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	ClassLevel: Rogue 3
	Background: Acolyte
	PlayerName: 
	CharacterName: Cecilia
	Race : Human (Unknown)
	Alignment: Lawful Neutral
	XP: 
	Inspiration: 
	STR: 8
	ProfBonus: +2
	AC: 14
	Initiative: +3
	Speed: 30
	PersonalityTraits : Blindly devoted, unrepenting, unflinching. The decisions of the path of ascension must be carried on with no room for doubt.
	STRmod: -1
	HPMax: 21
	ST Strength: -1
	DEX: 16
	HPCurrent: 
	Ideals: I trust that the Temple will guide my actions through the Light of Dura. Their word is law and it must be upheld.
	DEXmod : +3
	HPTemp: 
	Bonds: The path of ascension guides me. Their guidance is all I need.
	CON: 12
	HDTotal: 3d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +1
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: Blind from birth, I have made it an asset in my work, but am still vulnerable to some of its downsides.
	INT: 15
	ST Dexterity: +5
	ST Constitution: +1
	ST Intelligence: +4
	ST Wisdom: +1
	ST Charisma: +0
	Acrobatics: +5
	Animal: +1
	Athletics: -1
	Deception : +0
	History : +2
	Insight: +3
	Intimidation: +0
	Check Box 11: Off
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Dagger
	Wpn1 AtkBonus: 1d4
	Wpn1 Damage: Piercing
	INTmod: +2
	Wpn Name 2: Wrist B
	Wpn2 AtkBonus : 1d6
	Wpn2 Damage : Piercing
	Investigation : +6
	WIS: 13
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +2
	Wpn3 Damage : 
	Perception : +3
	WISmod: +1
	CHA: 10
	Nature: +2
	Performance: +0
	Medicine: +2
	Religion: +4
	Stealth : +7
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Yes
	Check Box 40: Off
	Persuasion: +0
	SleightofHand: +3
	CHamod: +0
	Survival: +1
	AttacksSpellcasting: Dagger: Finesse, light, thrown (range 20/60)Wrist Blade: Static (Not thrown), Subtle (DC10 INT), Close Combat (Crit on 19/20), Finesse.
	Passive: 13
	CP: 
	ProficienciesLang: Armour: LightWeapons: Simple, Hand crossbows, Longswords, Rapiers, Shortswords.Tools: Thieves' tool, Disguise kit, Poisoner's kitLanguages: Common, Celestial, Abyssal, Infernal
	SP: 6
	EP: 
	GP: 45
	PP: 
	Equipment: Leather armour, 2 Daggers, Wrist Blade (Blade of Purification), Thieves' tools, Holy symbol (Sacred book of cleansing), 5 sticks of incense, vestments, set of common clothes.Explorer's pack: Backpack, bedroll, mess kit, 10 days of rations, waterskin, 50ft hempen rope.
	Features and Traits: Feats: SentinelShelter of the FaithfulExpertise: Investigation, Stealth.Sneak attack (2d6)Thieves' CantCunning actionRoguish archetype: Assassin- Assassinate
	CharacterName 2: Cecilia
	Age: 28
	Height: 1.65m
	Weight: 65kg
	Eyes: Milky white (Blind)
	Skin: Fair
	Hair: Unknown
	Faction Symbol Image: 
	Allies: Most of Esperia's citizenry assumes those in the temple of light are all healers, clerics, and paladins. Very few suspect that within the temple is another organization that deals in decidedly darker matters. The path of ascension is not officially acknowledged by the temple, and their existence itself is denied. Even internal documents concerning the path of ascension's activities are written in vague terms, never quite outlining exactly what it is that they do. This isn't just to maintain the temple's image, but also to protect the path of ascension's members. As the inquisitorial branch of the temple, they have made many an enemy.It is the duty of the path to locate and root out heretics, a duty the path's redeemers undertake with fervent determination. The redeemers are a convent of devout women who, though firm believers of Dura, tend to follow more closely the example set by Athalia, Harbinger of Justice. Athalia channels the light into cleansing energy, washing away darkness in purifying flame. She is disciplined, pure, and purposeful. She has been the bane of the wicked for millennia, allowing the light to become a pillar and beacon of civilization. She is the hand that brings Dura's light to the world, just as the redeemers hope to do.
	FactionName: The Temple of Light
	Backstory: Cecilia had never considered a life of service to the temple. She was largely content with her modest existence, and seldom wanted for anything more than what she already had. Even sight was something that only stirred fleeting curiosity in her. She had been blind from birth, and felt comfortable navigating the world with her other senses. A comfortable home, a loving husband, and good health were the things she cherished, and she had them all.Her husband was a good and dutiful man, and his sudden disappearance caused her a good deal of alarm. Though many of the other townsfolk simply assumed he had left, she knew it wasn't possible. She searched for days. One by one, clues piled up and she learned of his death at the hands of occultists. Something in her changed on that day. She calmly made inquiries and preparations, waiting for the occultist's next gathering. At nightfall, when they congregated, she came to them. None of them survived her visit.She had gotten her revenge, but the person who had kept the small home and tended gardens was gone. She saw now what her purpose was. She had to continue this undertaking, to weed out not just her husband's killers but everyone like them. It wasn't long until she was discovered by the path of ascension and recruited into their ranks.In her work, Cecilia's blindness is an asset. The illusions and deception of demonic entities go unnoticed, and she performs her work with grim efficiency. The light guides her, and she bears it resolutely into the dark.
	Feat+Traits: Blindsight (30ft).
	Treasure: Blade of purification (Rare magic item): A blade used to exorcise demonic spirits and drive away evil.If Cecilia uses her 'Assassinate' skill and succeeds in killing its target with it, she may use her bonus action to perform an attack against another creature up to 30ft away. This attack cannot benefit from 'Assassinate', 'Sneak attack' or other features/bonuses.At Level 11, the bonus attack can benefit from the 'Assassinate' feature, if the target meets the requirements. At Level 17, this ability can be triggered upon killing a creature with a critical hit.
	CHARACTER IMAGE: 
	Spellcasting Class 2: 
	SpellcastingAbility 2: 
	SpellSaveDC  2: 
	SpellAtkBonus 2: 
	SlotsTotal 19: 
	SlotsRemaining 19: 
	Spells 1014: 
	Spells 1015: 
	Spells 1016: 
	Spells 1017: 
	Spells 1018: 
	Spells 1019: 
	Spells 1020: 
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Off
	Check Box 3031: Off
	Check Box 3032: Off
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Off
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Off
	Check Box 3041: Off
	Spells 1023: 
	Check Box 251: Off
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Off
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	Check Box 3013: Off
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