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crosshow light:
+4 1d8+2 piercing, range 80/320,
loarding,two-handed

Breath Weapon:
15ft. cone of fire 2d6 fire damage Con Save SG 12
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1d8 radiant damage Dex save SG12 negates

spiritual weapon
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special: damage resistance
fire

languages: common,
draconic, dwarvish, elvish
Armor: Light armor, medium
armor, heavy armor, shields
Weapons: All simple weapons
Tools: None

OTHER PROFICIENCIES & LANGUAGES

you when you entered the
priesthood), a prayer book, 5
sticks of incense, vestments, a
set of common clothes

mithral plate armor, Shield
Explorer’s Pack: Includes a
backpack, a bedroll, a mess
kit, a tinderbox, 10 torches, 10
days of rations, and a
waterskin. The pack also has
50 feet of hempen rope
strapped to the side of it.
Healers Kit

Spellcasting (see page 3)

Divine Domain: Life (PHB p. 60)

Disciple of Life

Also starting at 1st level, your healing spells are more effective. Whenever
you use a spell o f 1st level or higher to restore hit points to a creature, the
creature regains additional hit points equal to 2 + the spell’s level.

Level 2

Channel Divinity 1/rest (short or long)

1. 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 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.

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 30 feet o f 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, the creature can use the Dodge action.

2. Preserve Life

Starting at 2nd level, you can use your Channel Divinity to heal the badly
injured.

As an action, you present your holy symbol and evoke healing energy that
can restore a number of hit points equal to five times your cleric level.
Choose any creatures within 30 feet 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.

Level 3

Level 4

Feat: Healer (PHB p. 167)

You are an able physician, allowing you to mend wounds quickly and get
your allies back in the fight. You gain the following benefits:

« When you use a healer’s kit to stabilize a dying creature, that creature
also regains 1 hit point.

« As an action, you can spend one use of a healer’s kit to tend to a creature
and restore 1d6 + 4 hit points to it, plus additional hit points equal to the
creature’s maximum number of Hit Dice. The creature can't regain hit points
from this feat again until it finishes a short or long rest.

Background: Acolyte (PHB p. 127)

Feature: Shelter of the Faithful

As an acolyte, 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.

You might also have ties to a specific temple dedicated to your chosen
deity or pantheon, and you have a residence there. This could be the
temple where you used to serve, if you remain on good terms with it, or a
temple where you have found a new home. While near your temple, you
can call upon the priests for assistance, provided the assistance you ask for
is not hazardous and you remain in good standing with your temple.

Skill Proficiencies: Insight, Religion

Languages: Two of your choice
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FEATURES & TRAITS
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CHARACTER APPEARANCE ALLIES & ORGANIZATIONS
\ /4

Trynns Leben war von Anfang an dem
Sonnengott Pelor geweiht. Schon sehr friih
gaben ihn seine Eltern in einen Tempel, damit er
ein angesehenes Mitglied werden wiirde und er
es in dem von Menschen dominierten
Landstrich, in dem sie wohnten, einmal leichter
haben wiirde, akzeptiert zu werden. Der Plan
seiner Eltern ging auf und Trynn wuchs zu
einem pflichtbewussten Priester heran, der sich
besonders in den Heilkiinsten auszeichnete.
Von den Menschen um ihn herum tbernahm er
jedoch das Misstrauen gegeniiber fremden
Vélkern und inbesondere Tieflingen und Drow
gegeniber hegt er Vorurteile, da diese in
seinem Landstrich als bdse verschrieen sind.
Als Heiler, der sowohl magisch, als auch
nichtmagisch sehr geschickt ist, wurde er oft in
entlegene Dorfer gerufen und entdeckte so das
Reisen fiir sich. Mit dem Segen seines Tempels
machte er sich also auf die Welt zu erkunden
und den einfachen Leuten Heilung und Hoffnung
zu bringen, wie die Sonne, die das Symbol
seines Gottes ist. Dabei hofft er, irgendwann
einmal andere Drachengeborene
kennenzulernen.

Im Moment hilft er in einer zwergischen
Siedlung aus, die demnéchst einen neuen
Priester erwarten und lehrt die Akolyten alles,
was er Uber nichtmagische Heilkunst weif3. Als
eine Expedition in die Hohle der Berge geplant
wird, meldet er sich natirlich sofort zur
Unterstutzung der Tapferen Leute, welche diese
durchfiihren sollen. Doch als er das Biiro des
Untergenerals der Zwergensiedlung betritt,
verfinstert sich seine Mine. Was konnte so
schlimm sein, dass man auf die Hilfe von Drow
und Tieflingen angewiesen ist? Doch im
Gleichen Moment hellt sich sein Gesicht auf. Ein
anderer Drachengeborener! Wie aufregend!

