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Nature Domain Cleric 1

Faction Agent (Emerald Enclave)

1,.: CLASS & LEVEL BACKGROUND PLAYER NAME
Khas'ris Cedarmane
Centaur Neutral
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[ STRENGTH P | see omens in every event and action. The gods try
15 2 4 O to speak to us, we just need to listen
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©® 1 Charisma I would die to recover an ancient relic
— of my faction that was lost long ago.
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© _2_ History Fey: Your creature type is fey, rather than
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© 5 |Insight Hooves 4 1d4+2 B humanoid.
O 1 Intimidation Mace +4 1d6+2 B Charge: If you move at least 30 feet straight
(W\, O o Investigation toward a target and then hit it with a melee
— & L Crossbo +4 1d8+2 P weapon attack on the same turn, you can
O _3  Medicine immediately follow that attack with a bonus
y
3 ©® 2 Nature . action, making one attack against the target
Thorn Whlp +5 1d6 P with your hooves.
O 3 Perception
> < O 4 Performance Hooves: Your hooves are natural melee
weapons, which you can use to make unarmed
(m\ O _-1_ Persuasion strikes. If you hit with them, you deal
© 2 Religion bludgeoning damage equal to 1d4 + your
g Strength modifier, instead of the bludgeoning
= 1 O _2 Sleight of Hand damage normal for an unarmed strike.
O _2_ stealth Equine Build: You count as one size larger
] ® s survival S when Qetermining your carrying capacity and
the weight you can push or drag.
Q SKILLS A N ATTACKS & SPELLCASTING y In addition, any climb that requires hands and
feet is especially difficult for you because of
o your equine legs. When you make such a
13 PASSIVE WISDOM (PERCEPTION) j Holy Symbol climb, each foot of movement costs you 4
Mace extra feet instead of the normal 1 extra foot.
Light Crossbow .
r 20 Bolds Safe Haven: As a faction agent, you have
s H Shield access to a secret network of supporters and
Armor: nght’ MEdlum’ Heavy’ Pouch operatives who can provide assistance on your

Shields

Languages: Common, Elvish,
Sylvan

Weapons: Simple Weapons

OTHER PROFICIENCIES & LANGUAGES

Emblem of the Emerald Enclave
A copy of a seminal faction text
Backpack

Bedroll

Mess Kit

Tinderbox

10 Torches

10 Rations

Waterskin

50 ft. Hemp Rope

EQUIPMENT

adventures. You know a set of secret signs
and passwords you can use to identify such
operatives, who can provide you with access
to a hidden safe house, free room and board,
or assistance in finding information. These
agents never risk their lives for you or risk
revealing their true identities.

Ritual Casting: You can cast a cleric spell as a
ritual if that spell has the ritual tag and you

have the spell prepared. J

FEATURES & TRAITS




AGE HEIGHT WEIGHT

CHARACTER NAME

EYES SKIN HAIR

CHARACTER APPEARANCE

Khas'ris is an agent of the
Emerald Enclave
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CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS
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