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g Opportunity Attack, Grapple, Shove, Improvise,
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® _*4 Stealth DEX Eyes of the Grave » 2 / Long Rest
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Circle of Mortality
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11 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
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=== CLERIC FEATURES ===

* Hit Points « PHB 57
* Proficiencies « PHB 57

* Spellcasting * PHB 58

You can cast prepared cleric spells using WIS as your
spellcasting modifier (Spell DC 12, Spell Attack +4)
and prepared cleric spells as rituals if they have the
ritual tag. You can use a holy symbol as a spellcasting
focus.

* Divine Domain « PHB 58
You choose a divine domain that grants you additional
spells and other features related to your deity.

| Grave Domain

* Domain Spells « XGtE 20
You gain domain spells based on your cleric level.

* Circle of Mortality « XGtE 20

You restore maximum possible HP on each dice
(instead of rolling) with healing spells to a creature with
0 HP. You learn the spare the dying cantrip, can cast it
as a bonus action, and it has a range of 30 ft.

| Special

* Eyes of the Grave « XGtE 20

As an action, you know the location of any undead
within 60 ft. of you that isn’'t behind total cover and that
isn’t protected from divination magic until the end of
your next turn. You can use this feature 2 time(s) per
long rest.

| 2/Long Rest « 1 Action

=== MARK OF SHADOW ELF RACIAL TRAITS ===

* Darkvision ¢ BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢ BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

*Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Cunning Intuition « ERftLW 49

When you make a Charisma (Performance) or
Dexterity (Stealth) check, you can roll a d4 and add the
number rolled to the ability check.

* Shape Shadows ¢ ERftLW

You know the minor illusion cantrip. Starting at 3rd
level, you can cast the invisibility spell once per long
rest. Charisma is your spellcasting ability for these
spells.

* Spells of the Mark « ERftLW 49

If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Shadow Spells table
are added to the spell list of your spellcasting class.
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=== CANTRIPS === (At Will)
O Minor lllusion Shape Shadows -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
QO Spare the Dying Circle of Mortality - 1BA 30ft. V,S Instantaneous  PHB 277  V/S
=== 1st LEVEL === 2 Slots OO
P Bane<C> Cleric (Always Prepared) CHA 12 1A 30 ft. V,S,M  concentation, upto 1 minute - PHB 216 D: 1m, V/SIM
P False Life Cleric (Always Prepared) -- 1A Self V,S,M 1 hour PHB 239 D: 1h, VISIM
O Bless<C> Cleric - 1A 30 ft. V,S,M  concenuation, upto 1 minute - PHB 219 D: 1m, V/ISIM
O Command Cleric wis12 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
QO Create or Destroy Water Cleric -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/ISIM
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Evil and Good <C> Cleric -- 1A Self/30 ft. Sphere  V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1a+10m  Self/30 ft. Sphere V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S,M  concenaion, wproromines  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Guiding Bolt Cleric +4 1A 120 ft. V,S 1 round PHB 248 D:1Rnd, VIS
O Healing Word Cleric - 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Inflict Wounds Cleric +4 1A Touch V.S Instantaneous  PHB 253 VIS
O Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concenation.wpro0minwes PHB 270 D: 10m, V/IS/IM
QO Purify Food and Drink [R] Cleric - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Sanctuary Cleric WIS 12 1BA 30ft. V,SM 1 minute PHB 272  D:1m, VISIM
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concensaion.spoomnwes PHB 275 D: 10m, V/S/M
O Ceremony [R] Cleric - th+1om Touch V,S,M Instantaneous  XGtE 151 V/S/M
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