CHARACTER BACKSTORY

race: Dragonborn

Ability Score Increase.

Your Strength score increases by 2, and your Charisma score increases by 1.

Draconic Ancestry.

You have draconic ancestry. Choose one type of dragon from the Draconic Ancestry table.
Your breath weapon and damage resistance are determined by the dragon type, as shown in
the table.

Breath Weapon.

You can use your action to exhale destructive energy. Your draconic ancestry determines

the size, shape, and damage type of the exhalation. When you use your breath w eapon, each
creature in the area of the exhalation must make a saving throw, the type of which is
determined by your draconic ancestry. The DC for this saving throw equals 8 + your
Constitution modifier + your proficiency bonus. A creature takes 2d6 damage on a failed save,
and half as much damage on a successful one. The damage increases to 3d6 at 6th level, 4d6
at 11th level, and 5d6 at 16th level.

After you use your breath weapon, you can't use it again until you complete a short or long rest.
Damage Resistance.

You have resistance to the damage type associated with your draconic ancestry.

Languages. You can speak, read, and write Common and Draconic.

ADDITIONAL FEATURES & TRAITS

MITHRAL ARMOR

Armor (medium or heavy, but not hide), uncommon
Mithral is a light, flexible metal. A mithral chain shirt

or breastplate can be worn under normal clothes. I£ the
armor normally imposes disadvantage on Dexterity
(Stealth) checks or has a Strength requirement, the
mithral version of the armor doesn't.

TREASURE
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	ClassLevel: Cleric (Life) 4
	Background: Acolyte
	PlayerName: 
	CharacterName: Trynn Kerrhylon
	Race : Dragonborn (gold)
	Alignment: RG
	XP: 
	Inspiration: n.a.
	STR: +0
	ProfBonus: +2
	AC: 18(20)
	Initiative: +2
	Speed: 30ft.
	PersonalityTraits : I have prejudices against other races. I think Tieflings and Drow are evil people and I am slow to accept exceptions.
	STRmod: 10
	HPMax: 36
	ST Strength: +0
	DEX: +2
	HPCurrent: 36
	Ideals: Charity. I always try to help those in need, no matter what the personal cost.
	DEXmod : 14
	HPTemp: 
	Bonds: Everything I do is for the common people.
	CON: +2
	HDTotal: 4
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 14
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 1d8+2
	Flaws: I judge others harshly, and myself even more severely.
	INT: +0
	ST Dexterity: +2
	ST Constitution: +2
	ST Intelligence: +0
	ST Wisdom: +4
	ST Charisma: +2
	Acrobatics: +2
	Animal: +2
	Athletics: +0
	Deception : +0
	History : +0
	Insight: +4
	Intimidation: +0
	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 (bl.)
	INTmod: 10
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Investigation : +0
	WIS: +2
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +0
	Wpn3 Damage : 
	Perception : +2
	WISmod: 15
	CHA: +0
	Nature: +0
	Performance: +0
	Medicine: +4
	Religion: +2
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Yes
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +2
	SleightofHand: +2
	CHamod: 11
	Survival: +2
	AttacksSpellcasting: crossbow light:
+4 1d8+2 piercing, range 80/320, loarding,two-handed

Breath Weapon:
15ft. cone of fire 2d6 fire damage Con Save SG 12 half

sacred Flame
1d8 radiant damage Dex save SG12 negates

spiritual weapon
+4 1d8+2 force damage
	Passive: 12
	CP: 
	ProficienciesLang: special: damage resistance fire
languages: common, draconic, dwarvish, elvish
Armor: Light armor, medium armor, heavy armor, shields
Weapons: All simple weapons
Tools: None
	SP: 
	EP: 
	GP: 15
	PP: 
	Equipment: A holy symbol depicting a face within a burning sun (a gift to you when you entered the priesthood), a prayer book, 5 sticks of incense, vestments, a set of common clothes
mithral plate armor, Shield
Explorer’s Pack: Includes a backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, and a waterskin. The pack also has 50 feet of hempen rope
strapped to the side of it.
Healers Kit
	Features and Traits: Cleric (PHB p. 56)
Level 1
Spellcasting (see page 3)

Divine Domain: Life (PHB p. 60)
Disciple of Life
Also starting at 1st level, your healing spells are more effective. Whenever you use a spell o f 1st level or higher to restore hit points to a creature, the creature regains additional hit points equal to 2 + the spell’s level.

