



	Untitled

	Back_Character Name: Celawyr the Redeemed
	Back_Distinguishing Marks: A shock of gray hair
	Back_Weight: 160
	Back_Height: 5'10
	Back_Scars: None
	Back_Eyes: Blue
	Back_Skin: Light Olive
	Back_Hair: Dark Brown
	Back_Character Portrait: 
	Back_Personality Traits: I don’t pay attention to the risks in a situation. Never tell me the odds.

	Back_Ideals: Redemption. There’s a spark of good in everyone.
	Back_Bonds: Someone I loved died because of a mistake I made. That will never happen again.
	Back_Flaws: If there’s a plan, I’ll forget it. If I don’t forget it, I’ll ignore it.

	Back_Background: Celawyr was a petty pick pocket, conman, and thief on the streets of a large city. WIth a little success came hubris, and eventually Celawyr was caught and found guilty. A local priest of a god of life, light, and freedom saw a spark of hope in Celawyr and brought him to the temple, where he was trained as a cleric. He is reluctant to use the "talents" he acquired on the streets, but he can stil llft the purse from a noble without them noticing.

Celawyr is in Whitecap on church business, making sure the locals have enough food for the coming winter.
	Back_Allies: 
	Back_Additional Features & Traits: Criminal Contact: You have a reliable and trustworthy contact who acts as your liaison to a network of other criminals. You know how to get messages to and from your contact, even over great distances; specifically, you know the local messengers, corrupt caravan masters, and seedy sailors who can deliver messages for you.
	Back_Enemies: 
	Back_Amulet: Peripat of Wound Closure
	Back_Head: 
	Back_Cloak: 
	Back_Arms: 
	Back_Ring1: 
	Back_Ring2: 
	Back_Boots: 
	Back_Armour: Breastplate and shield
	Back_Belt: 
	Attune_Amulet: Yes
	Attune_Cloak: Off
	Attune_Armour: Off
	Attune_Arms: Off
	Attune_Ring1: Off
	Attune_Ring2: Off
	Attune_Belt: Off
	Back_CP: 
	Attune_Boots: Off
	Back_Item Name 01: Peripat of Wound Closure
	Back_Item Effect 01: While you wear this pendant, you stabilize whenever you are dying at the start of your turn. In addition, whenever you roll a Hit Die to regain hit points, double the number of hit points it restores.
	Back_Item Effect 02: When you drink this potion, you gain a climbing speed equal to your walking speed for 1 hour. During this time, you have advantage on Strength (Athletics) checks you make to climb.
	Back_Item Name 02: Potion of Climbing
	Back_Item Effect 03: 
	Back_Item Name 03: 
	Back_Item Name 04: 
	Back_Item Effect 04: 
	Back_Item Name 05: 
	Back_Item Effect 05: 
	Attune_Item 01: Yes
	Attune_Item 02: Off
	Attune_Item 03: Off
	Attune_Item 04: Off
	Attune_Item 05: Off
	Back_Backpack: A crowbar, a set of dark common clothes including a hood.

Backpack, blanket, candle(10), tinderbox, alms box, block of incense (2), censer, vestments, rations (2), waterskin.
	Front_Character Name: 
	Back_Age: 26
	Front_Background: Criminal
	Front_Race: Half-elf
	Front_Alignment: Chaotic Good
	Front_XP: 
	Front_Archetype: Life
	Front_Level: 6
	Front_Proficiency: +3
	Front_Inspiration: 
	Front_Passive Insight: 14
	Front_Str Mod: 8
	Front_Str Score: -1
	Front_Dex Mod: 14
	Front_Con Mod: 14
	Front_Dex Score: +2
	Front_Con Score: +2
	Front_Int Mod: 10
	Front_Int Score: 0
	Front_Wis Mod: 18
	Front_Cha Mod: 14
	Front_Cha Score: +2
	Front_Wis Score: +4
	Attune_Head: Off
	Front_Save Str: Off
	Front_Proficiency Athletics: Off
	Front_Str Save Throw: -1
	Front_Skill Athletics: -1
	Front_Dex Save Throw: +2
	Front_Save Dex: Off
	Front_Skill Acrobatics: +2
	Front_Skill Stealth: +5
	Front_Skill Sleight of Hand: +5
	Front_Proficiency Acrobatics: Off
	Front_Expertise Acrobatics: Off
	Front_Proficiency Stealth: Yes
	Front_Expertise Stealth: Off
	Front_Proficiency Sleight of Hand: Yes
	Front_Expertise Sleight of Hand: Off
	Front_Con Save Throw: +2
	Front_Save Con: Off
	Front_Save Int: Off
	Front_Int Save Throw: 0
	Front_Skill Arcana: 0
	Front_Proficiency Arcana: Off
	Front_Expertise Arcana: Off
	Front_Skill History: 0
	Front_Proficiency History: Off
	Front_Expertise History: Off
	Front_Skill Investigation: 0
	Front_Proficiency Investigation: Off
	Front_Expertise Investigation: Off
	Front_Skill Nature: 0
	Front_Proficiency Nature: Off
	Front_Expertise Nature: Off
	Front_Skill Religion: +3
	Front_Proficiency Religion: Yes
	Front_Expertise Religion: Off
	Front_Save Wis: Yes
	Front_Wis Save Throw: +7
	Front_Proficiency Animal Handling: Off
	Front_Skill Animal Handling: +4
	Front_Skill Medicine: +7
	Front_Proficiency Medicine: Yes
	Front_Expertise Medicine: Off
	Front_Skill Perception: +4
	Front_Skill Insight: +4
	Front_Proficiency Insight: Off
	Front_Expertise Insight: Off
	Front_Proficiency Perception: Off
	Front_Expertise Perception: Off
	Front_Skill Survival: +4
	Front_Proficiency Survival: Off
	Front_Expertise Survival: Off
	Front_Cha Save Throw: +5
	Front_Save Cha: Yes
	Front_Skill Deception: +5
	Front_Proficiency Deception: Yes
	Front_Expertise Deception: Off
	Front_Skill Intimidation: +2
	Front_Proficiency Intimidation: Off
	Front_Expertise Intimidation: Off
	Front_Skill Performance: +2
	Front_Proficiency Performance: Off
	Front_Expertise Performance: Off
	Front_Skill Persuasion: +5
	Front_Expertise Persuasion: Off
	Front_Racial Traits: You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can’t discern color in darkness, only shades of gray.

