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	CharacterName: ❖ Kᴏʀɪɴᴛʜᴇ Bʀᴀᴜᴇʀɪɴ ❖
	Inspiration: 
	STR: +2
	ProfBonus: +4
	AC: 19
	Initiative: +0
	Speed: 30 feet
	PersonalityTraits : Wenn ich mir etwas vornehme, ziehe ich es durch; daher, beurteile ich jeden nach seinen Taten, nicht seinen Worten.                                   
	STRmod: 14
	ST Strength: +2   
	DEX: +0
	ST Dexterity: +0   
	ST Constitution: +3   
	Ideals: Salzmarsch und seine Menschen verdienen es, mit Respekt und Würde behandelt zu werden.
	ST Intelligence: +0   
	DEXmod : 10
	ST Wisdom: +9   
	ST Charisma: +8   
	Bonds: Ich  bin  in  diesem  Dorf  aufgewachsen, ich liebe dieses Dorf, und ich werde dieses Dorf beschützen.
	CON: +3
	Acrobatics: +0   
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 16
	Animal: +9   
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	Arcana: +0   
	Athletics: +2   
	Deception : +4   
	History : +0   
	Insight: +5   
	Intimidation: +4   
	Investigation : +0   
	Medicine: +9   
	Nature: +0   
	Perception : +9   
	Performance: +4   
	Persuasion: +8†
	HD: 
	Flaws: Mir fällt es sehr schwer, Fremden zu vertrauen. 
	INT: +0
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Yes
	Check Box 22: Yes
	INTmod: 11
	WIS: +5
	WISmod: 20
	CHA: +4
	Check Box 23: Off
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Yes
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	HPCurrent: 
	HPTemp: 
	Religion: +8   
	SleightofHand: +0   
	Stealth : +0‡
	CHamod: 18
	Survival: +9   
	AttacksSpellcasting:    † You can throw a dagger 20 feet, or up to 60 feet with disadvantage on the attack roll.   ‡ You seize the air and compel it to create one of the following effects at a point you can see within 30 feet:   • One Medium or smaller creature that you choose must succeed on a DC 17 Strength saving throw or be pushed up to 5 feet away from you.   • You create a small blast of air capable of moving one object that is neither held nor carried and that weighs no more than 5 pounds. It is pushed up to 10 feet away from you. It isn't pushed with enough force to cause damage.   Dɪᴠɪɴᴇ Sᴛʀɪᴋᴇ: You have 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 an extra 1d8 radiant damage to the target.
	Passive: 19
	CP: 2
	ProficienciesLang:    Pʀᴏꜰɪᴄɪᴇɴᴄɪᴇs: All armor, shields, simple weapons, brewer's supplies, herbalism kit †, vehicles (land)   Lᴀɴɢᴜᴀɢᴇs: Celestial †, Hobniz-vocca (Halfling tongue), Keolandish, Overking's Common Tongue   Exᴘᴇʀᴛɪsᴇ †: Whenever you make an Intelligence (Religion) check, your proficiency bonus is doubled. This benefit is included in your Religion skill bonus.       † Prodigy; Xanathar's Guide to Everything, p.75
	SP: 
	EP: 
	GP: 7
	PP: 16
	Equipment:    Adamantine chain mail ‡, Ludwig's shield (+1), Ogmund's dagger, belaying pin (club) from the „Seegeist“, necklace of prayer beads, set of fine clothes (with shamrock brooch), holy amulet of Wenta (with sprig of mistletoe), Bimz the Pseudodragon   Pᴏᴜᴄʜ: Ludwig's „Ritter der Wachen“ rank insignia, tinderbox, 4 potions of superior healing, material components (see back)   Bᴀᴄᴋᴘᴀᴄᴋ ᴡɪᴛʜ Wᴀᴛᴇʀsᴋɪɴ: everburning torch, brewer's supplies, herbalism kit, mess kit, bedroll, bar of soap, bottles from „Spirituosen von Salzmarsch“ (1 sea salt ale „Hausgebräu“, 1 cinnamon ale „Bimz' Stachel“, 1 peppermint ale „Golos Gong“), material components (see back)   2 Zᴜɢᴘꜰᴇʀᴅᴇ (Dʀᴀꜰᴛ Hᴏʀsᴇs): beer wagon, 2 bits and bridles, barrels (6 „Hausgebräu“, 3 „Bimz' Stachel“, 2 „Golos Gong“)‡ While wearing this armor, you have disadvantage on Dexterity (Stealth) checks.
