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additional features & traits

additional treasure



Total Slots Expended Slots

©
20

23
 O

pe
n 

De
si

gn
 L

LC
. P

er
m

is
si

on
 g

ra
nt

ed
 to

 c
op

y 
th

is
 c

ha
ra

ct
er

 s
he

et
 fo

r p
er

so
na

l u
se

.

1

0 Cantrips

2

3

4 

5

6

7

8

9

Spellcaster Class & Circle

character name

ability save dc bonus

Total Slots Expended Slots Total Slots Expended Slots

Total Slots Expended SlotsTotal Slots Expended Slots

Total Slots Expended Slots

Total Slots Expended Slots

Total Slots Expended Slots

Total Slots Expended Slots



/ 

Death's Mirror
Ring, uncommon 1,000 gp

Made from woven lead and silver, this ring fits only
on the hand’s smallest finger. As the moon is a dull
reflection of the sun’s glory, so too is the power within
this ring merely an imitation of the healing energies
that can bestow true life. The ring has 3 charges and
regains all expended charges daily at dawn. While
wearing the ring, you can expend 1 charge as a bonus
action to gain 5 temporary hit points for 1 hour.

Feather Token

Wounderous item, (rare) 2,000 gp

This black feather is shaped like a crescent moon. As an 
action, you can brush the feather over a willing creature’s 
eyes to grant it the ability to see in the dark. For 1 hour,
that creature has darkvision out to a range of 60 feet, 
including in magical darkness. Afterwards, the feather 
disappears.

Moonsteel Scythe Weapon
Weapon, rare 2,000 gp

The blade of this magic weapon seems to shine from 
within with a pale, white light. The weapon deals an 
extra 1d6 radiant damage to any creature it hits. If the 
creature is a shapechanger or any other creature not in its 
true form, it becomes frightened until the start of your 
next turn. At the start of its turn, a creature frightened in 
this way must succeed on a DC 13 Charisma saving throw 
or immediately return to its true form. For the purpose 
of this weapon, “shapechanger” refers to any creature 
with the Shapechanger trait.


