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	Back_Character Name: Nova Amaril
	Back_Distinguishing Marks: Mark of Sandail
	Back_Weight: 60KG
	Back_Height: 165
	Back_Scars: none
	Back_Eyes: White
	Back_Skin: Pale
	Back_Hair: Whiteblond
	Back_Character Portrait: 
	Back_Personality Traits: I’ve spent so long in the temple that I have little practical experience dealing with people in the outside world.

I am tolerant of other faiths and respect (or condemn) the worship of other gods.
	Back_Ideals: Aspiration. I seek to prove myself worthy of my god’s favor by matching my actions against his or her teachings.
	Back_Bonds: I will someday get revenge on the corrupt temple hierarchy who branded me a heretic.
	Back_Flaws: I am suspicious of strangers and expect the worst of them.
	Back_Background: Nova, is a cleric from the "Ordex Sanctum Finrimbel", a well known family of clerics. atleast, she used to be. After pledging faith to Sandail lady of the sea and moon, she was thrown out of the organisation, and her family home. Her family disowned her and would never speak to her again. Nova left her home and moved forward, she always will. Now she changed her last name from Fingolor (meaning Sun's servant) to Amaril (meaning Dawnbreaker), with a new new, she decided it was time for a new life.
	Back_Allies: 
The furious Four
Philber
	Back_Additional Features & Traits: resilient
Nova always finds a way to get herself out of a situation, she´s smart, a quick thinker and creative.

Determination
growing up having to praise a god that you´re not feeling related to, takes a lot of will power. Nova learned how to stay determined and gives up very rarely.

Trust issues
Nova´s past made it hard for het to trust people in this new world she´s living in, she has to overcome her fear, to let people get close to her.

helpfull
although she is a true neutral, Nova does like to help people. Being a cleric has it´s obligations, and she commonly feels the need to help people. This need for helping people does have it´s limits tho, she hates disrespectful people, and is aware when someone isn´t totally honest.

self preservence
Nova knows she has to take care of herself, no one else will. When situations are dire, she might have a hard time deciding to help her companions, or saving herself.
	Back_Enemies: Ordex Sanctum Finrimbel
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Alms Box
Backpack
Container
Blanket
Block of Incense x2
Candle x10
Censer
Clothes, Common
Dagger x 2
Light Armor Leather
Mace
Rations x1
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	Back_Age: 21
	Front_Background: Acolyte
	Front_Race: Half-Elf
	Front_Alignment: Light
	Front_XP: (milestone)
	Front_Archetype: Light
	Front_Level: 3
	Front_Proficiency: 3
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	Front_Passive Insight: 15
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	Front_Racial Traits: Darkvision
Thanks to your elf blood, you have superior vision in dark and dim conditions. 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.

