend 1 or more of its charges to cast one of the following spells from it, using your spell save DC and spellcasting ability modifier: cure wounds(1 charge per spell level), lesser restoration(2 charges), or mass cure wounds(5 charges). The staff regains 1d6+4 expended charges daily at dawn. 
	Passive: 17
	CP: 
	ProficienciesLang: Languages (half-elf). You can speak, read, and write Common,Elvish, and one extra language of your choice.Skill Proficiency (soldier): Athletics, IntimidationTool Proficiency (soldier):  Bone dice,vehicles (land)Armor:  light and medium and shields (cleric), heavy (grave domain)weapons: all simple (cleric)
	SP: 
	EP: 
	GP: 10
	PP: 
	Equipment: insignia of rank, a trophy taken from a fallen enemy (piece of a banner), a set of bone dice, a set ofcommon clothes, and a belt pouchbackpack, a bedroll,a mess kit, a tinderbox, 10 torches, 10 days of rations, a waterskin, 50 feet of hempen rope
	Features and Traits: -Circle of Mortality- At 1st level, you gain the ability to manipulate the line between life and death. When you cast a spell that restores hit points to a living creature currently at 0, treat any dice rolled to determine the spell’s healing as having rolled their maximum result. In addition, if you have the spare the dying cantrip, you can cast it as a bonus action.-Eyes of the Grave- Starting at 1st level, you gain an innate sense of creatures whose existence is an insult to the natural cycle of life. If you spend 1 minute in uninterrupted contemplation, you can determine the presence and nature of undead creatures in the area. This detection extends up to 1 mile in all directions. You learn the number of undead and their distance and direction from you. In addition, you learn the creature type of the undead in that area that has the highest challenge rating. Once you use this feature, you can’t use it again until you finish a long rest.- Channel Divinity: Path to the GraveStarting at 2nd level, you can use your Channel Divinity to mark another creature’s life force for termination. As an action, you touch a creature. The next time that creature takes damage from a spell or an attack from you or an ally, it is vulnerable to that spell or attack’s damage. If the source of damage has multiple damage types, the creature is vulnerable to all of them. The vulnerability applies only to the first time that source inflicts damage, and then ends.If the creature has resistance or is immune to the damage, it instead loses its resistance or immunity against that spell or attack when it first applies damage.-Ritual CastingYou can cast a cleric spell as a ritual if that spell has the ritual tag and you have the spell prepared.-Spellcasting FocusYou can use a holy symbol (found in chapter 5) as a spellcasting focus for your cleric spells.
	Spellcasting Class 2: Cleric (prep 9)
	SpellcastingAbility 2: Wis
	SpellSaveDC  2: 15
	SpellAtkBonus 2: +7
	SlotsTotal 19: 4
	SlotsRemaining 19: 
	Spells 1014: spare the dying*
	Spells 1015: bane/ false life***
	Spells 1016: sacred flame
	Spells 1017: guidance
	Spells 1018: resistance
	Spells 1019: 
	Spells 1020: 
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Off
	Check Box 3031: Off
	Check Box 3032: Yes
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Yes
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	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: Bless/ Command
	Check Box 251: Yes
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Yes
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Yes
	Check Box 3017: Yes
	Check Box 3018: Yes
	Check Box 3019: Off
	Spells 1024: Create or Destroy Water 
	Spells 1025: Detect Evil and Good /Detect Magic
	Spells 1026: Detect Poison and Disease /Guiding Bolt
	Spells 1027: Healing Word
	Spells 1028: Protection from Evil and Good/ Purify Food and Drink
	Spells 1029: Sanctuary
	Spells 1030: Cure Wounds
	Spells 1031:  Shield of Faith
	Spells 1032: Inflict Wounds
	Spells 1033: 
	SlotsTotal 20: 3
	SlotsRemaining 20: 
	Spells 1034: Aid /Augury
	Spells 1035: Blindness/Deafness / Calm Emotions
	Spells 1036: Continual Flame/ Enhance Ability
	Spells 1037: Find Traps/ Hold Person
	Spells 1038: Locate Object
	Spells 1039: Protection from Poison
	Spells 1040: Silence /Spiritual Weapon
	Spells 1041: Warding Bond /Zone o f Truth
	Spells 1042: Prayer of Healing
	Spells 1043: Lesser Restoration
	Spells 1044: 
	Spells 1045: 
	Spells 1046: gentle repose/ ray of enfeeblement***
	SlotsTotal 21: 2
	SlotsRemaining 21: 
	Spells 1047: Animate Dead /Beacon of Hope
	Spells 1048: revivify/vampiric touch***
	Spells 1049: Bestow Curse /Clairvoyance
	Spells 1050: Daylight
	Spells 1051: Dispel Magic/ Feign Death
	Spells 1052: Glyph o f Warding/ Magic Circle
	Spells 1053: Mass Healing Word 
	Spells 1054: Protection from Energy /Remove Curse
	Spells 1055: Create Food and Water/ Sending 
	Spells 1056: Spirit Guardians /Tongues
	Spells 1057: water walk
	Spells 1058: Speak with Dead
	Spells 1059: Meld into Stone
	SlotsTotal 22: 
	SlotsRemaining 22: 
	Spells 1060: 
	Spells 1061: 
	Spells 1062: 
	Spells 1063: 
	Spells 1064: 
	Check Box 323: Off
	Check Box 322: Off
	Check Box 3067: Off
	Check Box 3068: Off
	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: Off
	Spells 1072: 
	SlotsTotal 23: 
	SlotsRemaining 23: 
	Spells 1073: 
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	Spells 1076: 
	Spells 1077: 
	Spells 1078: 
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	Spells 1080: 
	Spells 1081: 
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	Spells 1082: 
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	Spells 1086: 
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	Spells 1090: 
	SlotsTotal 25: 
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	Spells 1092: 
	Spells 1093: 
	Spells 1094: 
	Spells 1095: 
	Spells 1096: 
	Spells 1097: 
	Spells 1098: 
	Spells 1099: 
	SlotsTotal 26: 
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	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: Off
	Check Box 3020: Off
	Check Box 3021: Off
	Check Box 3022: Off
	Check Box 3023: Off
	Check Box 3024: Off
	Check Box 3025: Off
	Check Box 3026: Off
	Check Box 3027: Yes
	Check Box 3028: Yes
	Check Box 3029: Off
	Check Box 3030: Off
	Spells 10107: 
	Spells 10108: 
	Spells 10109: 
	Spells 101010: 
	Spells 101011: 
	Spells 101012: 
	Check Box 319: Off
	Check Box 318: Off
	Check Box 3053: Off
	Check Box 3054: Off
	Check Box 3055: Off
	Check Box 3056: Off
	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


