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Strength
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Cleric/Live Domain 2

Acolyte

Daniel VanHiel

class & Level

Background

Player Name

Fire Genasi

Neutral Good

375

race

Alignment

Experience Points

Inspiration

+2

Proficiency bonus

18

0

30

Armor
Class

Initiative

Speed

14

0
■

■

constitution

+2
0
+1
+1
+4
+3

Hit Point Maximum

Strength

Aspiration. I seek to prove myself worthy of
my god's favor by matching my actions
against his or her teachings.

Constitution
Current hit points

Intelligence

intelligence

+1
■
■

wisdom

+2

■

14
charisma
■

+1
12

0
+2
+1
+2
+1
+3
+4
+1
+1
+4
+1
+2
+1
+1
+3
0
0
+2

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

Charisma
Temporary hit points

Total

Acrobatics (Dex)

2

Arcana (Int)

Bonds

Successes

8

Animal Handling (Wis)

I am suspicious of strangers
and expect the worst of them.

Failures
Hit Dice

Death saves

Flaws

Athletics (Str)
Deception (Cha)

Insight (Wis)
Intimidation (Cha)
Investigation (Int)
Medicine (Wis)
Nature (Int)
Perception (Wis)

Atk Bonus Damage/type

Name

History (Int)

Quarterstaff

+5

1d6+3 bludgeoning

Mace

+5

1d6+3 bludgeoning

Light Crossbow

0

1d8-2 piercing

Produce Flame:
30' range, 1d8 fire damage

Performance (Cha)
Persuasion (Cha)
Religion (Int)
Sleight of Hand (Dex)

Survival (Wis)

armOr

Passive wisdom (Perception)

Language: Common and Primordial

sP

Weapon: Simple

eP

gP

SHIELD: ■

Chain Mail

CP

8

AC

16

Once you reach 3rd level, you
can cast the burning hands
spell once with this trait as a
1st-level spell, and you regain
the ability to cast it this way
when you finish a long rest.

14
Constitution is your spellcasting
ability for these spells

pP

Tools: Herbalism Kit, Drum,
Dragonchess Set, Land vehicles,
Brewer's Supplies
Other proficiencies & languages

You know the "produce flame"
cantrip.

Attacks & Spellcasting

Armor: Light, Medium, Heavy Armor
and Shields

Darkvision - 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.
Your ties to the Elemental
Plane of Fire make your
darkvision unusual: everything
you see in darkness is in a
shade of red.
You have Fire Resistance

Stealth (Dex)

SKILLS

12

Ideals

Wisdom

saving throws

13

18

Dexterity

+1

13

I've spent so long in the temple that I have little practical
experience dealing with people in the outside world.
Personality Traits

dexterity

10

I idolize a particular hero of my faith, and constantly refer
to that person's deeds and example.

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

Features & Traits

Cleric
SPELLCASTING
CLASS

0

CANTRIPS

3

WIS

12

4

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Produce Flame (constitution)

Mending
Thaumaturgy
Guidance

SPELL
LEVEL

1

SLOTS TOTAL

3

ED

EPAR

PR

SLOTS EXPENDED

7
SPELL NAME

●

Bless (Always Prepared)

●

Create or Destroy Water

●

Cure Wounds (Always Prepared)

4

SPELLS KNOWN

Detect Evil and Good
Detect Magic

Detect Poison and Disease
●

Guiding Bolt

●

Healing Word

Protection from Evil and Good

Purify Food and Drink
●

8

Sanctuary

Shield of Faith

2

5
9
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Balthazar Brewer
CHARACTER NAME

AGE

5' 10"

172 lbs

HEIGHT

WEIGHT

Bronze

Charcoal Black

Flaming Amber

EYES

SKIN

HAIR

NAME

Balthazar Brewer

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Taken into the monastery as an
infant when his wayward mother
died there giving birth, the priest
who delivered the baby took pity on
his demonic form and saw an
opportunity to prove how even a
child made of fire and brimstone
could serve as a beacon of faith and
redemption in this world. He spent
his entire childhood growing up in
seclusion, seldom interacting even
with others of the monastery, he
learned of the faith and spent much
of his youth reading the tomes of the
library kept there. He also was made
strong and hardy doing a great deal
of manual labor and working in the
brewery on site. His occasional
attempts to participate in the more
people-facing aspects of the charity
work the monastery did was met
with anything from distrust to
downright horror by the populace.
This lead him to be very
self-conscious and he had a habit of
trying to hide his more
infernal-looking bodily traits (namely
his hair and eyes), but this only lead
to him being rather shy for a fire
genasi.

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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Spell Descriptions

Backstory