	Features and Traits:    Rɪᴛᴜᴀʟ Cᴀsᴛɪɴɢ: You can cast a cleric spell as a ritual if that spell has the ritual tag and you have the spell prepared.   Sᴘᴇʟʟᴄᴀsᴛɪɴɢ Fᴏᴄᴜs: You can use a holy symbol as a spellcasting focus for your cleric spells.   Cʜᴀɴɴᴇʟ Dɪᴠɪɴɪᴛʏ (2; Recharges after a Short or Long Rest): You can use one of the following options (DC 17):   •  Hᴀʀɴᴇss Dɪᴠɪɴᴇ Pᴏᴡᴇʀ (2; Recharges after a Long Rest) ⁂: As a bonus action, you touch your holy symbol, utter a prayer, and regain one expended spell slot, the level of which can be no higher than half your proficiency bonus (rounded up).   •  Pʀᴇsᴇʀᴠᴇ Lɪꜰᴇ: As an action, you present your holy symbol and evoke healing energy that can restore 60 hit points. Choose any creatures within 30 feet of you, and divide those hit points among them. This feature can restore a creature to no more than half of its hit point maximum. You can't use this feature on an undead or a construct.   •  Tᴜʀɴ Uɴᴅᴇᴀᴅ: As an action, you present your holy symbol and speak a prayer censuring the undead. Each undead that can see or hear you within 30 feet of you must make a Wisdom saving throw. If the undead fails its saving throw, it is turned for 1 minute or until it takes any damage; if the creature is CR 2 or lower, it is instantly destroyed.       A turned undead must spend its turns trying to move as far away from you as it can, and it can't willingly move to a space within 30 feet of you. It also can't take reactions. For its action, it can use only the Dash action or try to escape from an effect that prevents it from moving. If there's nowhere to move, the undead can use the Dodge action.   Dɪᴠɪɴᴇ Iɴᴛᴇʀᴠᴇɴᴛɪᴏɴ: As an action, you can call on your goddess to intervene on your behalf when your need is great. Describe the assistance you seek, and roll d%.If you roll a 12 or lower, Wenta intervenes. The referee chooses the nature of the intervention; the effect of any cleric spell or cleric domain spell would be appropriate.   If Wenta intervenes, you can't use this feature again for seven days. Otherwise, you can use it again after you finish a long rest.                          ⁂ Tasha's Cauldron of Everything, p.30
	CharacterName 2: ❖ Kᴏʀɪɴᴛʜᴇ Bʀᴀᴜᴇʀɪɴ ❖
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	Allies: „Traditionen! Traditionen! Ohne unsere Traditionen wäre unsere Leben genauso unsicher, wie… wie… wie ein Fiedler auf dem Dach!“                                                                       — Tᴇᴠʏᴇ Mɪʟᴋʜɪᴋᴇʀ   The traditionalist faction is an alliance of the prominent fishing families and merchants in Saltmarsh, along with the workers who rely on those industries for a living. They remember the terrible times during the Sea Princes' raids and have no desire to see Keoland's ambitions lead to open war.Gᴏᴀʟs• To see the dwarves' mining efforts fail.• Turn the north's interest away from Saltmarsh.• Prevent the town guard and royal agents from interfering.• Ensure that Saltmarsh's dependable fishing trade can thrive.Bᴇʟɪᴇꜰs• The old way of doing things has allowed Saltmarsh to survive.• Smuggling is an easy way to make money and is seen as a   victimless crime.• Loyalty to the king runs second to the desire for peace and quiet.   At their best, traditionalists are community-minded folk who resent the intrusion of outsiders seeking to transform Saltmarsh and undoubtedly drain power from the fishing families to give to dwarves and merchants. They suffered mightily due to the Sea Princes' depredations and remember the days when the crown turned a blind eye to their troubles. Eda Oweland leads the faction and can count on Gellan Erstwasser to back her up. Anders Solmor is young and unpredictable, but he has supported the traditionalists' viewpoint on most issues. 