You have advantage on saving throws against being charmed, and magic can’t put you to sleep.
	Front_Proficiency Persuasion: Yes
	Front_Light Armour: Yes
	Front_Medium Armour: Yes
	Front_Heavy Armour: Yes
	Front_Simple Weapons: Yes
	Front_Martial Weapons: Off
	Front_Shields: Yes
	Front_Languages: Common, Elvish, Celestial
	Front_Tools: Thieves' tools
Dragon dice
	Front_Passive Perception: 14
	Front_AC: 16
	Front_Shield Bonus: 18
	Front_Initiative: +2
	Front_Speed: 30
	Front_Current HP: 44
	Front_Temp HP: 
	Front_Max HP: 44
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Damage 1: 1d4 + 2 piercing; range 20/60
	Front_Weapon Name 2: Light Crossbow
	Front_Weapon Name 3: 
	Front_Weapon Atk Bonus 3: 
	Front_Weapon Atk Bonus 2: +5
	Front_Weapon Damage 2: 1d8 + 2 piercing; range 80/320
	Front_Weapon Damage 3: 
	Front_Spell Atk: +7
	Front_Spell DC: 15
	Front_Used Hit Dice: 0
	Front_Total Hit Dice: 6
	Front_Spell Slots Level: 
	Front_Weapon Name 1: Dagger
	Front_Weapon Atk Bonus 1: +5
	Front_Fail 1: Off
	Front_Spell Range 1: 60
	Front_Spell Casting Time 1: Action
	Front_Spell Save 1: Dex
	Front_Spell Effect 1: 2d8 radiant, no benefit from cover
	Front_Spell Concentration 1: Off
	Front_Spell Range 2: 120
	Front_Spell Casting Time 2: Action
	Front_Spell Save 2: Atk
	Front_Spell Concentration 2: Off
	Front_Spell Effect 2: 4d6 radiant, next attack has adv. before next turn
	Back_SP: 
	Back_EP: 
	Back_GP: 20
	Back_PP: 
	Front_Inspiration Used: 0
	Front_Spell Slot 1st 1: Yes
	Front_Spell Slot 1st 2: Yes
	Front_Spell Slot 1st 3: Yes
	Front_Spell Slot 1st 4: Yes
	Front_Spell Slot 2nd 1: Yes
	Front_Spell Slot 2nd 2: Yes
	Front_Spell Slot 2nd 3: Yes
	Front_Spell Slot 3rd 1: Yes
	Front_Spell Slot 3rd 2: Yes
	Front_Spell Slot 3rd 3: Yes
	Front_Spell Slot 4th 1: Off
	Front_Spell Slot 4th 2: Off
	Front_Spell Slot 4th 3: Off
	Front_Spell Slot 5th 3: Off
	Front_Spell Slot 5th 1: Off
	Front_Spell Slot 5th 2: Off
	Front_Spell Slot 6th 1: Off
	Front_Spell Slot 6th 2: Off
	Front_Spell Slot 7th 2: Off
	Front_Spell Slot 7th 1: Off
	Front_Spell Slot 8th 1: Off
	Front_Spell Slot 9th 1: Off
	Front_Spell Name 1: Guidance
	Front_Spell Level 1: 0
	Front_Spell Ritual 1: Off
	Front_Spell Level 2: 0
	Front_Spell Ritual 2: Off
	Front_Spell Name 2: Sacred Flame
	Front_Spell Level 3: 0
	Front_Spell Ritual 3: Off
	Front_Spell Name 3: Spare the Dying
	Front_Spell Level 4: 0
	Front_Spell Ritual 4: Off
	Front_Spell Name 4: Thaumaturgy
	Front_Spell Level 5: 1
	Front_Spell Ritual 5: Off
	Front_Spell Name 5: Command
	Front_Spell Level 6: 1
	Front_Spell Ritual 6: Yes
	Front_Spell Name 6: Detect Magic
	Front_Spell Level 7: 1
	Front_Spell Ritual 7: Off
	Front_Spell Name 7: Guiding Bolt
	Front_Spell Level 8: 1
	Front_Spell Ritual 8: Off
	Front_Spell Name 8: Protection from Evil and Good
	Front_Spell Level 9: 2
	Front_Spell Ritual 9: Off
