Cleric - Grave, L3
CLASS & LEVEL

Quarion Lyncho
CHARACTER NAME

Sailor - Pirate
BACKGROUND

Half Elf

Chaotic Good

RACE

ALIGNMENT

Edd
PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

+3

14+2

+2

ARMOR
CLASS

PROFICIENCY BONUS

+1

30

INITIATIVE

SPEED

I work hard so that I can play
hard when the work is done.
PERSONALITY TRAITS

15+1
+3

Strength

+1

Dexterity

+2

Constitution

0

Intelligence

●

+4

Wisdom

●

+2

Charisma

DEXTERITY

+1
13
CONSTITUTION

Hit Point Maximum 20

The sea is freedom - the freedom
to go anywhere and do anything.
CURRENT HIT POINTS

I'll always remember my first
ship.

SAVING THROWS

TEMPORARY HIT POINTS

+2
12+1

INTELLIGENCE

●

0

+1

Acrobatics (Dex)

+2

Animal Handling (Wis)

0

Arcana (Int)

+5

Athletics (Str)

0

Deception (Cha)

0

History (Int)
Insight (Wis)

0

Intimidation (Cha)

WISDOM

0

Investigation (Int)

+2

+2

Medicine (Wis)

0

Nature (Int)

+4

Perception (Wis)

0

Performance (Cha)

0

Persuasion (Cha)

+2

Religion (Int)

+1

Sleight of Hand (Dex)

+1

Stealth (Dex)

+2

Survival (Wis)

14

●

●

CHARISMA
●

10
8+2

Total 3

1d8
NAME

Light Crossbow

+3

1d6 piercing +1

Spell save DC: 8 + WIS mod
+ Proficiency Bonus = 12
Spell attack modifier: WIS
mod + Proficiency Bonus = 4
Ammunition = ____
ATTACKS & SPELLCASTING

SP

Languages: Common, Elvish,
Giant

EP

Weapons: Simple weapons
GP

Armor: Light armor, medium
armor, shields

PP

Tools: Navigator's Tools, vehicles
(water)

10

Once someone questions my courage, I'll
never back down no matter how dangerous
the situation.
FLAWS

ATK BONUS DAMAGE/TYPE

1d6 blugeoning +3

CP

BONDS

DEATH SAVES

+5

PASSIVE WISDOM (PERCEPTION)

OTHER PROFICIENCIES & LANGUAGES

FAILURES

Mace

SKILLS

14

SUCCESSES

HIT DICE

+4

10

IDEALS

A belaying pin, 50ft of silk
rope, a glass orb filled with
moving smoke, a set of
common clothes, a pendant in
the shape of a sword, mace,
scale mail (Disadvantage on
Stealth), light crossbow,
backpack, a blanket, 10
candles, a tinderbox, an alms
box, 2 blocks of incense, a
censer, vestments, 2 days of
rations, waterskin, shield, holy
symbol

Turn Undead: Using Channel
Divinity, you present your holy
symbol and speak a prayer
censuring the undead. Each
undead within 30ft of you
must make a WIS saving
through. If it fails the saving
throw it is turned for 1 minute.
Path to the Grave: You can
use Channel Divinity to mark
another creature's life force
for termination. As an aciton,
you choose one creture you
can see within 30ft of you,
cursing it until the end of your
next turn. The next time you
or an ally hits the creature
with an attack, the creature
has vulnerability to all of that
attack's damage and then the
curse ends.

20 crossbow bolts
EQUIPMENT
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FEATURES & TRAITS

Quarion Lyncho
CHARACTER NAME

27

5'8"

AGE

HEIGHT

110lbs
WEIGHT

Blue

Pale

Brown

EYES

SKIN

HAIR

Goals
• Be armed and vigilant against evil.
• Identify evil threats such as secretive power groups
and inherently evil creatures.
• Enforce justice.
• Enact retribution against evil actions—do not strike
preemptively.

