Grave Cleric 3

Acolyte

CLASS & LEVEL

Tobias Mackenzie
CHARACTER NAME

Olivia

BACKGROUND

PLAYER NAME

Human variant

LN

3 (7)

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

12

16/18

+2

ARMOR
CLASS

PROFICIENCY BONUS

+2

30ft

INITIATIVE

SPEED

Generally unimpressed
Squeamish around blood
and wounds
PERSONALITY TRAITS

+1
Hit Point Maximum

+1 Strength
DEXTERITY

+2

+2 Constitution
+6 Wisdom

●

+3 Charisma

CONSTITUTION

TEMPORARY HIT POINTS

14
Total 2d8

+2 Acrobatics (Dex)

SUCCESSES

+4 Animal Handling (Wis)

FAILURES

+1 Arcana (Int)
INTELLIGENCE

HIT DICE

+1 Deception (Cha)

NAME

+1 History (Int)
●

+6 Insight (Wis)
+1 Intimidation (Cha)

+6 Investigation (Int)

WISDOM

19

●

+6 Medicine (Wis)

+1

Nature (Int)

+4

1d4 bludgeon

Mace

+3

1d6 bludgeon

Toll the dead

WIS14 1d8/1d12

+1 Persuasion (Cha)

CHARISMA
●

+3 Religion (Int)
+1 Sleight of Hand (Dex)

+2 Stealth (Dex)
+4 Survival (Wis)
SKILLS

14

FLAWS

ATK BONUS DAMAGE/TYPE

Staff

+1 Performance (Cha)

+1

Borderline nihilistic
Lack of empathy
Blunt to a fault

DEATH SAVES

Sacred flame: 1d8 WIS 14

+9 Perception (Wis)

+4

12

BONDS

+1 Athletics (Str)

13
+1

Village: respectable black sheep
Hades: boss
Az: nuisance co-worker

8

SAVING THROWS

+2

IDEALS

CURRENT HIT POINTS

+1 Intelligence
●

Everything must die and be judged
Respect the dead, comfort the living
A fair death must be earned

12

+2 Dexterity

14

18

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Common, Celestial, Infernal,
Undercommon
Light armor, medium armor,
shields, simple weapons

SP

EP

GP

PP

OTHER PROFICIENCIES & LANGUAGES

1000

14

Scale mail
Pine box quarterstaff
Mace
Shield
Priest pack (undertaking)
Holy symbol
(crown-topped key)
Journal
5 sticks of incense
vestments (purple robes
under armor)
a set of common clothes
(two pairs of pants)

Ability Score Increase (WIS and CON)
Skill Proficiency: Medicine
OBSERVANT (+1 WIS, reading lips, +5
to perception and investigation)
Divine Spellcasting
Ritual Casting
Divine Domain: Grave
Circle of Mortality (max out healing die,
auto Spare the Dying 30ft bonus action)
Eyes of the Grave (undead within 60ft 4
times/long rest)
Channel Divinity: Path to the Grave
(curse one creature w/in30 feet of you
until the end of your next turn. Creature
has vulnerability to all of that attack's
damage.)
Channel Divinity: Turn Undead (undead
that can see or hear you within 30 feet
make a WIS14 save it is turned for 1
minute or until it takes any damage.
A turned creature must spend its turns
trying to move as far away from you as
it can, and it can't willingly move to a
space within 30 feet of you. It also can't
take reactions. For its action, it can use
only the Dash action or try to escape
from an effect that prevents it from
moving. If there's nowhere to move, the
creature can use the Dodge action.)
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FEATURES & TRAITS

35-ish

Tobias Mackenzie
CHARACTER NAME

5'8

AGE

150

HEIGHT

WEIGHT

Brown

Pale

Brown with gray on the ide

EYES

SKIN

HAIR

Church of Jergal: former priest
Hades: Head Cleric of the Final
Judgment
Purity: employer

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Tobias became an undertaker/priest of Jergal
after a plague killed his sister's newborn. He
wanted to comfort the living and give proper
respect to the dead. During his tenure, he
encountered a strange woman who lingered
outside his church. He confronted her one
night, found out she was a vampire, and died
staking her. The next night, he rose as a
vampire, was undead for three weeks, and got
staked by a birdman and a bunch of other
weirdos.
In the Underworld, Tobias met with Jergal,
who wanted to send him to Hell for becoming
undead. Tobias argued that he was unfairly
killed and died in protection of his church.
Jergal threw him out, unwilling to compromise.
Tobias wandered on a bridge in interplanar
space until he met Az, a woman tasked with
keeping wayward souls on the path to an
afterlife. The two talked, and she pointed him
towards Hades, the forgotten Lord of Death
and Final Judgment.

Uncomfortable at the sight of live
blood/open wounds
Works as a counselor on off-days
Left eye goes white when using Eyes of
the Grave/detection spells
Gives each body he buries a few coins to
pay the ferryman (i.e. a sack of copper)
Misses his family and village (even
though they were uncomfortable around
him)
Carries at least two spare pairs of pants
around at all times
ADDITIONAL FEATURES & TRAITS

Through some effort, Tobias made it to Hades'
domain. The two bonded over the lack of
respect for the natural order. Tobias expressed
his desire to atone for his brief undeath so he
could join his family in the afterlife. Hades
hired him as a cleric: in exchange for serving
his remaining human years, Tobias would be
able to join his family in the afterlife.
Once he broke out of a grave near where he
was staked, Tobias was alive and free to walk
the planes as the only cleric of the Final
Judgment. He worked as an undertaker (and
counselor) for Purity until Hades ordered him
to start doing field work.