	Class & Level: Cleric / 3rd / PG 10
	Text10: +1
	Ability: W+2
	Save DC: 12
	Bonus: SP+4
	Level 6 Slots: 
	Level 6 Expended Slots: 
	Level 1 Slots: 3
	Level Expeneded Slots: 
	Level 3 Expended Slots: 
	Level 4 Slots: 
	Level 4 Expended Slots: 
	Level 7 Slots: 
	Level 7 Expended Slots: 
	Level 8 Slots: 
	Level 8 Expended Slots: 
	Level 2 Slots: 4
	Level 2 Expended Slots: 
	Level 5 Slots: 
	Level 5 Expended Slots: 
	Level 3 Slots: 4
	Level 9 Expended Slots: 
	Level 9 Slots: 
	Cantrips 1: Guidance (Abj) 1 action VS
	Cantrips 2: Resistance (Abj) 1 action VSM  Touch
	Cantrips 3: Spare the Dying (Nec) 1 action VS 10ft
	Cantrips 4: 
	Cantrips 5: 
	Cantrips 6: 
	Cantrips 7: 
	Cantrips 8: 
	Cantrips 9: 
	Spellcaster Class & Circle: Cleric / War Domain
	Level One 1: (Do) Divine favor
	Level One 2: (Do) Shield o Faith
	Level One 3: Bless (Enc) 1 action VSM 30ft
	Level One 4: Command (Ench) 1 action 60ft
	Level One 5: Cure Wounds (Evo) 1 action VS
	Level One 6: Detect Evil/Good (Div) 1 action VS Conc
	Level One 7: Protection Evil/Good (Abj) 1 action VSM  Touch
	Level One 8: Sanctuary (Abj) 1 bonus VSM 
	Level One 9: Shield of Faith (Abj) 1 bonus VSM  60ft
	Level One 10: ---------------RITUAL--------------------
	Level One 11: (A) Unseen Servant (Con)
	Level One 12: (D) Detect Poison & Disease (Tran)
	Level One 13: (D) Purify Food & Drink (Tran)
	Level Two 1: (Do) Magic Weapon
	Level Two 2: (Do) Spritual Weapon
	Level Two 3: Aid (Abj) 1 action VSM 30ft
	Level Two 4: Calm Emotions (Enc) 1 action VS 60 ft
	Level Two 5: Gentle Repose (Necr) 1 action VSM  touch
	Level Two 6: Hold Person (Ench) 1 action VSM 60ft
	Level Two 7: Lesser Restoration (Abj) 1 action VS Insta
	Level Two 8: Silence (Ill) 1 action VSM 120ft Conc
	Level Two 9: Warding Bond (Tran) 1 action VSM  Touch
	Level Two 10: ---------------RITUAL--------------------
	Level Two 11: (A) Arcanist's Magic Aura (Ill)
	Level Two 12: (D) Augury (Div)
	Subclass: War Domain / PG 14
	Experience Points: 900
	Character Name: Seno Fosh 
	Player Name: You
	Lineage: Human / PG 26
	Heritage: Grove / PG 28
	Background: Adherent / PG 30
	Strength: 13
	Constitution: 9
	Intelligence: 12
	Wisdom: 15
	Dexterity: 12
	Dexterity 1: +1
	Strength Save: +1
	Dexteri: +1
	Constitution Save: -1
	Constitution 2: -1
	Intelligence 1: +1
	Intelligence Save: +1
	Wisdom Save: +4
	Wisdom 1: +2
	Charisma Save: +4
	Charisma: 15
	Charisma 1: +2
	Proficiency Bonus: +2
	Status: 
	Initiative: +1
	Speed: 30ft
	Passive Insight: 12
	Passive Investigation: 12
	Passive Perception: 14
	Armor Class with Shield: 
	Armor Class No Shield: 16
	Conditions: 
	Hit Points Max: 18
	Hit Points Current: 18
	Hit Points 10: 
	Hit Dice Type: d8
	Hit Dice Used: 0
	Hit Dice Max: 3
	Proficiencies, Languages, & Talents: ----------TOOLS----------
(P) Caligraphers
(P) Flute

--ARMOR WEAPONS--
• light, medium, heavy shields.
• simple, martial, longsword, shortsword, short bow, & long bow

--LANGUAGES / PG 27--
• Common, Elvish,Void 

-----------TALENT---------
• Ritualist Arcane, 1st & 2nd ring PG 33
	Treasure & Equipment: • Priest Pack, Holy Symbol
• Tools: Caligraphers Supplies, Flute
• Ceremonial dagger, a
reliquary (holy symbol), a block of fragrant incense,
vestments, common clothes, pouch

	Features & Traits: • Ambitious; Prof in a skill of choice.
• Canopy Walker, climb speed equal to walk.
• Elf Weapon Training
------------CLASS------------
• 1st Spellcasting 
• 1st Manifestation of Might
• 2nd Channel Divinity 1/rest
• 3rd Divine Domain

