Cleric 5

Kalima
CHARACTER NAME

STRENGTH

-1

1

Military- Healer

CLASS & LEVEL

BACKGROUND

Half-elf

NG or LG

RACE

ALIGNMENT

12/14

+3

ARMOR
CLASS

PROFICIENCY BONUS

+1

30

INITIATIVE

SPEED

I’m haunted by memories o f
war. I can’t get the images
of violence out of my mind.
PERSONALITY TRAITS

-1

Strength

+1

Dexterity

+3

Constitution

-1

Intelligence

●

+6

Wisdom

●

+5

Charisma

DEXTERITY

+1
12
CONSTITUTION

Hit Point Maximum 43
Responsibility. I do what I must and obey just authority.
(Lawful)
Live and Let Live. Ideals aren’t worth killing over or
going to war for. (Neutral)

CURRENT HIT POINTS

SAVING THROWS

16
INTELLIGENCE

●

-1
8

TEMPORARY HIT POINTS

+4
CHARISMA

+2

Acrobatics (Dex)

+4

Animal Handling (Wis)

-1

Arcana (Int)

+2

Athletics (Str)

+2

Deception (Cha)

-1

History (Int)
Insight (Wis)

●

+5

Intimidation (Cha)

-1

Investigation (Int)

+7

Medicine (Wis)

-1

Nature (Int)

+7

Perception (Wis)

+2

Performance (Cha)

+5

Persuasion (Cha)

-1

Religion (Int)

+1

Sleight of Hand (Dex)

+1

Stealth (Dex)

+7

Survival (Wis)

●

●

Total

5d8

d8
NAME

light crossbow

+4

1d8+1

Leather armor
bolts- ooooo ooooo ooooo ooooo
shield
holy 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.
ATTACKS & SPELLCASTING

Languages (half-elf). You can speak,
read, and write Common,
Elvish, and one extra language of your
choice.
Skill Proficiency (soldier): Athletics,
Intimidation
Tool Proficiency (soldier): Bone dice,
vehicles (land)
Armor: light and medium and shields
(cleric), heavy (grave domain)
weapons: all simple (cleric)

SP

EP

GP

PP

10

FLAWS

ATK BONUS DAMAGE/TYPE

1d6-1

CP

I made a terrible mistake in battle cost many lives—
and I would do anything to keep that mistake secret.

DEATH SAVES

+2

PASSIVE WISDOM (PERCEPTION)

BONDS

FAILURES

mace

SKILLS

OTHER PROFICIENCIES & LANGUAGES

SUCCESSES

HIT DICE

+7

●

18

+1

●

WISDOM

IDEALS

I’ll never forget the crushing defeat my
company suffered or the enemies who dealt
it.

+3

17

EXPERIENCE POINTS

INSPIRATION

8

15

Rachael
PLAYER NAME

insignia of rank, a trophy
taken from a fallen
enemy (piece of a
banner), a set of bone
dice, a set of
common clothes, and a
belt pouch
backpack, a bedroll,
a mess kit, a tinderbox,
10 torches, 10 days of
rations, a waterskin, 50
feet of hempen rope

-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 Grave
Starting 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 Casting
You can cast a cleric spell as a ritual if that spell
has the ritual tag and you have the spell prepared.
-Spellcasting Focus
You can use a holy symbol (found in chapter 5) as
a spellcasting focus for your cleric spells.
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FEATURES & TRAITS

Kalima
CHARACTER NAME

67

5'9"

AGE

HEIGHT

brown

tan

EYES

SKIN

Deity- Kelemvor
Ambassador 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.

avg
WEIGHT
blonde- slightly longer than shoulders

HAIR

NAME

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.
CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

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.

CHARACTER BACKSTORY

SYMBOL

-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 bright
light, 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 organization
still recognize your authority and influence, and they
defer to you if they are o f a lower rank. You can invoke
your rank to exert influence over other soldiers and
requisition simple equipment or horses for temporary
use. You can also usually gain access to friendly
military encampments and fortresses where your
rank is recognized.

ADDITIONAL FEATURES & TRAITS

TREASURE
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Wis

15

+7

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

Cleric (prep 9)
SPELLCASTING
CLASS

0

3

CANTRIPS

spare the dying*

●

2

revivify/vampiric touch***

sacred flame

Animate Dead /Beacon of Hope

guidance

Bestow Curse /Clairvoyance

resistance

●

6

Daylight

Dispel Magic/ Feign Death
Glyph o f Warding/ Magic Circle
●

Mass Healing Word

Protection from Energy /Remove Curse
SPELL
LEVEL

1

Create Food and Water/ Sending
SLOTS TOTAL

SLOTS EXPENDED

Spirit Guardians /Tongues

water walk

4

Speak with Dead
EPAR

PR

Meld into Stone

SPELL NAME

ED

●

7

bane/ false life***

4

Bless/ Command

Create or Destroy Water

SPELLS KNOWN

Detect Evil and Good /Detect Magic
Detect Poison and Disease /Guiding Bolt
●

Healing Word
Protection from Evil and Good/ Purify Food and Drink
Sanctuary

●

Cure Wounds

Shield of Faith

●

●

2
●

8

Inflict Wounds

3

gentle repose/ ray of enfeeblement***

Aid /Augury

Blindness/Deafness / Calm Emotions

5

Continual Flame/ Enhance Ability
Find Traps/ Hold Person

9

Locate Object
Protection from Poison

Silence /Spiritual Weapon

Warding Bond /Zone o f Truth
●

Prayer of Healing

●

Lesser Restoration
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