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=== BARBARIAN FEATURES ===
* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 2/Long Rest « 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

=== AASIMAR RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 5
Your character can speak, read, and write Common
and one other language that you and your DM agree is

appropriate for the character.

* Creature Type ¢ MotM 7
You are a Humanoid.

* Size « MotM 7
You are Medium or Small. You choose the size when
you select this race.

* Speed « MotM 7
Your walking speed is 30 ft.

* Celestial Resistance ¢« MotM 7
You have resistance to necrotic damage and radiant
damage.

* Darkvision « MotM 7

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Healing Hands « MotM 7
As an action, you can touch a creature and heal it for
<strong>2d4</strong> hit points.

| 1/Long Rest « 1 Action

* Light Bearer « MotM 7
You learn the <em>light</em> cantrip. Charisma is
your spellcasting ability for it.

* Celestial Revelation « MotM 7

You choose between one of three revelation options:
<strong>Necrotic Shroud</strong>, <strong>Radiant
Consumption</strong>, or <strong>Radiant
Soul</strong>.

Once per long rest, you can use a bonus action to
transform using your revelation which lasts for one
minute or until you end it as a bonus action.
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FEATURES & TRAITS

Dagger 1 11b.

Javelin 4 81b.

Greatsword 1 6 Ib.

Backpack 1 5 |b.

Clothes, Common 1 31b.

Pouch 1 11lb.

Amulet 1 11b.

Vestments 1 -

Bedroll 1 7 1b.

WEIGHT CARRIED Mess Kit 1 1lb.
79.68 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.

255 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.

510 Ib. Waterskin 1 5 Ib.

EQUIPMENT
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

/Iidolize a particular hero of my faith,\
and constantly refer to that person’s
deeds and example.
| am tolerant (or intolerant) of other

PERSONALITY TRAITS
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Change. We must help bring about
the changes the gods are constantly
working in the world. (Chaotic)

IDEALS
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[
| owe my life to the priest who took me in
when my parents died.

BONDS
L~

"
| put too much trust in those who wield power
within my temple’s hierarchy.

()

\\ FLAWS //

Aurelia Brightblade's tale begins in the serene
village of Solara, nestled in the embrace of the
majestic Celestial Mountains. Her birth was an
event of wonder, marked by a celestial
phenomenon as a comet adorned the night sky, a
harbinger of her divine destiny. Aurelia's early
years were filled with the simple joys of rural life,
her laughter echoing through the fields as her
golden hair danced in the sunlight. Her parents,
devout farmers, nurtured her with love and instilled
in her the virtues of hard work and compassion.

However, Aurelia’s idyllic childhood was abruptly
shattered when a mysterious and deadly plague
ravaged Solara. The disease spread like wildfire,
leaving sorrow and death in its wake. Among its
countless victims were Aurelia's parents, whose
loss left a void in her young heart. In the aftermath
of this tragedy, a traveling priest of Torm, the god
of courage and self-sacrifice, arrived in the
devastated village. Moved by Aurelia's plight and
recognizing the divine spark within her, he took
her under his care and brought her to the temple
of Torm in Lumina, a bustling city known for its
devout worship and vibrant community.

Within the sacred walls of the temple, Aurelia
embarked on a spiritual journey, delving into the
teachings of Torm and embracing the principles of
bravery, loyalty, and righteousness. She was
captivated by the stories of Torm's champions,
especially Seraphina Lightshield, a legendary
figure whose deeds of heroism and sacrifice
became a source of inspiration for Aurelia. As she
grew, her celestial heritage began to manifest
more prominently, with visions of angelic beings
guiding her and reinforcing her belief in her divine
purpose.

Aurelia's training was rigorous, pushing her
physical and mental limits as she learned to
harness her divine rage and channel it into her
combat skills. She became adept with the
greatsword, which she wielded with grace and

CHARACTER BACKSTORY

precision, earning the respect of her peers and
mentors. Despite her prowess, Aurelia remained
humble, always seeking to learn and improve.

As she ventured beyond the temple, Aurelia
encountered the harsh realities of the world. She
witnessed the suffering of the innocent and the
tyranny of the wicked, which ignited a fiery passion
within her to stand against injustice. She became a
beacon of hope for those in need, her acts of valor
resonating across the land and drawing the attention
of other adventurers who shared her ideals.

With her companions by her side, she traveled to
distant lands, seeking out new challenges and
opportunities to make a difference in the world.
Along the way, she encountered ancient ruins,
mysterious artifacts, and legendary creatures, each
one adding to the tapestry of her legend.

One such adventure took Aurelia to the kingdom of
Eldoria, where she was tasked with uncovering the
truth behind a series of mysterious disappearances.
As she delved into the dark underbelly of the
kingdom, Aurelia discovered a sinister plot by a
cabal of necromancers to raise an army of undead.
With swift and decisive action, she thwarted their
plans, earning the gratitude of the kingdom's rulers
and the admiration of its people.

But Aurelia's adventures were not always so dire. In
the city of Brightwater, she participated in a grand
tournament of champions, testing her skills against
the finest warriors in the land. Though she did not
emerge victorious, Aurelia gained valuable
experience and forged friendships that would last a
lifetime.

As Aurelia's fame spread, so too did her influence.
She became a symbol of hope and inspiration to
those who knew her name, a shining beacon of light
in a world threatened by darkness. Her deeds were
celebrated in song and story, and bards across the
land sang of her courage and valor.

But despite her growing fame, Aurelia remained
humble and true to her beliefs. She knew that the
world was vast and filled with countless challenges,
and she was determined to face them all with the
same bravery and resolve that had brought her this
far. And so, with Brightblade in hand and the light of
Torm guiding her, Aurelia set out once more into the
unknown, ready to continue her journey as the
Lightbringer, the champion of Torm, and the
protector of all that was good and just in the world.

ADDITIONAL NOTES
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