	FactionName: ❖ Tʀᴀᴅɪᴛɪᴏɴᴀʟɪsᴛs ❖
	Backstory:    Richfest 7, 558 ᴄʏ, was a Freeday that saw "Spirits of Saltmarsh" welcome the newest member of their family. You were the flower of your parents, Doris and Adolphus… and the occasional thorn in the side of your brother, Ludwig; yet as often as you tussled you also stood together, strengthening your bonds over the years as he taught you how to fight like a Radiant Vigil of the Knights of the Watch. The moxie you displayed warmed hearts like cider, Wenta's spirit flowing through you as you took to the family trade with zeal, seeing how good drink and good words could sooth the soul. Raised with tales of the Hold of the Sea Princes' raids against your homeland, the peoples' sorrows ignored by the Throne of the Lion, you learned lessons on self reliance; necessary when the passing of your parents was followed by Ludwig going off to war in service to the crown —returning as one of the many dead, casualty to Keoland's growing losses. Now Saltmarsh and its people are all the family you have left…   Pᴇʀsᴏɴᴀʟ Gᴏᴀʟ—Oᴜᴛ ᴡɪᴛʜ ᴛʜᴇ Nᴇᴡ…: Working beside your stout and heady foreman, Rudolph Stein, you have continued your family's tradition of slaking the thirsts of Saltmarsh's taverns, while also noting the tensions brewing in town; the kingdom's northern conflicts have drained Keoland's coffers, turning the crown's attention south where coastal mines offered untapped wealth. This has brought about resentment from the locals who have already lost so much under the Sea Princes. Only when the kingdom is in need does it take notice of Saltmarsh, seeking to bring "safety" and "security" to the region; it is a cost your family and others have paid dearly, and you have no intention for that bill to ever again come due…   Aʟɪɢɴᴍᴇɴᴛ—Nᴇᴜᴛʀᴀʟ Gᴏᴏᴅ: You have always believed in the innate goodness of people, offering them a friendly smile, kind words, and warm ale, and to do what you could to bring out the best in everyone— even if it took a few drinks to inflame their spirit! However, you know full well that there are plenty of brigands out there who would prey upon others for their own, selfish reasons, from foul, unrepentant criminals like the Hold of the Sea Princes, to those who disguise themselves in benevolence such as the Throne of the Lion. Only together can the freefolk of Saltmarsh hold on to their traditions… and from those traditions, maintain the freedom they've enjoyed for generations.
	Feat+Traits:    Wᴇɴᴛᴀ, ᴅɪᴇ Aʟᴇꜰʀᴀᴜ, Eʀɴᴛᴇᴛᴏᴄʜᴛᴇʀ: The youngest Oeridian wind god, she always appears as a buxom, rosy-cheeked woman with straw in her hair and a large mug of beer (her holy symbol). She has no permanent ties to any one being, preferring to go where her heart takes her, and as such has been linked to many deities. The week of Brewfest is a holy time for her, although she prefers that people spend it cavorting and drinking rather than praying. She dislikes only her brother, Telchur, seeing him as the black sheep always on her heels.   "The cool winds of autumn are Wenta's sign that it is time to reap. Winter's cold can be delayed with the warmth of ale and beer, and brewing deserves as much care as you would give your lover. A day of hard work in autumn is repayed with pleasantly cool nights, good friends, and plenty of good drink to loosen your tongue and quicken your heart."   Wenta's clerics are friendly, outgoing, and unafraid to talk to strangers. Their time of prayer is a brief interval before sundown. They organize gatherings, particularly those involving alcohol, and direct harvest procedures so that work is shared fairly by all and finished early. Many work as brewmasters and travel to other parts of the world to enjoy the weather and local spirits. They travel to meet new people and spend time with friends, or because they agreed to do so while intoxicated. Their holy water is actually blessed ale or beer. Aʟɪɢɴᴍᴇɴᴛ: Chaotic good. Dᴏᴍᴀɪɴ: Life. Wᴇᴀᴘᴏɴ: Club.   Dɪsᴄɪᴘʟᴇ ᴏꜰ Lɪꜰᴇ: Your healing spells are more effective. Whenever you use a spell of 1st level or higher to restore hit points to a creature, the creature regains additional hit points equal to 2 + the spell's level.   Bʟᴇssᴇᴅ Hᴇᴀʟᴇʀ: The healing spells you cast on others heal you as well. When you cast a spell of 1st level or higher that restores hit points to a creature other than you, you regain hit points equal to 2 + the spell's level.   Fᴀᴍɪʟɪᴀʀ: While you are bonded with Bimz the Pseudodragon, you can sense what he senses as long as you two are within 1 mile of each other. While Bimz is within 10 feet of you, you share his Magic Resistance trait.   Rᴜsᴛɪᴄ Hᴏsᴘɪᴛᴀʟɪᴛʏ: Since you come from the ranks of the common folk, you fit in among them with ease. You can find a place to hide, rest, or recuperate among other commoners, unless you have shown yourself to be a danger to them. They will shield you from the law or anyone else searching for you, though they will not risk their lives for you.  