Fey Ancestry
You have advantage on saving throws against being charmed, and magic can’t put you to sleep.
	Front_Proficiency Persuasion: Off
	Front_Light Armour: Off
	Front_Medium Armour: Off
	Front_Heavy Armour: Off
	Front_Simple Weapons: Yes
	Front_Martial Weapons: Off
	Front_Shields: Off
	Front_Languages: Common, Elvisch, Celestial, Sylvan, Draconic
	Front_Tools: 
	Front_Passive Perception: 15
	Front_AC: 12
	Front_Shield Bonus: 
	Front_Initiative: +1
	Front_Speed: 30
	Front_Current HP: 
	Front_Temp HP: 
	Front_Max HP: 24
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Damage 1: 1D4+1
	Front_Weapon Name 2: Mace
	Front_Weapon Name 3: unarmed Strike
	Front_Weapon Atk Bonus 3: 1D20+1
	Front_Weapon Atk Bonus 2: 1D20+1
	Front_Weapon Damage 2: 1D6-1
	Front_Weapon Damage 3: 1-1=0
	Front_Spell Atk: +5
	Front_Spell DC: 15
	Front_Used Hit Dice: 
	Front_Total Hit Dice: 
	Front_Spell Slots Level: 
	Front_Weapon Name 1: Dagger
	Front_Weapon Atk Bonus 1: 1D20+3
	Front_Fail 1: Off
	Front_Spell Range 1: Touch
	Front_Spell Casting Time 1: 1 action
	Front_Spell Save 1: 
	Front_Spell Effect 1: You touch a living creature that has 0 hit opint. THe creature becomes stable.
	Front_Spell Concentration 1: Off
	Front_Spell Range 2: 5 feet
	Front_Spell Casting Time 2: 1 action
	Front_Spell Save 2: Constitution
	Front_Spell Concentration 2: Off
	Front_Spell Effect 2: Radiance burst around you, creatures of choice take 1D6 radiant damage.
	Back_SP: 
	Back_EP: 
	Back_GP: 
	Back_PP: 
	Front_Inspiration Used: 
	Front_Spell Slot 1st 1: Yes
	Front_Spell Slot 1st 2: Yes
	Front_Spell Slot 1st 3: Yes
	Front_Spell Slot 1st 4: Yes
	Front_Spell Slot 2nd 1: Yes
	Front_Spell Slot 2nd 2: Yes
	Front_Spell Slot 2nd 3: Off
	Front_Spell Slot 3rd 1: Off
	Front_Spell Slot 3rd 2: Off
	Front_Spell Slot 3rd 3: Off
	Front_Spell Slot 4th 1: Off
	Front_Spell Slot 4th 2: Off
	Front_Spell Slot 4th 3: Off
	Front_Spell Slot 5th 3: Off
	Front_Spell Slot 5th 1: Off
	Front_Spell Slot 5th 2: Off
	Front_Spell Slot 6th 1: Off
	Front_Spell Slot 6th 2: Off
	Front_Spell Slot 7th 2: Off
	Front_Spell Slot 7th 1: Off
	Front_Spell Slot 8th 1: Off
	Front_Spell Slot 9th 1: Off
	Front_Spell Name 1: Light (light domain)
	Front_Spell Level 1: 0
	Front_Spell Ritual 1: Off
	Front_Spell Level 2: 0
	Front_Spell Ritual 2: Off
	Front_Spell Name 2: Word of Radiance
	Front_Spell Level 3: 0
	Front_Spell Ritual 3: Off
	Front_Spell Name 3: Sacred flame
	Front_Spell Level 4: 0
	Front_Spell Ritual 4: Off
	Front_Spell Name 4: Spare the Dying
	Front_Spell Level 5: 
	Front_Spell Ritual 5: Off
	Front_Spell Name 5: 
	Front_Spell Level 6: 1
	Front_Spell Ritual 6: Off
	Front_Spell Name 6: Bless
	Front_Spell Level 7: 1
	Front_Spell Ritual 7: Off
	Front_Spell Name 7: Faerie Fire (domain spell)
	Front_Spell Level 8: 1
	Front_Spell Ritual 8: Off
	Front_Spell Name 8: Healing Word
	Front_Spell Level 9: 1
	Front_Spell Ritual 9: Off
	Front_Spell Name 9: Cure Wounds
	Front_Spell Level 10: 
	Front_Spell Ritual 10: Off
	Front_Spell Name 10: 
	Front_Spell Level 11: 2
	Front_Spell Ritual 11: Off
	Front_Spell Name 11: Scorching Ray
	Front_Spell Level 12: 2
	Front_Spell Ritual 12: Off
	Front_Spell Name 12: Blindness/deafness
	Front_Spell Level 13: 2
	Front_Spell Ritual 13: Off
	Front_Spell Name 13: Prayer of Healing
	Front_Spell Level 14: 
	Front_Spell Ritual 14: Off
	Front_Spell Name 14: 
	Front_Spell Level 15: 
	Front_Spell Ritual 15: Off
	Front_Spell Name 15: 
	Front_Spell Level 16: 
	Front_Spell Ritual 16: Off
	Front_Spell Name 16: 
	Front_Spell Level 17: 
	Front_Spell Ritual 17: Off
	Front_Spell Name 17: 
	Front_Spell Level 18: 
	Front_Spell Ritual 18: Off
	Front_Spell Name 18: 
	Front_Spell Level 19: 
	Front_Spell Ritual 19: Off
	Front_Spell Name 19: 
	Front_Spell Level 20: 
	Front_Spell Ritual 20: Off
	Front_Spell Name 20: 
	Front_Spell Level 21: 
	Front_Spell Ritual 21: Off
	Front_Spell Name 21: 
	Front_Spell Level 22: 
	Front_Spell Ritual 22: Off
	Front_Spell Name 22: 
	Front_Spell Level 23: 
	Front_Spell Ritual 23: Off
	Front_Spell Name 23: 
	Front_Spell Level 24: 
	Front_Spell Ritual 24: Off
	Front_Spell Name 24: 
	Front_Spell Level 25: 
	Front_Spell Ritual 25: Off
	Front_Spell Name 25: 
	Front_Spell Level 26: 
	Front_Spell Ritual 26: Off
	Front_Spell Name 26: 
	Front_Spell Level 27: 
	Front_Spell Ritual 27: Off
	Front_Spell Name 27: 
	Front_Spell Level 28: 
	Front_Spell Ritual 28: Off
	Front_Spell Name 28: 
	Front_Spell Level 29: 
	Front_Spell Ritual 29: Off
	Front_Spell Name 29: 
	Front_Spell Level 30: 
	Front_Spell Ritual 30: Off
	Front_Spell Name 30: 
	Front_Spell Level 31: 
	Front_Spell Ritual 31: Off
	Front_Spell Name 31: 
	Front_Spell Level 32: 
	Front_Spell Ritual 32: Off
	Front_Spell Name 32: 
	Front_Domain Feature 6: 
	Front_Domain Feature 8: 
	Front_Domain Feature 17: 
	Front_Domain Feature 1: Warding Flare:
you can interpose divine light between yourself and an attacking enemy. When you are attacked by a creature within 30 feet of you that you can see, you can use your reaction to impose disadvantage on the attack roll, causing light to flare before the attacker before it hits or misses. An attacker that can't be blinded is immune to this feature.

You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You regain all expended uses when you finish a long rest.
	Front_Channel Divinity Domain: Channel Divinity: Radiance of the Dawn
As an action, you present your holy symbol, and any magical darkness within 30 feet of you is dispelled. Additionally, each hostile creature within 30 feet of you must make a Constitution saving throw. A creature takes radiant damage equal to 2d10 + your cleric level on a failed saving throw, and half as much damage on a successful one. A creature that has total cover from you is not affected.
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