Level 2
Channel Divinity 1/rest (short or long)
1. 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 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.
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 30 feet o f 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, the creature can use the Dodge action.
2. Preserve Life
Starting at 2nd level, you can use your Channel Divinity to heal the badly injured.
As an action, you present your holy symbol and evoke healing energy that can restore a number of hit points equal to five times your cleric level. Choose any creatures within 30 feet 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.

Level 3
-

Level 4
Feat: Healer (PHB p. 167)
You are an able physician, allowing you to mend wounds quickly and get your allies back in the fight. You gain the following benefits:
• When you use a healer’s kit to stabilize a dying creature, that creature also regains 1 hit point.
• As an action, you can spend one use of a healer’s kit to tend to a creature and restore 1d6 + 4 hit points to it, plus additional hit points equal to the creature’s maximum number of Hit Dice. The creature can’t regain hit points from this feat again until it finishes a short or long rest.

Background: Acolyte (PHB p. 127)
Feature: Shelter of the Faithful
As an acolyte, 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.
You might also have ties to a specific temple dedicated to your chosen deity or pantheon, and you have a residence there. This could be the temple where you used to serve, if you remain on good terms with it, or a temple where you have found a new home. While near your temple, you can call upon the priests for assistance, provided the assistance you ask for is not hazardous and you remain in good standing with your temple.
Skill Proficiencies: Insight, Religion
Languages: Two of your choice
	CharacterName 2: Trynn Kerrhylon
	Age: 25
	Height: 2m
	Weight: 100kg
	Eyes: amber
	Skin: tiny golden scales
	Hair: - 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: Trynns Leben war von Anfang an dem Sonnengott Pelor geweiht. Schon sehr früh gaben ihn seine Eltern in einen Tempel, damit er ein angesehenes Mitglied werden würde und er es in dem von Menschen dominierten Landstrich, in dem sie wohnten, einmal leichter haben würde, akzeptiert zu werden. Der Plan seiner Eltern ging auf und Trynn wuchs zu einem pflichtbewussten Priester heran, der sich besonders in den Heilkünsten auszeichnete. Von den Menschen um ihn herum übernahm er jedoch das Misstrauen gegenüber fremden Völkern und inbesondere Tieflingen und Drow gegenüber hegt er Vorurteile, da diese in seinem Landstrich als böse verschrieen sind.
Als Heiler, der sowohl magisch, als auch nichtmagisch sehr geschickt ist, wurde er oft in entlegene Dörfer gerufen und entdeckte so das Reisen für sich. Mit dem Segen seines Tempels machte er sich also auf die Welt zu erkunden und den einfachen Leuten Heilung und Hoffnung zu bringen, wie die Sonne, die das Symbol seines Gottes ist. Dabei hofft er, irgendwann einmal andere Drachengeborene kennenzulernen.

Im Moment hilft er in einer zwergischen Siedlung aus, die demnächst einen neuen Priester erwarten und lehrt die Akolyten alles, was er über nichtmagische Heilkunst weiß. Als eine Expedition in die Höhle der Berge geplant wird, meldet er sich natürlich sofort zur Unterstützung der Tapferen Leute, welche diese durchführen sollen. Doch als er das Büro des Untergenerals der Zwergensiedlung betritt, verfinstert sich seine Mine. Was konnte so schlimm sein, dass man auf die Hilfe von Drow und Tieflingen angewiesen ist? Doch im Gleichen Moment hellt sich sein Gesicht auf. Ein anderer Drachengeborener! Wie aufregend!
	Feat+Traits: race: Dragonborn
Ability Score Increase. 
Your Strength score increases by 2, and your Charisma score increases by 1.
Draconic Ancestry. 
You have draconic ancestry. Choose one type of dragon from the Draconic Ancestry table. Your breath weapon and damage resistance are determined by the dragon type, as shown in the table.
Breath Weapon. 
You can use your action to exhale destructive energy. Your draconic ancestry determines
the size, shape, and damage type of the exhalation. When you use your breath w eapon, each creature in the area of the exhalation must make a saving throw, the type of which is determined by your draconic ancestry. The DC for this saving throw equals 8 + your Constitution modifier + your proficiency bonus. A creature takes 2d6 damage on a failed save, and half as much damage on a successful one. The damage increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th level.
After you use your breath weapon, you can’t use it again until you complete a short or long rest.
Damage Resistance. 
You have resistance to the damage type associated with your draconic ancestry.
Languages. You can speak, read, and write Common and Draconic.

	Treasure: MITHRAL ARMOR
Armor (medium or heavy, but not hide), uncommon
Mithral is a light, flexible metal. A mithral chain shirt
or breastplate can be worn under normal clothes. I£ the
armor normally imposes disadvantage on Dexterity
(Stealth) checks or has a Strength requirement, the
mithral version of the armor doesn't.
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