	Treasure:    Aᴅᴀᴍᴀɴᴛɪɴᴇ Cʜᴀɪɴ Mᴀɪʟ: This suit of armor is reinforced with adamantine, one of the hardest substances in existence. While you're wearing it, any critical hit against you becomes a normal hit.   Lᴜᴅᴡɪɢ's Sʜɪᴇʟᴅ: Belonging to your heroic brother, donning this "+1 shield" leaves you feeling confident and conscientious.   Nᴇᴄᴋʟᴀᴄᴇ ᴏꜰ Pʀᴀʏᴇʀ Bᴇᴀᴅs: This necklace has 2 magical "beads of curing" made of aquamarine, 2 magical "beads of favor" made of topaz, and many nonmagical beads made of quartz. If a magic bead is removed from the necklace, that bead loses its magic.   While wearing the necklace, you can cast a spell from it as a bonus action: "cure wounds" (2nd level) or "lesser restoration" from the beads of curing and "greater restoration" from the beads of favor. Once a magic bead's spell is cast, that bead can't be used again until the next dawn.   Eᴠᴇʀʙᴜʀɴɪɴɢ Tᴏʀᴄʜ: This otherwise normal torch has a "continual flame" spell cast upon it. An everburning torch provides bright light in a 20-foot radius and dim light for an additional 20 feet.   Aʀᴛ Oʙᴊᴇᴄᴛs: Ogmund's dagger †, with an alchemical silver blade and a laminated whalebone handle and scabbard (100 gp).   Mᴀᴛᴇʀɪᴀʟ Cᴏᴍᴘᴏɴᴇɴᴛs: Pouch — 3 large diamonds (500 gp each), 1 vial of powdered ruby (2.000 gp); Backpack — golden reliquary (500 gp), 4 flasks of blessed ale (25 gp each), 2 flasks of powdered silver (50 gp each), 7 sticks of incense (1 gp each).                                                                                                                                                 † Ghosts of Saltmarsh, p.104
	Spellcasting Class 2: ❖ Hᴏʜᴇᴘʀɪᴇsᴛᴇʀɪɴ ᴠᴏɴ Wᴇɴᴛᴀ ❖
	SpellcastingAbility 2: Wisdom
	SpellSaveDC  2: 17
	SpellAtkBonus 2: +9
	SlotsRemaining 19: 
	Spells 1014: guidance                                                   p.248
	Spells 1015: ceremony ᴹ ᴿ ‡                                              p.151
	Spells 1016: gust ‡ *                                                     p.157
	Spells 1017: mending                                                    p.259
	Spells 1018: shillelagh ᴹ *                                              p.275
	Spells 1019: spare the dying                                          p.277
	Spells 1020: thaumaturgy                                              p.282
	Spells 1021: word of radiance ‡                                      p.171
	Spells 1022:   * Magic Initiate / ‡ Xanathar's Guide to Everything
	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: create or destroy water                                 p.229
	Check Box 251: Off
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Off
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Off
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: cure wounds †                                              p.230
	Spells 1025: detect magic ᴿ                                               p.231
	Spells 1026: detect poison and disease ᴿ                            p.231
	Spells 1027: goodberry ᴹ *                                               p.246
	Spells 1028: healing word                                                 p.250
	Spells 1029: purify food and drink ᴿ                                               p.270
	Spells 1030: sanctuary                                                       p.272
	Spells 1031: shield of faith                                                p.275
	Spells 1032:                               * Magic Initiate (1 / long rest)
	Spells 1033:    † Life Domain / ‡ Xanathar's Guide to Everything
	SlotsRemaining 20: 
	Spells 1034: augury ᴹ ᴿ                                                   p.215
	Spells 1035: calm emotions                                              p.221
	Spells 1036: continual flame ᴹ                                            p.227
	Spells 1037: enhance ability                                              p.237
	Spells 1038: gentle repose ᴹ ᴿ                                          p.245
	Spells 1039: hold person                                                   p.251
	Spells 1040: lesser restoration †                                      p.255
	Spells 1041: prayer of healing                                         p.267
	Spells 1042: protection from poison                                    p.270
	Spells 1043: spiritual weapon †                                       p.278
	Spells 1044: warding bond ᴹ                                             p.287
	Spells 1045:                                                       † Life Domain
	Spells 1046: aid                                                             p.211
	SlotsTotal 21: 3
	SlotsRemaining 21: 
	Spells 1047: create food and water                                       p.229
	Spells 1048: beacon of hope †                                           p.217
	Spells 1049: dispel magic                                                p.234
	Spells 1050: glyph of warding                                           p.245
	Spells 1051: magic circle ᴹ                                              p.256
	Spells 1052: mass healing word                                       p.258
	Spells 1053: revivify ᴹ †                                                    p.272
	Spells 1054: speak with dead                                          p.277
	Spells 1055: spirit guardians ᴹ                                           p.278
	Spells 1056: spirit shroud ⁂                                             p.108
	Spells 1057: tongues                                                         p.283
	Spells 1058: water walk ᴿ                                                 p.287
	Spells 1059:           † Life Domain / ⁂ Tasha's Cauldron of Everything
	SlotsTotal 22: 3
	SlotsRemaining 22: 
	Spells 1060: control water                                                p.227
	Spells 1061: banishment                                                   p.217
	Spells 1062: death ward †                                                p.230
	Spells 1063: divination ᴹ ᴿ                                                 p.234
	Spells 1064: freedom of movement                                   p.244
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