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H H CLASS & LEVEL PLAYER NAME
Lorelei Celestia
Aasimar Acolyte (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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O _+2_ Strength \ /7 \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _-1  Dexterity
14 O _+1_ Constitution '1 14 9
O _+0_ Intelligence
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DEXTERITY Necrotic raiLures O=O=0
8 \ DEFENSES \ HIT DICE \ DEATH SAVES J
@ L SAVING THROWS ), HEROIC INSPIRATION j )\ ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
CONSTITUTION ﬂ) -1 Acrobatics DEX \ N o WEAPONS e
‘ O _*3  Animal Handling wis PROFICIENCY BONUS j Simple Weapons
O +3 Arcana INT =
i === TOOLS ===
O _#2_ Athletics sTR — — Calligrapher's Supplies
O +1 Deception CHA ABILITY SAVE DC |
) P F— === LANGUAGES ===
O _#0_ History INT Common, Common Sign Language, Elvish
® _+5 Insight wis (/ N
30 ft. (Walkin
O +1 Intimidation CHA ( 9)
O _+0_ Investigation INT
® +5 Medicine wis \ SPEED /
O +0  Nature INT ) PROFICIENCIES & TRAINING
O _+3  Perception WIS ,
O _+1  Performance CHA === ACTIONS ===
l 7 ) Standard Actions
® _*3_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
L Hide, Ready, Search, Utilize, Opportunity Attack,
5
® 5 Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
O _-1  Sleight of Hand DEX Interact with an Object, Study, Influence
O _-1 Stealth DEX Healing Hands « 1 / Long Rest
U CHARISMA ) 3 . Once per Long Rest as a Magic action, you touch a
O 8 Survival wis creature and they regain 2d4 HP.
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13 PASSIVE PERCEPTION Mace +4 1d6+2 Bludgeoning  Simple, Sap
Unarmed Strike +4 3 Bludgeoning
15 PASSIVE INSIGHT
10 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES g WEAPON ATTACKS & CANTRIPS y
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=== CLERIC FEATURES ===
* Core Cleric Traits « free-rules 69
* Spellcasting ¢ free-rules 69
* Divine Order « free-rules 70
| Thaumaturge
You know one extra cantrip from the Cleric spell list.

You also have a +3 bonus to your Arcana and Religion
checks.

=== AASIMAR SPECIES TRAITS ===

* Creature Type » PHB-2024 186
You are a Humanoid.

* Size « PHB-2024 186
You are Medium or Small, chosen when you select this
species

* Speed * PHB-2024 186
Your speed is 30 ft.

* Celestial Resistance « PHB-2024 186
You have Resistance to Necrotic & Radiant damage.

* Darkvision « PHB-2024 186
You have Darkvision with a range of 60 ft.

* Healing Hands « PHB-2024 186
Once per Long Rest as a Magic action, you touch a
creature and they regain 2d4 HP.

| 1/ Long Rest « 1 Action
* Light Bearer « PHB-2024 186

You know the Light cantrip and Charisma is your
spellcasting ability for it.

* Celestial Revelation « PHB-2024 186

Once per Long Rest, you transform using one of the
options below (choose the option each time you
transform). The transformation lasts for 1 minute or
until you end it (no action required).

Once on each of your turns before the transformation
ends, you can deal 2 extra damage (Necrotic for
Necrotic Shroud or Radiant for Heavenly Wings and
Inner Radiance) to one target when you deal damage
to it with an attack or a spell.

Heavenly Wings. You have a Fly Speed equal to your
Speed.

Inner Radiance. You shed Bright Light in a 10-ft. radius
and Dim Light for an additional 10 ft., and at the end of
each of your turns, each creature within 10 ft. of you
takes 2 Radiant damage.

Necrotic Shroud. Creatures other than your allies
within 10 ft. of you must succeed on a Cha. saving
throw (DC 11) or have the Frightened condition until
the end of your next turn.

