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	Untitled

	ClassLevel: 0
	Background: Acolyte
	PlayerName: 
	CharacterName: Flash
	Race : Goblin
	Alignment: lawful good
	XP: 0
	Inspiration: +0
	STR: -1
	ProfBonus: 
	AC: 14
	Initiative: +3
	Speed: 30
	PersonalityTraits : I've spent so long in the temple that I have little practical experience dealing with people in the outside world.
	STRmod: 8
	HPMax: 6
	DEX: +3
	HPCurrent: 
	Ideals: I trust that my deity will guide my actions. I have faith that if I work hard, things will go well.
	DEXmod : 16
	HPTemp: 
	Bonds: I would die to recover an ancient relic of my faith that was lost long ago.
	CON: +0
	HDTotal: 1
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 11
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d6
	Flaws: I judge others harshly, and myself even more severely.
	INT: +2
	Wpn Name: Dagger
	Wpn1 AtkBonus: +3
	Wpn1 Damage: 1d4 + 3 (piercing)
	INTmod: 15
	Wpn Name 2: Dart (thrown only)
	Wpn2 AtkBonus : +3
	Wpn2 Damage : 1d4 + 3 (piercing)
	WIS: +1
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Wpn3 Damage : 
	WISmod: 13
	CHA: +1
	CHamod: 12
	AttacksSpellcasting: The dagger can also be thrown 20 feet (or 60 feet with disadvantage) using the same attack bonus and damage.







	Passive: 11
	ProficienciesLang: Tool: none
Languages: Common, Elvish, Goblin, Orc
Armor: none
Weapons: none

	Equipment: a holy symbol (a gift to you when you entered the priesthood), a prayer book or prayer wheel, 5 sticks of incense, vestments, a set of common clothes, and a belt pouch containing 2 gp, ball bearings (1,000)

leather armor, dagger, 2 darts
	Features and Traits: 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. You can’t discern color in darkness, only shades of gray.

Fury of the Small. When you damage a creature with an attack or a spell and the creature’s size is larger than yours, you can cause the attack or spell to deal extra damage to the creature. The extra damage equals your level. Once you use this trait, you can’t use it again until you finish a short or long rest.

Nimble Escape. You can take the Disengage or Hide action as a bonus action on each of your turns.

Goblins are Small creatures.
	Athletics: -1
	SavingThrows: -1
	Check Box 18: Off
	SleightofHand: +3
	Stealth: +3
	ChBx Athletics: Off
	ST Strength: Off
	ChBx Sleight: Off
	ChBx Stealth: Off
	ST Dexterity: Off
	SavingThrows2: +3
	SavingThrows3: +0
	ST Constitution: Off
	ChBx Acrobatics: Off
	Acrobatics: +3
	ChBx Nature: Off
	ST Intelligence: Off
	ChBx Arcana: Off
	ChBx History: Off
	ChBx Investigation: Off
	SavingThrows4: +2
	Arcana: +2
	History: +2
	ChBx Religion: Yes
	Investigation: +2
	Nature: +2
	Religion: +2
	Survival: +1
	ChBx Survival: Off
	Animal Handling: +1
	Medicine: +1
	ST Wisdom: Off
	ChBx Animal: Off
	ChBx Insight: Yes
	ChBx Perception: Off
	Perception: +1
	SavingThrows5: +1
	SavingThrows6: +1
	Deception: +1
	Intimidation: +1
	Performance: +1
	Persuasion: +1
	ST Charisma: Off
	ChBx Deception: Off
	ChBx Intimidation: Off
	ChBx Performance: Off
	ChBx Persuasion: Off
	Insight: +1
	CharacterName 2: Flash
	Age: 12
	Height: 4'4"
	Weight: 35 lbs.
	Eyes: pink
	Skin: orange
	Hair: wispy, changes color in the light
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: Goblins are known throughout Sharn, and in many cases their presence is accepted or at least tolerated. For some goblin clans in the Cogs, though, this is not the case - they are often faced with severe adversity and outright hostility; the environment of the Cogs is not known for peaceful living.

Flash was surrendered to the Church of the Silver Flame as an infant, and has spent his life in contemplation and in pursuit of peaceful resolution to life's problems. During a particularly stirring sermon, Flash muttered to himself that he wished that he could be rid of all the ne'er-do-wells in the Cogs, and two things happened: he knew it was false when he said it (he didn't honestly wish ill of anyone), and one of his teeth fell out. Whether this was because he was still a child and his adult teeth were growing in or because the gods saw fit to punish him for his idle wish is not entirely clear.

Since that day, Flash has been keeping his teeth in a bag as they fall out and will sometimes consult them for whatever messages they might impart. Most recently, he discerned that he should be on the lookout for a motley group on a mission for Morgrave University.
	Feat+Traits: Feature: Shelter of the Faithful
As an acolyte, you command the respect of those who share your faith, and you can perform the religious ceremonies of your deity. You and your adventuring companions can expect to receive free healing and care at a temple, shrine, or other established presence of your faith, though you must provide any material components needed for spells. Those who share your religion will support you (but only you) at a modest lifestyle.

You might also have ties to a specific temple dedicated to your chosen deity or pantheon, and you have a residence there. This could be the temple where you used to serve, if you remain on good terms with it, or a temple where you have found a new home. While near your temple, you can call upon the priests for assistance, provided the assistance you ask for is not hazardous and you remain in good standing with your temple.


	Treasure: a bag containing forty-seven goblin teeth, one of which is rotten. 

pole of collapsing (common magic item, Xanathar's Guide to Everything)

While holding this 10-foot pole, you can use an action to speak a command word and cause it to collapse into a 1-foot-long rod, for ease of storage. The pole’s weight doesn’t change. You can use an action to speak a different command word and cause the rod to revert to a pole; however, the rod will elongate only as far as the surrounding space allows.
	CHARACTER IMAGE: 