	PP: 
	GP: 10
	SP: 
	CP: 
	Luck 2: Off
	Luck 4: Off
	Luck 5: Off
	Luck 3: Off
	Charisma Save 2: Yes
	Wisdom Save 2: Yes
	Intelligence Save 3: Off
	Constition Save 3: Off
	Dexterity Save 3: Off
	Luck 1: Off
	Death Saves 2: Off
	Failures 1: Off
	Failures 2: Off
	Failures 3: Off
	Death Saves 1: Off
	Exhaustion 1: Off
	Exhaustion 2: Off
	Exhaustion 3: Off
	Exhaustion 4: Off
	Exhaustion 5: Off
	Exhaustion 6: Off
	Skill 1: 
	Skill 2: 
	Skill 3: 
	Skill 4: 
	Skill 5: 
	Skill 6: 
	Skill 7: 
	Skill 8: 
	Skill 9: 
	Skill 10: 
	Skill 11: 
	Skill 12: 
	Skill 13: 
	Skill 14: 
	Skill 15: 
	Skill 16: 
	Skill 17: 
	Skill 18: 
	Attack 1: Scythe
	Attack Range 1: 2 handed heavy
	Attack Bonus 1: +3
	Attack Damage 1: 2d4+1 / s
	Attack 2: Dagger
	Attack Bonus 2: +3
	Attack Range 2: Finesse light
	Attack 3:     Thrown
	Attack Bonus 3: +3
	Attack Damage 3: 1d4+1 / p
	Attack Range 3: Thrown 20/60ft
	Attack 4: 
	Attack Bonus 4: 
	Attack Damage 4: 
	Attack Range 4: 
	Attack 5: 
	Attack Bonus 5: 
	Attack Damage 5: 
	Attack Range 5: 
	Attack 6: 
	Attack Bonus 6: 
	Attack Damage 6: 
	Attack Range 6: 
	Attack 7: 
	Attack Bonus 7: 
	Attack Damage 7: 
	Attack Range 7: 
	Character Apperance: 
	Allies & Organizations: Name: Seno (Sen-O) Fosh (Fo-shh)
• Valiant Four 
Unthar Shalehart
Elaizon Hailsigh
Seno Fosh 
Ghada Zayd

	Backstory: Seno Fosh was raised in the mystical sanctuary of the moon goddess Artemis. Trained within its sacred walls, Seno embraced her destined path as a devoted cleric, honing her skills under the temple priests' watchful guidance.

Her affinity for the scythe was undeniable, seeing it as a potent symbol of the moon goddess's dominion over life's cycles. For her, its curve held the power of death and rebirth, a testament to lunar might.

Tragedy befell her when a powerful vampire baroness claimed her temple mother and mentor's life. Hatred for the undead consumed her, particularly for the one responsible. Thus, her heart burned with an unyielding fury.

In the moonlit tapestry of her existence, this human cleric emerges. With a scythe, she becomes the beacon against the encroaching darkness, fueled by a thirst for justice. Her destiny unfurls, an indomitable spirit rising to face the shadows.

Her scythe, a relic beyond mortal scale, radiated with divine energy. Adorned with lunar reverence, a moon ornament graced her hair, a cherished holy symbol. The moon-shaped belt buckle whispered its allegiance to celestial forces.

And those boots, imbued with whimsy, became her enchanted companions—the legendary moon boots, carrying her with ethereal grace and linking her to the grand hunt in the realm.
	Additional Features & Traits: Manifest Might. You gain proficiency with heavy armor and martial weapons. Additionally, you gain the ability to infuse your weapon strikes with divine energy. Once on each of your turns when you hit a creature with a weapon attack, you can cause the attack to deal additional radiant or necrotic damage (your choice) equal to your PB.

---WAR DOMAIN--- PG 14
• Mark of Triumph: As a bonus action, you present your holy symbol and mystically mark one creature you can see within 30 feet of you. Until the start of your next turn, any creature who attacks a marked creature has advantage on the first attack roll they make against it.

• Disciple of War: When you successfully hit a creature while using the Attack action, you can choose to make an additional weapon attack as part of that same action. You can use this feature a number of times equal to your PB. You regain all expended uses when you finish a long rest.
	Additional Treasure: Moonstreel Scythe VoM pg 28
Death's Mirror: VoM pg 73
Black Feater Token: VoM pg 136
Backpack
• (-lbs) Sealing Wax
• (5lb) Waterskin
• (1lb) Holy Water (flask)
• (1/2lb) Mirror steel
	Adventure Motivation: • Seno was trained in the temple of Artemis to spot deceivers in the Laybrinthe under any moon.
• She joined the valiant to continue her studies and test her limits.
	Age: 33
	Height: 6'5"
	Weight: 202 lbs
	Skin: Perfect
	Eyes: Iron Grey
	Hair: Black / Violet
	Level Three 1: (D) Fear
	Level Three 2: (D) Spirit Guardians
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	Armor 1: Half plate
	Properties 1: Noisy
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