CHARACTER BACKSTORY
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Cleric
SPELLCASTING
CLASS

0

3

CANTRIPS

WIS

14

+6

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Spare the Dying (30ft BA, stabilize)
Guidance (add d4 to ability check)
Toll the Dead (WIS 14, 1d8/12)
Resistance (d4 to saves)

SPELL
LEVEL

1

SLOTS TOTAL

SPELL NAME

ED

PR

7

4

EPAR

SPELLS KNOWN

SLOTS EXPENDED

● Bane (CHA 14, -d4 on attack rolls)
● False Life (1d4+4 temp hp 1 hour)
Detect Evil&Good/Magic/Poison/Disease
Divine Favor (add 1d4+4 rad 1min)
Guiding Bolt
● Healing Word (1d4+4)
● Inflict (3d10)/Cure Wounds(1d8+4)
Protect from Evil and Good
Purify Food/Drink/ Create water
● Bless
Shield of Faith (+2 AC)
Sanctuary

2

4

8

2

Aid/Augury
Blindness/Deafness
Calm Emotions/Continual Flame
Enhance Ability
Find Traps/Locate Object
Gentle Repose
Hold Person
Lesser Restoration
Prayer of Healing
Protection from Poison
Silence
Spiritual Weapon
Warding Bond/Zone of Truth

5
9
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Spell Descriptions
Bane
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a drop of blood)
Duration: Concentration, up to 1 minute

Sanctuary
Casting Time: 1 bonus action
Range: 30 feet
Components: V, S, M (a small silver mirror)
Duration: 1 minute

Up to three creatures of your choice that you
can see within range must make Charisma
saving throws. Whenever a target that fails
this saving throw makes an attack roll or a
saving throw before the spell ends, the
target must roll a d4 and subtract the
number rolled from the attack roll or saving
throw.

You ward a creature within range against
attack. Until the spell ends, any creature who
targets the warded creature with an attack or
a harmful spell must first make a Wisdom
saving throw. On a failed save, the creature
must choose a new target or lose the attack
or spell. This spell doesn’t protect the warded
creature from area effects, such as the
explosion of a fireball.

Bless
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a sprinkling of holy
water)
Duration: Concentration, up to 1 minute
You bless up to three creatures of your
choice within range. Whenever a target
makes an attack roll or a saving throw
before the spell ends, the target can roll a d4
and add the number rolled to the attack roll
or saving throw.
Detect Evil and Good
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes
For the duration, you know if there is an
aberration, celestial, elemental, fey, fiend, or
undead within 30 feet of you, as well as
where the creature is located. Similarly, you
know if there is a place of object within 30
feet of you that has been magically
consecrated or desecrated.
The spell can penetrate most barriers, but it
is blocked by 1 foot of stone, 1 inch of
common metal, a thin sheet of lead, or 3 feet
of wood or dirt.

Detect Poison and Disease
Casting Time: 1 action
Range: Self
Components: V, S, M (a yew leaf)
Duration: Concentration, up to 10 minutes
For the duration, you can sense the
presence and location of poisons, poisonous
creatures, and diseases within 30 feet of
you. You also identify the kind of poison,
poisonous creature, or disease in each case.
The spell can penetrate most barriers, but is
blocked by 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood
or dirt.

If the warded creature makes an attack or
casts a spell that affects an enemy creature,
this spell ends.
Guiding Bolt
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: 1 round

Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a drop of water if
creating water or a few grains of sand if
destroying it)
Duration: Instantaneous
You either create or destroy water.
Create Water. You create up to 10 gallons
of clean water within range in an open
container. Alternatively, the water falls as
rain in a 30-foot cube within range,
extinguishing exposed flames in the area.
Destroy Water. You destroy up to 10
gallons of water in an open container
within range. Alternatively, you destroy fog
in a 30-foot cube within range.
Enhance Ability
http://dnd5e.wikidot.com/spell:
enhance-ability

A flash of light streaks toward a creature of
your choice within range. Make a ranged spell
attack against the target. On a hit, the target
takes 4d6 radiant damage, and the next
attack roll made against this target before the
end of your next turn has advantage, thanks
to the mystical dim light glittering on the target
until then.

Aid
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a tiny strip of white
cloth)
Duration: 8 hours

Prayer of Healing
Casting Time: 10 minutes
Range: 30 feet
Components: V
Duration: Instantaneous

Your spell bolsters your allies with
toughness and resolve. Choose up to
three creatures within range. Each target’s
hit point maximum and current hit points
increase by 5 for the duration.

Up to six creatures of your choice that you
can see within range each regain hit points
equal to 2d8 + your spellcasting ability
modifier. This spell has no effect on undead
or constructs.

Augury
http://dnd5e.wikidot.com/spell:augury

At Higher Levels. When you cast this spell
using a spell slot of 3rd level or higher, the
healing increases by 1d8 for each slot level
above 2nd.
Lesser Restoration
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
You touch a creature and can end either one
disease or one condition afflicting it. The
condition can be blinded, deafened,
paralyzed, or poisoned.

Silence
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 10 minutes
For the duration, no sound can be created
within or pass through a 20-foot-radius
sphere centered on a point you choose
within range. Any creature or object
entirely inside the sphere is immune to
thunder damage, and creatures are
deafened while entirely inside it. Casting a
spell that includes a verbal component is
impossible there.
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