NAME

Order of the Gauntlet - Rank 1 - Chevall

Beliefs
• Faith is the greatest weapon against evil—faith in
one’s god, one’s friends, and one’s self.
• Battling evil is an extraordinary task that requires
extraordinary strength and bravery.
• Punishing an evil act is just. Punishing an evil
thought is not.
The Order of the Gauntlet is a dedicated, tightly knit
group of like-minded individuals driven by religious
zeal or a finely-honed sense of justice and honor.
Friendship and camaraderie are important to
members of the order, and they share a trust and a
bond normally reserved for siblings.

SYMBOL

My Diety: Kelemvor, god of the dead. Symbol is an
upright skeletal arm holding balanced scales.
CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Growing up, I was rebellious as a
young Half Elf in my community.
Despite being born in a comfortable
house to a well respected family, I
found it stifling and as a teenager I
fled to Waterdeep.
I stored away on a ship. When the
crew found me, I was forced to work
for my passage. After a while I
settled into life at sea and stayed with
the crew of The Barbuda.
After years on the high seas,
including a fair amount of looting and
raiding, I befriended a prisoner called
Theobald whom we had captured.
He was a cleric of Kelemvor and as
we spoke he taught me about the
circle of life and the importance of
ensuring life had a good death.
Through his teachings he put me on
the straight and narrow.

Bad Reputation: Wherever you go, people are afraid of you due to your reputation. When you are in a civilised
settle, you can get away with minor criminal offenses since most people won't report your activity to the
authorities.
Darkvision: You can see in dim light within 60ft of you as if it were bright light and in darkness as if it were dim
light. You can only see shades of grey.
Fey Ancestry: You have advantage on saving throws against being charmed, and magic can't put you to sleep.
Trance: Elves only need to meditate deeply, remaining semiconscious, for 4 hours a day. You gain the same
benefit that a human does from 8 hours sleep.
Channel Divinity: (see Turn Undead and Path to the Grave) You can only use this ability once between short or
long rests.
Circle of Mortality: You gain the ability to manipulate the line between life and death. When you would normally
roll to restore hit points with a spell to a creature with 0 hit points, you instead use the highest number possible for
each die.
Eyes of the Grave: You can occasionally sense the presence of the undead whose existence is an insult to the
natural cycle of life. As an action, you can open your awareness to magically detect undead. Until the end of your
next turn, you know the location of any undead within 60ft of you that are not behind total cover or protected from
divination magic. It doesn't tell you the creature's identity. You can use this feature a number of times between
long rests equal to your WIS modifier.
ADDITIONAL FEATURES & TRAITS

I shunned my lawless ways and
dedicated my life to Kelemvor to
ensure that any dying or undead
creature is put to rest. I will continue
this work as atonement from my
previous crimes against society
(personal goal).

CHARACTER BACKSTORY

TREASURE
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Cleric of the Grave
SPELLCASTING
CLASS

0

3

CANTRIPS

WIS

12

4

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Guidance (requires Concentration)

Sacred Flame (v DEX saving throw)
Spare the Dying
Thaumaturgy

No of prepared spells = WIS mod + 1 Cleric Level

+ those listed specifically under your domain
SPELL
LEVEL

1

SLOTS TOTAL

4

EPAR

PR

7
SPELL NAME

ED

SPELLS KNOWN

SLOTS EXPENDED

●

Bane (requires Materials, v CHA saving throw)

●

Bless (requires Materials)

●

Cure Wounds

●

Sanctuary (requires Materials, v WIS saving throw)

4

Guiding Bolt (roll to hit)
●

Gentle Repose (requires Materials)

●

False Life (requires Materials)

●

Ray of Enfeeblement (requires Concentration, roll to hit)

8

You know all spells listed in the Cleric Spell List.

You can change these after a long rest.

2

2

●

Hold Person (requires Materials, v WIS saving throw)

●

Prayer of Healing

5
9

TM & © 2014 Wizards of the Coast LLC. Permission is granted to photocopy this document for personal use.

