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	STR mod: +0
	DEX mod: +2
	CON mod: +1
	INT mod: +1
	WIS mod: +3
	CHA mod: +2
	STR score: 10
	DEX score: 14
	CON score: 12
	INT score: 13
	WIS score: 16
	CHA score: 14
	STR save: +0
	DEX save: +2
	CON save: +1
	INT save: +1
	WIS save: +5
	CHA save: +4
	STR passive: 10
	DEX passive: 12
	CON passive: 11
	INT passive: 11
	WIS passive: 15
	CHA passive: 14
	STR Save Proficiency: Off
	DEX Save Proficiency: Off
	CON Save Proficiency: Off
	INT Save Proficiency: Off
	WIS Save Proficiency: Yes
	CHA Save Proficiency: Yes
	Race: Human
	Background: Folk Hero
	Class & Level: Cleric, 3
	Experience Points: 900
	Alignment: Neutral Good
	Check Box 33: Off
	Check Box 32: Yes
	Check Box 31: Off
	Check Box 30: Off
	Check Box 29: Off
	Check Box 28: Off
	Check Box 27: Yes
	Check Box 26: Off
	Check Box 25: Off
	Check Box 24: Yes
	Check Box 23: Off
	Check Box 22: Off
	Check Box 21: Off
	Check Box 20: Off
	Check Box 19: Off
	Check Box 18: Off
	Check Box 17: Off
	Check Box 16: Yes
	Acrobatics bonus: +2
	Animal Handling bonus: +5
	Arcana bonus: +1
	Athletics bonus: +0
	Deception bonus: +2
	History bonus: +1
	Insight bonus: +5
	Intimidation bonus: +2
	Investigation bonus: +1
	Medicine bonus: +5
	Nature bonus: +1
	Perception bonus: +3
	Performance bonus: +2
	Persuasion bonus: +2
	Religion bonus: +1
	Sleight of Hand bonus: +2
	Stealth bonus: +2
	Survival bonus: +5
	Acrobatics passive: 12
	Animal Handling passive: 15
	Arcana passive: 11
	Athletics passive: 10
	Deception passive: 12
	History passive: 11
	Insight passive: 15
	Intimidation passive: 12
	Investigation passive: 11
	Medicine passive: 15
	Nature passive: 11
	Perception passive: 13
	Performance passive: 12
	Persuasion passive: 12
	Religion passive: 11
	Sleight of Hand passive: 12
	Stealth passive: 12
	Survival passive: 15
	Proficiency bonus: +2
	Spellcasting DC: 13
	Spellcasting Attack: +5
	Initiative: +2
	Speed: 30
	Attack Name: Shotel*
	Attack Name 2: Sickle
	Attack Name 3: Shortsword
	Attack Name 4: 
	Attack Name 5: * a thin, recurve sword
	Attack bonus: +4
	Attack bonus 2: +2
	Attack bonus 3: +4
	Attack bonus 4: 
	Attack bonus 5: 
	Damage: 1d8+2/S
	Damage 2: 1d4/S
	Damage 3: 1d6+2/P
	Damage 4: 
	Damage 5: 
	Range & Properties: Finesse
	Range & Properties 2: Light
	Range & Properties 3: Finesse, Light
	Range & Properties 4: 
	Range & Properties 5: 
	Maximum HP: 21
	HP: 
	Temp HP: 
	Hit Dice: 
	Maximum HD: 3d8
	Death Success 1: Off
	Death Success 2: Off
	Death Success 3: Off
	Death Fail 1: Off
	Death Fail 2: Off
	Death Fail 3: Off
	Conditions: 
	Check Box 9: Off
	Check Box 10: Off
	Check Box 11: Off
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Armor Name 1: Scale Mail
	Armor Name 2: 
	Armor Mod Name 1: Shield
	Armor Mod Name 2: Dexterity
	Armor Mod Name 3: 
	Armor Mod Name 4: 
	Base AC 1: 14
	Base AC 2: 
	AC Mod 1: +2
	AC Mod 2: +2
	AC Mod 3: 
	AC Mod 4: 
	Check Box 34: Yes
	Check Box 35: Off
	AC: 18
	CP: 
	SP: 
	EP: 
	GP: 29
	PP: 
	Features: CLERIC FEATURES: Ritual Casting, Spellcasting Focus (holy symbol), Spellcasting (detailed on reverse).