* Languages ¢ PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Acolyte Ability Score Improvements « PHB-2024 178

| Increase two scores (+2/ +1) ¢

* Magic Initiate (Cleric) « free-rules 201

N
Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom

FEATURES & TRAITS
Shield 1 6 Ib. Holy Water 1 11b.
Chain Shirt 1 20 Ib.
Mace 1 4 1b.
Parchment 10 -
Backpack 1 51b.
Calligrapher's Supplies 1 5 lb.
Robe 1 4 1b.
Book 1 51b.
Holy Symbol 1 -
WEIGHT CARRIED Holy Symbol 1 -
73 Ib. Rations 7 14 Ib.
ENCUMBERED Robe 1 41lb.
210 Ib. Blanket 1 3lb.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
420 Ib. Lamp 1 1lb.

EQUIPMENT
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Female 45 Medium
GENDER AGE SIZE

Lawful Good Eldath - Goddes Golden
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EMPATHETIC — | don't just care about other people in an abstract sense. | can

actually feel another person’s emotions, from joy and elation to sorrow and regret.

Because of this sensitivity, | tend to be thoughtful and kindhearted, and I hate the

idea of hurting anyone, even unintentionally.

ENEROUS - | rarely enjoy succeeding at other people’s expense. | feel called to
share the good things in my life, give credit where it's due, and uplift the people
around me. | want to contribute to a world where every voice is heard and no one's
needs go unmet

PERSONALITY TRAITS
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IDEALS

IN SEARCH OF A CALLING - Like flowers in the spring, my creativity and
idealism can bloom even after the darkest of seasons. Although | know
the world will never be perfect, I still care about making it better however |
can. This quiet belief in doing the right thing may explain why | so often
inspire compassion, kindness, and beauty wherever | go
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BONDS

| owe my life to the priest who took me in
when my parents died.

|~
N

ALLIES & ORGANIZATIONS N

FLAWS

UNFOCUSED — My imaginative, introspective nature doesn't always lend
itself to productivity. | get frustrated by how difficult | find it to buckle down
and get things done. The problem isn't that | am incapable - rather, it's
that | run into problems when | become so caught up in different ideas and
ideals that | fail to commit to a course of action.
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Born under the celestial influence of Aasimars, my
early days were marked by tragedy. Orphaned
after the untimely demise of my parents, my fate
took a fortuitous turn when a compassionate priest
took me in. This cleric, a guiding light in my life,
instilled in me the values of compassion, kindness,
and the pursuit of peace.

As an acolyte in the service of Eldath, the
Goddess of Peace, | commanded respect from
those who shared my faith. My proficiency in
conducting religious ceremonies and performing
sacred rites became a testament to my
unwavering devotion. The temple, a sanctuary of
solace and spiritual guidance, provided me with
not only a place of residence but also the support
of like-minded individuals.

Empathetic by nature, | possessed the ability to
truly feel the emotions of others. From the heights
of joy to the depths of sorrow, | embraced the full
spectrum of human sentiment. This sensitivity
fostered thoughtfulness and kindheartedness,
shaping me into a gentle soul who abhorred the
idea of causing harm, even unintentionally.

Generosity flowed through my veins. | found joy in
sharing the blessings of my life, giving credit
where it was due, and uplifting those around me.
My altruistic nature led me to contribute to a world
where every voice could be heard, and no one's
needs went unmet.

However, | faced challenges in focusing my
imaginative and introspective nature. Despite my
capabilities, | struggled to commit to a singular
course of action, often becoming entangled in the
myriad of ideas and ideals that permeated my
mind. This internal conflict between creativity and
productivity became a recurring theme in my quest
for purpose.

Driven by a quiet belief in doing what was right, |
sought to make the world a better place, one act of

CHARACTER BACKSTORY

Eldath negotiations and to certify treaties, but they can't

force others to engage in harmony.

Alignment: Neutral Good

Alternate Names: The Quiet One, The Guardian of
Groves, The Mother of the Waters

Category: None

Domains: Life, Nature, Peace

Pantheon: FaerGnian

Symbol: Waterfall plunging into a still pool

Eldath is the goddess of waterfalls, springs, pools,
stillness, peace, and quiet glades. She is thought to
be present at many such places, particularly those
that serve as druid groves. Eldath is a goddess of
comfort, healing, and calm. Her blessed waters heal
the sick, cure madness, and comfort the dying.

