4 — — 1d20 SKILLS
H uman ACO |vte O -1 ACROBATICS: I'm good at tumbling, flipping, and rolling.

RACE AGE BACKGROUND XP O +3 ANIMAL HANDLING: Animals really like me

CHARACTER NAME

O +0 ARCANA: | know about magic, spells, and weird things

+ oy L . Lo
EVES HAR HEIGHT WEIGHT QO +2 ATHLETICS: I’'m good at running, jumping, and climbing
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\. BONUS SAVE J I\ BONUS SAVE J I\ BONUS SAVE

41 DECEPTION: I'm good at lying and playing tricks on people
+0 HISTORY: | know about things that happened a long time ago

45 INSIGHT: | know how people feel and can tell when they’re lying
41 INTIMIDATION: I’'m good at scaring people!

+0 INVESTIGATION: | can find clues and secrets

+5 MEDICINE: | can help people when they’re sick

y . y . y . O +0 NATURE: | know all about plants and animals
( INTELLIGENCE\ ( WISDOM \ ( CHARISMA \ O +5 PERCEPTION: I'm good at finding and spotting things

‘,
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OO0OO0O®OO

O *1 PERFORMANCE: I'm good at putting on a show!
+O +O +3 +5 + 1 +3 ® *3 PERSUASION: I can get people to do what | want to do
1 & 1 & 1 & ®© +2 RELIGION: | know about the gods and prayers
WHAT 00K LikE | W\ BONUS SAVE J I\ BONUS SAVE J I\ BONUS SAVE O _-1_SLEIGHT OF HAND: I'm good at hiding things and taking things
N -1 STEALTH: I’'m good at hiding and staying quiet
j < 1)  PASSIVE O
i@\} C L E R I C @PROFICIENCD INSPIRATION 14 ) PERCEPTION O #3 SURVIVAL: | can follow footprints and track animals
— Mvcass LEVEL -
p o [ namve ATK BONUS pavace Y [ STUFF | CAN DO N
ARMOUR NITATIVE SPEED 1420+ PR LIFE DOMAIN | Channel Divinity LIFE DOMAIN | Channel Divinity
iy
1 7 - 1 3 O Mace 4 e Turn Undead: As an action, you present Preserve Life: As an action, you can restore
@ your holy Symbol and speak a prayer 10HP. Choose any creatures within 30ft. of
N / Light Crossbow 1d20+ 1 1d8-1 Piercing censuring the Undead. Each Undead that | you, and divide those hit points among
—.mﬁ ET:mgcraryj can see or hear you within 30 feet of you them. This feature can restore a creature
Maxi it Points . . .
2 1 |Maximum Unarmed Str|ke 1d20 + 4 3 Bludgeoning must make a Wisdom saving throw. If the to n(? more than hallf of its }'.llt point
s creature fails its saving throw, it is turned | Maximum. You can't use this feature on an
©0O0O0O0O0O0O0O0O0 7 for 1 minute or until it takes any damage. | undead ora construct.
AMMUNITION © 000000000
. + A turned creature must spend its turns ** You can only use Turn Undead OR
4 OTHER COMBAT STUFF A trying to move as far away from you as it | Preserve Life once per Long Rest.
INVENTORY: Backpack, Bedroll, Mess Kit, Rations (1 day), can, and it can't willingly move to a space )
b \ TOUGH | Variant Human Feature
Blanket, Tinderbox, Torch, Waterskin, Candle, Reliquary, within 30 feet of you. It also can't take Your hit lpoint maximum increases by an
Reactions. For its action, it can use onl
| Jd e Alms Box, Block of Incense, Censer, Vestments : \ amount equal to twice your level when
the Dash action or try to Escape from an o .
HIT DICE DEATH SAVES ) ) Effect that prevents it from moving. If you gain this feat. Whenever you gain a
(7 Used  Total LANGUAGES: Common, Elvish, Sylvan, Draconic . ) level thereafter, your hit point maximum
successes O=O=0 there's nowhere to move, the creature X N o
. increases by an additional 2 hit points.
@ raiures O=O=0 GP: SP: CP: < can use the Dodge action.
N /1
A\ 4 N\ y,
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SPELLS | KNOW

Sacred Flame

Word of Radiance

Light

Bless

Cure Wounds

Guiding Bolt

Protection from Evil and Good

Shield of Faith

J\

LEVEL

4 Sacred Flame C
60 ft. 1 Action DEX DC13
Instantaneous V,S
(OPREPARED) |

Flame-like radiance descends on a creature that
you can see within range. The target must
succeed on a Dexterity saving throw or take 1d8
radiant damage. The target gains no benefit
from cover for this saving throw.

A\
4 Light
Touch 1 Action -
1 Hour VvV, M
(OPREPARED)

You touch one object that is no larger than 10
feet in any dimension. Until the spell ends, the
object sheds bright light in a 20-foot radius and
dim light for an additional 20 feet. The light can
be colored as you like. Completely covering the
object with something opaque blocks the light.
The spell ends if you cast it again or dismiss it as
an action.

4 Word of Radiance
5 ft. 1 Action CON DC13
Instantaneous VvV, M
(OPREPARED)

You utter a divine word, and burning radiance
erupts from you. Each creature of your choice
that you can see within range must succeed on
a Constitution saving throw or take 1d6 radiant
damage.

A\
J LEVEL
7 Bless 1
30 ft. 1 Action -
CONC | 1 Min V,S, M
(OPREPARED)

You bless up to three creatures of your choice
within range. Whenever a target makes an
attack roll or a saving throw before the spell
ends, the target can roll a d4 and add the
number rolled to the attack roll or saving throw.




LEVEL

/
4 Cure Wounds 1
Touch 1 Action -
Instantaneous V,S
(QPREPARED)

A creature you touch regains a number of
hitpoints equal to 1d8 + your spellcasting
modifier. This spell has no effect on undead or
constructs.

A\
LEVEL
4 Shield of Faith 1
60 ft. 1 Bonus Action -
CONC | 10 Mins V,S, M
(JPREPARED)

A shimmering field appears and surrounds a
creature of your choice within range, granting it
a +2 bonus to AC for the duration.

4 Guiding Bolt
120 ft. 1 Action -
1 Round V,S
(OPREPARED) ‘ ’

A flash of light streaks toward a creature of
your choice within range. Make a ranged spell
attack against the target. On a hit, the target
takes 4d6 radiant damage, and the next attack
roll made against this target before the end of
your next turn has advantage, thanks to the
mystical dim light glittering on the target until
then.

LEVEL

//

(QPREPARED)

//

Protection from Evil and Good

Touch 1 Action -
CONC | 10 Mins V,S, M
(OPREPARED)
Until the spell ends, one willing creature you touch is
protected against certain types of creatures: aberrations,
celestials, elementals, fey, fiends, and undead.

The protection grants several benefits. Creatures of
those types have disadvantage on attack rolls against the
target. The target also can’t be charmed, frightened, or
possessed by them. If the target is already charmed,
frightened, or possessed by such a creature, the target
has advantage on any new saving throw against the
relevant effect.
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//
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