
Proficiencies

Weapons Simple melee and ranged

Armor Light armor, chainmail

Wands ☑ ☑

Equipment

☑ Any weapon:

☑ Any wand:
☑ Chainmail (+6 AC, already included)

☐ Any weapon:
OR ☐ Any wand:

☐ incense (worth 20gp) OR ☐ a foreign idol
OR ☐ a prayer wheel OR ☐ wriƟng kit

☑ Dungeoneer's pack (backpack, bedroll, flint & steel, belt

pouch, 10 days raƟons, waterskin, 2 glowbaskets, 50' rope)

Loot and Plunder

gold pieces silver pieces copper pieces

In Play

Current HP

/
Max HP Bloodied

Recoveries

Recovery Value

Impetus ⛺
Level 3

⛺
Level 7

⛺

Channel Faith

Short rest (5 mins) Regain Impetus, regain Channel, spend recoveries
to heal

Stamina 🌣
Level 5

🌣
Level 9

🌣

AcƟon Points

Long rest (6 hours) Regain Stamina, heal to maximum HP, regain all
spent recoveries, set AcƟon Points to 1

Name Faith

Party Class Cleric

Abilities and Skills

Distribute +3, +2, +1, +0 and -1 between abiliƟes, then add +1
to any one ability.

Train 4 more skills of your choice. Religion is already trained.

Strength

☐ AthleƟcs
☐ Endurance

Dexterity

☐ AcrobaƟcs
☐ IniƟaƟve
☐ Sleight of Hand
☐ Stealth

Intelligence

☐ Arcana
☐ History
☑ Religion

Wisdom

☐ Dungeoneering
☐ Heal
☐ Insight
☐ Nature
☐ PercepƟon

Charisma

☐ Bluff
☐ Diplomacy
☐ InƟmidate
☐ Streetwise

Welcome to ...

The Seraph
Divine Leader
A bright-eyed philosopher-knight, the
Seraph is an inspiraƟon to their allies and
formidable in baƩle in their own right.

✨



Level
AƩack

(weapon / spell) AC Fort Reflex Will
Skills*

(trained / untrained) HP (bloodied) / recovery Other XP for next

1 +7 / +5 16 13 12 15 +5 / +0 29 (14) / 7 1,000
2 +8 / +6 17 14 13 16 +6 / +1 34 (17) / 8 Talent 2,250
3 +9 / +7 18 15 14 17 +6 / +1 39 (19) / 9 Impetus Power 3,750
4 +10 / +8 19 16 15 18 +7 / +2 44 (22) / 11 Feat 5,500
5 +11 / +9 20 17 16 19 +7 / +2 49 (24) / 12 Stamina Power 7,500
6 +12 / +10 21 18 17 20 +8 / +3 54 (27) / 13 Talent 10,000
7 +13 / +11 22 19 18 21 +8 / +3 59 (29) / 14 Feat, Impetus Power 13,000
8 +14 / +12 23 20 19 22 +9 / +4 64 (32) / 16 16,500
9 +15 / +13 24 21 20 23 +9 / +4 69 (34) / 17 Stamina Power 20,500

10 +16 / +14 25 22 21 24 +10 / +5 74 (37) / 18 Talent, Feat 25,500

 +2 AC and Reflex if equipped with a shield. Adjust AC if unarmored.
* Add the relevant ability, for example Strength for AthleƟcs. Current XP

Feats

At levels 4, 7 and 10, add a feat from any you meet the
requirements for.

Armored Grace No speed reducƟon from heavy armor or skill
penalty from heavy armor or heavy shield.

Ancestry

Level 4

Level 7

Level 10

Other

Other

Talents

At levels 2, 6 and 10, add a talent from any skill you have
proficiency in.

Ancestry

Level 2

Level 6

Level 10

Other

Other

Other

Class Features

Channel Faith You can Channel Faith once per
encounter. Your opƟons are censure undead and one
other: ☐ Light ward☐ Shielded soul
☐Wrath of the she-bear☐ Guidance

Powers

Ⓔ SwiŌ healing, Ⓔ ForƟfying healing, ⛺ Rallying strike,
🌣 Sunlit smite.

⛺ Levels 3 and 7 – choose one

☐ Trumpet of triumph

☐ Blade of light

☐ Starburst
☐ The SpliƩer

☐ Beam

☐ Sapping blow

☐ Sacred blue

🌣 Levels 5 and 9 – choose one

☐ Glorious rush

☐ Prophesized one
☐ Angelfall

☐ Pillar of fire

☐ Swords to ploughshares

Ancestry

Paste your ancestry here



Censure Undead

Standard AcƟon● Channel Faith
Near burst 2, all undead
AƩack vs Will

Hit 2d8 + your level radiant damage.
Target is pushed 5 squares and
immobilized unƟl the end of their next
turn.