Most rural places have a pond or a glade that locals
ascribe to Eldath. Tradition dictates that it be a place
of quiet reflection where others are left to their
thoughts. A body of water such as a pond or a spring
typically serves as a repository of offerings. If the
holy site is a glade, a stream one crosses along the
way might serve as the repository, or a prominent
bush or tree in the glade might be the place where
people tie offerings. Typical offerings are broken
weapons or items that are remembrances of
arguments, which the faithful discard while making a
wish for peace in the future. Many of those who favor
Eldath are pacifists or people who are troubled by
violence they have witnessed or experienced.

Eldath's priests don't organize into large sects.
Indeed, many are itinerant, wandering between
various holy sites and shrines, seeing that the
locations are cared for and that they remain places
of sweet serenity. The faithful of Eldath are usually
close to nature, and allied to druids, who count
Eldath among the First Circle. It is taboo to strike a
priest of Eldath, and killing one is said to bring great
misfortune. Despite the measure of protection that
this belief affords them, most priests of Eldath avoid
conflicts rather than attempting to quell them. Those
who serve Eldath are happy to preside over peaceful

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Toll the Dead Cleric WIS 13 1A 60 ft. V,S Instantaneous  PHB-2024 334 V/S
O Word of Radiance Cleric CON 13 1A Self/s ft. Emanation \/,M Instantaneous  PHB-2024 343 5 ft, Emanation, V/M
O Resistance Cleric -- 1A Touch V,S Concentration, up o L minute  free-rules 312 D: 1m, V/S
O Guidance Magic Initiate (Cleric) -- 1A Touch V.S Concentration, up to L minute  free-rules 282 D: 1m, V/S
QO Sacred Flame Magic Initiate (Cleric) DEX 13 1A 60 ft. V.S Instantaneous  free-rules 313 V/S
O Light Light Bearer DEX 11 1A Touch V.M 1 hour free-rules 292 D: 1h, V/IM
O Spare the Dying Divine Order - 1A 15 ft. V.S Instantaneous  free-rules 318 /S
=== 1st LEVEL === 2 Slots OO
O Bane Cleric CHA13 1A 30 ft. V,S,M  concentiation, upto 1 minute  free-rules 245 D: 1m, V/IS/M
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  free-rules 259 /S
O Healing Word Cleric - 1BA 60 ft. \% Instantaneous  free-rules 284
O Sanctuary Cleric WIS 13 1BA 30ft. V,S,M 1 minute free-rules 313 D: 1m, V/S/M
O Ceremony [R] Cleric - wh+1om Touch V,S,M Instantaneous = XGtE 151  V/S/M
O Protection from Evil and Good Cleric - 1A Touch V,S,M  concennaion, up 1o 10 minutes  free-rules 309 D: 10m, V/S/M
O Purify Food and Drink [R] Cleric - 1A+10m 10 ft./5 ft. Sphere V/,S Instantaneous  free-rules 310 5 ft. Sphere, V/S
O Bless Cleric - 1A 30 ft. V,S,M  concentation, upto 1 minute  free-rules 247 D: 1m, V/S/M
O Command Cleric WIS 13 1A 60 ft. \ Instantaneous  free-rules 251V
O Shield of Faith Cleric - 1BA 60 ft. V,S,M  concenraton, upro 10minutes  free-rules 316 D: 10m, V/S/M
QO Create or Destroy Water Cleric - 1A 30 ft/30 ft. Cube V,S,M Instantaneous free-rules 258 30 ft. Cube, V/S/M
O Detect Evil and Good Cleric - 1A Self/30 ft. Sphere  V/,S Concentraion,upt0 1o minues— free-rules 261 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S,M  concenraion. o lominues  free-rules 262 D: 10m, 30 ft. Sphere, V/IS/M
O Detect Magic [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S concentraion,up 0 10 minues free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Guiding Bolt Cleric +5 1A 120 ft. V,S 1 round free-rules 282 D: 1Rnd, V/S
QO Inflict Wounds Cleric CON 13 1A Touch V,S Instantaneous  free-rules 288 /S
O Bless Magic Initiate (Cleric) - 1A 30 ft. V,S,M  concentration, upto 1 minute ~ free-rules 247 1/LR, D: 1m, V/IS/M

SPELLS
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