	Front_Spell Name 9: Aid
	Front_Spell Level 10: 2
	Front_Spell Ritual 10: Off
	Front_Spell Name 10: Prayer of Healing
	Front_Spell Level 11: 2
	Front_Spell Ritual 11: Off
	Front_Spell Name 11: Warding Bond
	Front_Spell Level 12: 3
	Front_Spell Ritual 12: Off
	Front_Spell Name 12: Dispel Magic
	Front_Spell Level 13: 3
	Front_Spell Ritual 13: Off
	Front_Spell Name 13: Protection from Energy
	Front_Spell Level 14: 3
	Front_Spell Ritual 14: Off
	Front_Spell Name 14: Spirit Guardians
	Front_Spell Level 15: 
	Front_Spell Ritual 15: Off
	Front_Spell Name 15: 
	Front_Spell Level 16: 
	Front_Spell Ritual 16: Off
	Front_Spell Name 16: 
	Front_Spell Level 17: 
	Front_Spell Ritual 17: Off
	Front_Spell Name 17: 
	Front_Spell Level 18: 
	Front_Spell Ritual 18: Off
	Front_Spell Name 18: 
	Front_Spell Level 19: 
	Front_Spell Ritual 19: Off
	Front_Spell Name 19: 
	Front_Spell Level 20: 
	Front_Spell Ritual 20: Off
	Front_Spell Name 20: 
	Front_Spell Level 21: 
	Front_Spell Ritual 21: Off
	Front_Spell Name 21: 
	Front_Spell Level 22: 
	Front_Spell Ritual 22: Off
	Front_Spell Name 22: 
	Front_Spell Level 23: 
	Front_Spell Ritual 23: Off
	Front_Spell Name 23: 
	Front_Spell Level 24: 
	Front_Spell Ritual 24: Off
	Front_Spell Name 24: 
	Front_Spell Level 25: 
	Front_Spell Ritual 25: Off
	Front_Spell Name 25: 
	Front_Spell Level 26: 
	Front_Spell Ritual 26: Off
	Front_Spell Name 26: 
	Front_Spell Level 27: 
	Front_Spell Ritual 27: Off
	Front_Spell Name 27: 
	Front_Spell Level 28: 
	Front_Spell Ritual 28: Off
	Front_Spell Name 28: 
	Front_Spell Level 29: 
	Front_Spell Ritual 29: Off
	Front_Spell Name 29: 
	Front_Spell Level 30: 
	Front_Spell Ritual 30: Off
	Front_Spell Name 30: 
	Front_Spell Level 31: 
	Front_Spell Ritual 31: Off
	Front_Spell Name 31: 
	Front_Spell Level 32: 
	Front_Spell Ritual 32: Off
	Front_Spell Name 32: 
	Front_Domain Feature 6: Beginning at 6th level, the healing spells you cast on others heal you as well. When you cast a spell of 1st level or higher that restores hit points to a creature other than you, you regain hit points equal to 2 + the spell’s level.
	Front_Domain Feature 8: 
	Front_Domain Feature 17: 
	Front_Domain Feature 1: Whenever you use a spell of 1st level or higher to restore hit points to a creature, the creature regains additional hit points equal to 2 + the spell’s level.
	Front_Channel Divinity Domain: 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.
	Front_Inspiration Total: 2
	Front_Cantrips Known: 4
	Front_Domain Spells 1st: bless, cure wounds
	Front_Domain Spells 2nd: lesser restoration, spiritual weapon
	Front_Domain Spells 3rd: beacon of hope, revivify
	Front_Domain Spells 4th: 
	Front_Domain Spells 5th: 
	Front_Spell Attack Name 1: Sacred Flame
	Front_Spell Attack Name 2: Guiding Bolt
	Front_Expertise Athletics: Off
	Front_Expertise Animal Handling: Off