Miss Half damage. Target is pushed 2
squares.
Level 11 Near burst 5 instead. Level 21
Near burst 8, 3d8 damage instead.

✨ 1/36
Channel Faith ● Channel Faith, Divine,
Radiant, Spell



Sunlit Smite

Standard AcƟon🌣 Stamina
Melee or Ranged weapon, one target
AƩack vs AC

Hit 3dW + your level radiant damage,
and 5 persistent fire damage (save
ends).

Miss Half damage.
Special You can use sunlit smite mulƟple
Ɵmes a day, spending 1 Stamina each
Ɵme.

Cleric Level 1
● Divine, Radiant, Weapon ✨ 9/36



Shillelagh

Standard AcƟon
Melee weapon, one target
AƩack vs AC

Hit 2dW + double level damage and the
target is dazed unƟl the end of their
next turn.

Level 21 3dW + double level damage
instead.

☑ ✋ Club 1d8 damage
☑ 👐 Greatclub 1d10 damage

☐ ✋ Light mace 1d10 damage

☐ 👐 Heavy mace 1d12 damage

Armament Level 1
● Maces and Clubs, Weapon ✨ 17/36



Blade of Light

Standard AcƟon⛺ Impetus
Melee weapon, one creature
AƩack vs AC

Hit 3dW + your level radiant damage.

Effect You or an ally within 5 squares can
spend a recovery to heal their recovery
value.

Cleric Level 3
● Divine, Healing, Radiant, Weapon ✨ 25/36



Pillar of Fire

Standard AcƟon🌣 Stamina
Far burst 2 within 10, all enemies
AƩack vs Reflex

Hit 3d10 + level fire damage.

Miss Half damage.
Cantrip You can cause flames within 6
squares to flicker, brighten, dim, or
change color as a swiŌ acƟon or create
light as bright as a lantern from your
hand or forehead.

Cleric Level 5
● Divine, Fire, Spell ✨ 33/36



Cleric Feats

Deep Faith Channel Faith an addiƟonal Ɵme per encounter
(you cannot choose the same power twice in an encounter).

Overflowing Life Each Ɵme you use swiŌ healing or forƟfying
healing, you heal yourself for 4 HP.

Wand Proficiency R�Ö��ã��½�
Proficient with a wand: ______________________

Wand Proficiency R�Ö��ã��½�
Proficient with a wand: ______________________

Scale Armor Proficiency Scale armor gives +7 AC (+1 more
than chainmail). Requires Chainmail Proficiency

Skill Training R�Ö��ã��½�
Become trained in a skill of your choice.

Skill Training R�Ö��ã��½�
Become trained in a skill of your choice.

Skill Training R�Ö��ã��½�
Become trained in a skill of your choice.

Skill Training R�Ö��ã��½�
Become trained in a skill of your choice.

Seize Advantage Treat immobilized and slowed targets as off-
guard. Level 11, Deafened and weakened targets are also off-
guard.

Hop To It Whenever one of your powers causes an ally to
spend a recovery, that ally can shiŌ 2 squares.

Shield Proficiency
You are proficient with light and heavy shields.

Touch of Grace You get a +1 bonus on all saving throws. Level
11, +2 instead. Level 21, +3 instead.

Religion Talents

Bless R�½®¦®ÊÄ
Add Bless to your powers.

Cure Wounds R�½®¦®ÊÄ
Add Cure wounds to your powers.

Mass Cure Wounds R�½®¦®ÊÄ Add Mass cure wounds to your
powers. Requires Level 10 or higher

Shield of Faith R�½®¦®ÊÄ
Add Shield of faith to your powers.

Applied Guidance R�½®¦®ÊÄ Whenever you would make a
Wisdom ability check, you can make a Religion skill check
instead.

Human Ancestry

Medium natural humanoid (human)

Speed 6 squares

Languages☑ Common, one of:
☐ Goblin  ☐ Dwarvish  ☐ Elvish  ☐ Giant

Skill Training Tick a skill of your choice.

Ancestry Feat Add a human feat.

Bonus Feat Add a human or class feat.

General Talent Add one from any skill you have
proficiency in.

Human Feats

Skill Acuity Choose a talent from any skill you have proficiency
in. Requires Level 2 or higher

AcƟon Hero During the acƟon you gain by spending an acƟon
point, you get a +2 bonus to aƩack rolls and damage.

Teamwork When you aid an ally, instead of the +2 bonus they
may reroll their roll and take the higher result.

Touch of Grace You get a +1 bonus on all saving throws. Level
11, +2 instead. Level 21, +3 instead.