DIVINE DOMAIN: War. Your spells divine favor and shield of faith are always prepared.

WAR PRIESTESS: Your goddess Enkop delivers bolts of inspiration to you while you are engaged in battle. When you use the Attack action, you can make one weapon attack as a bonus action. You may use this ability up to 3 times. All uses return after a long rest.

PROFICIENCIES:
  • Languages: Common, Sunlander
  • All armor, shields, martial weapons, simple weapons
  • Land vehicles, weaver's tools
	Traits1: If someone is in trouble, I’m always ready to lend help.

I am tolerant of other faiths and respect the worship of other gods.
	Ideals1: Respect. People deserve to be treated with dignity and respect.
	Bonds1: I protect those who cannot protect themselves.
	Flaws1: I find it hard to trust anyone, myself least of all.
	Check Box 15: Off
	Half Speed: 15
	Half Max HP: 10
	Equipment: Fine clothes
Holy symbol (a sickle)
Priest's pack
Weaver's tools
Shovel
Iron pot
2 onyx gemstones worth 50 gp each
1 pearl worth 100 gp
	Age: 25
	Height: 5'6"
	Weight: 130 lbs
	Eyes: Brown
	Skin: Brown
	Hair: Black
	Portrait: 
	Symbol: 
	Factions: PATRON: Enkop, earth goddess of farming, fertility, and war, mother of humanity. Symbol: a sickle. Neutral.

Other Sunlands Deities:
  • Alubo, underworld dwarf-god of sorcery, devils, and death
  • Angkai, remote sky-god, creator of all, the spider and trickster, as prone to heal as to harm
  • Lerompo, hyena god of treachery and war
  • Ndama, sun god of healing, song, and wisdom, father of humanity
  • Oltome, elephant god of farmers, craftsmen, and herders
  • Simkar, lion god of warriors and rulers, first king of the Sunlands
	Additional Features: CLERIC CANTRIPS: light, spare the dying, thaumaturgy

SPELL SLOTS: 4 (1st level), 2 (2nd level)

SPELLS PREPARED: bless, calm emotions, cure wounds, divine favor (always prepared), guiding bolt (always prepared), lesser restoration, magic weapon (always prepared), prayer of healing, shield of faith (always prepared), spiritual weapon (always prepared)

CHANNEL DIVINITY: May be performed once. You regain its use after a long rest.
  • Turn Undead (PHB page 59). 
  • Guided Strike (PHB page 63)

BACKGROUND FEATURE: Rustic Hospitality. Since you come from the ranks of the common folk, you fit in among them with ease. You can find a place to hide, rest, or recuperate among other commoners, unless you have shown yourself to be a danger to them. They will shield you from the law or anyone else searching for you, though they will not risk their lives for you.
	Additional Equipment: 
	History: You were born Ehnkipai ("Joy") to Sunlands villagers. The village priestess singled you out and took you away for training. You were 4.
  You learned to invoke the blessings of the gods, but you always missed your family. Even when you forgot their names and faces, you saw other children with families and grew sad. Over time, that sadness inspired you to protect those people. You honored Enkop, mother and protector, most among the gods, and learned to fight alongside the warriors.
  A few years ago, when you had become a priestess in your own right, a feud between the Sunlands' rival queens turned deadly. A follower of the younger queen sought favor by punishing a village in the care of the older queen. Your village. The warlord and his warriors rode through town, terrorizing villagers. They said they would be back in a week to take the taxes that the village owed its own queen. When they returned, they found you had trained the villagers and hardened their will. With spades and scythes, the villagers drew the warriors into traps and killed them until the warriors fled.
  The younger queen exiled her warlord. To keep the peace, the older queen stripped you of your place and gave you a new name, Aimina Sinyati ("Blameless Exile"). You may return home only as a foreigner.
  You wander, now, matching purposes with new companions and seeking the will of your lost people's gods.
	Name: Aimina Sinyati


