Name: Kanon of Ellsia Player:
Class: _Cleric

Race; Dragonborn (Gold) Background:__Acolyte

GenderM __ Size: Med Height:L Weight:w
Age:_ 21 Hairi_ Red Eyes:D. Brown Alignment._ LG

i
Q SKILLS

Bonus Skill Name Proficient
+1 | Acrobatics (Dex)

+3 | Animal Handling (Wis)
-1 | Arcana (Int)

Ability - Modifier aving Throw

42 SANITY

413 STR B =
STRENGTH MaXimum Current O

Sanity Sanity

OO

8 + Proficiency Bonus ) PN : +1 | Athletics (Str)
£ ATy Save DC~ PROFICIENCY *0 | Deception (Cha)
‘ Bonus +1 | History (Int)

8+ Wis s+ Con *5 Insight (Wis)
bamus @ Homes @ L] INSPIRATION |[30 | |ntimidation (Cha)

-1 | Investigation (Int)
+5 | Medicine (Wis)
-1 | Nature (Int)

Saving Throw Advantages/Disadvantages

42 SpECIAL FEATURES *3 | Perception (Wis)
Feature Max Use Recovery Used +0 Performance (Cha)
> — EEy War Priest 3 Long Rest +0 | Persuasion (Cha)
“;;B‘ SENSES Breath Weapon (2d6) 1 Short Rest +1 Religion (Int)
— Channel Divinity 1 Short Rest T .
PASSIVE PERCEPTION | 13 [ Perception Sleight of Hand (Dex)
S

+1 | Stealth (Dex)
+3 | Survival (Wis)

OO0O0®OO0O0OR®OO®®OOO

Misc Base SPEED ENCUMBERED

+ 30 25

Wounds

[6] e [ Chain Shirc |

€
Shield .
smed | Shield |

Es
Dexterity D Medium Armor {Max Bonus = Stealth
D Disadv.

Modifier @ Heavy Armor (No Dex Bonus)

Temporary
HP

. e i -“ H Level Die Type Con #Used
= RESISTANCES {HALF DAMAGE) -X-+m I:l

: i | [Fire T DX|:]+E| [ ]

NATURAL AC 11 ¥ Mise 1 I:IX |:|+|:’ |:| DEATH SAVES

Spell
Modifier

{No ArRMOR) | Recover half of your maximum {DC 10)
Bonus E hit dice after a Long Rest
Q ATTACKS # OF ATTACKS PER ACTION O_ ’g ACTIONS {1 Action, 1 BoNus AcTioN, anp 1 REAcTION PER TURN)
= =: =
Weapon Prof.  Range  ToHit Damage Dmg. Type Base Actions Bonus Actions
Warhammer +1 |]¢I| Melee II +5II 1d8+3 I]Bludgeoning Attack / Cast a Spell War Priest
Special: Versatile (1d10) Dash / Disengage / Dodge
- Escape Grapple / Help / Hide
Light Crossbow [|¢|I 80/320 ft.ll +3|I 1d8+1 'I Piercing Ready / Search / Use Object
Special: Ammunition, loading, two-handed As 1 att: Disarm / Grapple / Shove
Breath Weapon
|] II II II 'I Channel Divinity: Turn Undead
Special: Reactions
" II || || || Opportunity Actack
Special:
Special:
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¥4} CHARACTER TRAITS

42 RaciAL FEATURES

Fire Breath Weapon:

As an action, | exhale destructive energy in a 15 ft cone.

Allin the area must make a Dex saving throw with DC 8 + Con modifier + prof

bonus. It does 2d6 fire damage, half as much damage on a successful save.

The damage increases to 3d6 at level 6, 4d6 at level 11, and 5d6 at level 16.

| can't use this feature again until | finish a short rest.

“2 CLass FEATURES

Bonus Proficiency (War Domain 1, PHB 63)

| gain proficiency with martial weapons and heavy armor

War Priest (War Domain 1, PHB 63) [Wisdom modifier per long rest]

When | use the Attack action, | can make a weapon attack as a bonus action
Channel Divinity (Cleric 2, PHB 58) [1x per short rest]

| can channel divine energy to cause an effect; the save for this is my cleric spell DC
Channel Divinity: Turn Undead (Cleric 2, PHB 59)

As an action, all undead within 30 ft that can see/hear me must make a Wis save

Ifit fails this save, itis turned for 1 minute or until it takes any damage

Turned: move away, never within 30 ft of me, no reactions or actions exc. Dash

Turned: may Dodge instead of Dash when cannot move and unable to escape bonds
Channel Divinity: Guided Strike (War Domain 2, PHB 63)
After | make an attack roll, | can add a +10 bonus to the roll.

42 PROFICIENCIES

ARMOR: Licur MEDIUM Heavy X Suieips

WEAPON: SIMPLE Martiar [ OrnEr:
LANGUAGES TooLs

Common Orc

Draconic

Elvish

¥mY EQUIPMENT ;

ADVENTURING GEAR
NAME # Wit

Common Clothes / Holy Vestments

Belt Pouch

Backpack / Bedroll

Alms Box / Candles

Censer

Herbalism Kit / Tinderbox

10 days of rations / Waterskin

Holy Symbol of Ellsia

Magnifying Glass

ATTUNED MAGIC ITEMS (MAX OF 3) Wr.
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BACKGROUND ¥/#4#

PErsoNALITY TRAIT
| see omens in every event and action. The gods try to speak to us.

We just need to listen.

IDEAL

Faith: | trust my deity will guide my actions.

| have faith that if | work hard, things will go well.

BonD

| am a member of the Morningmist Family Guard. | am on the run with

Lady Ariel and have sworn myself to her protection.

Fraw

| judge others harshly, and myself even more severely.

<2 BACKGROUND FEATURE

I command the respect of those who share my faith. | can perform the religious

ceremonies of my faith. My companions and | can expect free healing and care at

an establishment of my faith, though | must provide any material components

needed for spells. Those who share my religion will support me at a

modest lifestyle.

FEar:

FEar:

FEar:

FEar:

P PrarNuM A Goip )\ Eiectrum (T2) SIVER
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I S TN e N O N O
LIFESTYLE: Dairy EXPENSES: ____ _
NAME # Wit
Warhammer +1
OTHER VALUBLES
ToraL Wr.  ENCUMBERED HEeaviry Enc. PusH/LiFr

=Strx 5 =Str x 10 =(Str x 15)-30
-10 Spd. | -20 Spd. Spd.=5 ft.
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