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Cleric (Life Domain), level 1:

+ Spellcasting (Cleric 1, BR 24) [3 cantrips known] If someone is in trouble, I'm always ready to lend help.
| can cast prepared cleric cantrips/spells, using Wisdom as my spellcasting ability Thinking is for other people. | prefer action.
| can use a holy symbol as a spellcasting focus
| can cast my prepared cleric spells as rituals if they have the ritual tag
+ Bonus Proficiency (Life Domain 1, BR 25) PERSONALITY TRAITS
I gain proficiency with heavy armor - ~
« Disciple of Life (Life Domain 1, BR 25) Destiny. Nothing and no one can steer me away from my higher
When | use a spell that restores hit points, it restores an additional 2 + spell level calling. (Any)
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A proud noble once gave me a horrible beating, and | will take
my revenge on any bully | encounter.
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I'm convinced of the significance of my destiny, and blind to my

shortcomings and the risk of failure.
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Rustic Hospitality

Since | come from the ranks of the common folk, | fit in among them
with ease. | can find a place to hide, rest, or recuperate among other
commoners, unless | have shown myself to be a danger to them.
They will shield me from the law or anyone else searching for me,
though they will not risk their lives for me.

BACKGROUND FEATURE

Hill Dwarf (+2 Constitution, +1 Wisdom)

Stonecunning: Whenever | make an Intelligence (History) check
related to the origin of stonework, | am considered proficient in the
History skill and add double my proficiency bonus to the check,
instead of my normal proficiency bonus.

Dwarven Toughness: My hit point maximum increases by 1 for every
level | have.

CLASS FEATURES RACIAL TRAITS

Set of artisan's tools Backpack, with: Common clothes 3 "

Shovel 5 - Bedroll Belt pouch (with coins)
Iron pot 10 - Mess kit
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1 Scale Mail 45 @,~
- Tinderbox 1 Warhammer 1 2 (
- Torches 10 1 Light Crossbow 1 5 |
- Rations, days of 10, 2  Crossbow bolts 20 0.08 @E\E’f
- Waterskin 5
- Hempen rope, feet of 50 0.2 :
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WEIGHT CARRIED

132 1b

CARRYING CAPACITY

195 Ib
PUSH/DRAG/LIFT

196 - 390 Ib

EQUIPMENT
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Male 188 Medium 311" 130
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good lImater Black Brown Deep Tan
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Allies: Finnan Hilltopple, Naivara Moonbrook, Kara ’$v
Nemetsk, Dagnal Battlehammer
The Order of the Gauntlet
\ CHARACTER PORTRAIT / ALLIES & ORGANIZATIONS
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A short, middle-aged hill dwarf of moderate weight.
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1ST LEVEL | 2ND LEVEL | 3RD LEVEL | 4TH LEVEL | 5TH LEVEL | 6TH LEVEL | 7TH LEVEL | 8TH LEVEL | 9TH LEVEL

SPELL SLOTS
V4
CLERIC SPELLS E Wisdom 4 +5 DC 13
SPELLCASTING ABILITY, TO PREPARE ATTACK MODIFIER SAVING THROW DC
N
CANTRIPS (0 LEVEL)
ME SPELL DESCRIPTION SAVE SCHOOLTIME RANGE COMP DURATION B PG.
{.. Guidance 1 willing creature adds 1d4 to ability check of its choice, after rolling, once during the duration — Div 1a Touch V,S Conc, T min BR 96
.. Sacred Flame 1 creature save or 1d8 Radiant dmg; no bonus for cover on save; +1d8 at CL 5, 11, and 17 Dex Evoc 1a 60 ft V,S  Instantaneous BR 104
§.. Thaumaturgy Minor wonder; your voice booms, flames flicker, tremors in the ground, ominous sounds, etc. — Trans 1a 30 ft \Y 1 min (D) BR 107
1ST LEVEL
ME SPELL DESCRIPTION SAVE SCHOOLTIME  RANGE COMP DURATION B PG.
@® Bless 3+1/SL creatures can add 1d4 on every attack roll or saving throw during the duration — Ench 1a 30 ft V,SM Conc, Tmin  BR 89
& Command 1+1/SL crea, each max 30 ft apart, save or follow one word command, e.g. approach, drop, flee, halt ~ Wis Ench  1a 60 ft \% 1rnd BR 89
@ Cure Wounds 1 creature is healed for 1d8+1d8/SL+spellcasting ability modifier hp — Evoc 1a Touch V.S Instantaneous BR 90
QO Detect Magic (R) Know presence of magic within 30 ft; 1 a to see auras and determine school — Div 1a Self V,S  Conc, 10 min BR 91
@ Guiding Bolt Spell attack for 4d6+1d6/SL Radiant dmg and next attack against target has advantage — Evoc 1Ta 120 ft VS  1rnd BR 96
@ Healing Word Heals 1 living creature 1d4+1d4/SL+spellcasting ability modifier — Evoc 1bns 60 ft \ Instantaneous BR 97
@ Inflict Wounds Spell attack for 3d10+1d10/SL Necrotic dmg — Necro 1a Touch V,S  Instantaneous BR 98
QO Sanctuary 1 crea warded; any who want to attack/target must first make save; doesn't protect vs. area spells Wis Abjur 1bns 30ft V,SM 1 min BR 104
Q Shield of Faith 1 creature gains +2 AC for the duration — Abjur 1bns 60 ft V,S,M Conc, 10 min  BR 104
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(R) Ritual dis. Disadvantage
Ta 1 action dmg Damage
1bns / bns a 1 bonus action h Hour(s)
1rea 1 reaction Kn  Known
20 cuft 20 cubic feet Me Memorized
20sq ft 20 square feet min  Minute(s)
adv. Advantage obj  Object(s)
atk Attack obsc. Obscured
CL Character Level rnd  Round(s)
dif. ter. Difficult terrain SL  Spell Level
cong, 1 min  Concentration, up to 1 minute
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SOURCES (‘B’ COLUMN)

Player’s Handbook
System Reference Document
Sword Coast Adventure Guide

(D) The spell can be dismissed by the caster as 1 action
+1d4/SL Extra 1d4 for every Spell Level that is used to cast the spell that is higher than the spell’s original Spell Level
30-f rad 30-foot radius sphere. In the ‘Range’ column it means it is centered on you
In the ‘Description’ column it means it can be centered on any point in space within the spell’s range
5 crea Up to 5 creatures in the spell’s area, 1 of which can be the caster
all All creatures within the spell’s area
any Any creatures of your choosing that are within the spell’s area
cons. The material component is consumed by the spell
Mf Material component is costly, but is not consumed upon casting
Mt Material component is costly and is consumed upon casting

see book / B The short spell description here is very incomplete, so beware
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Unearthed Arcana
Xanathar’s Guide to Everything




