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=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence
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=== CLERIC FEATURES ===

* Core Cleric Traits ¢ free-rules 69
* Spellcasting ¢ free-rules 69
* Divine Order  free-rules 70

| Thaumaturge
You know one extra cantrip from the Cleric spell list.
You also have a +3 bonus to your Arcana and Religion
checks.

=== HUMAN SPECIES TRAITS ===

* Creature Type * free-rules 194
You're a Humanoid.

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages * free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,

read it, and write it.

* Ability Score Increases « free-rules

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

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

=== FEATS ===

* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.
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PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS
Shield 1 61b.
Chain Shirt 1 20 Ib.
Mace 1 41b.
Backpack 1 51p.
Holy Symbol 1 -
Rations 7 14 Ib.
Robe 1 41b.
Blanket 1 31p.
Tinderbox 1 11b.
WEIGHT CARRIED Lamp 1 1lb.
59 |b. Holy Water 1 1lb.
ENCUMBERED
120 Ib.
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=== Allies === // \\
His circle is small and so his allies are his mother
Kyra, his sister Jennine and his best friend,
Saiden, a fellow cleric in his hometown, who has
known Deaguna since they were boys.
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Deaguna loosely affiliates with some of the
members of his faith but he largely is a solitary
figure who does not associate with many outside
of his immediate family.
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Daeguna's journey began in the bustling city of
Tantras, where he grew up under the watchful
eyes of his devoted mother, Kyra, and alongside
his sister Jennine and best friend Saiden. As a
young man, Daeguna was far from the serene
cleric he is now. His nights were spent in the glow
of flickering tavern lights, losing himself in games
of chance and the haze of strong drink.
It was during one of these reckless nights that a
heated argument left him with a scar across his
right cheek, a mark that would become a lifelong
reminder of that chaotic chapter.
But everything changed when a vision of Torm
appeared to him during a moment of despair,
urging him toward a path of redemption and
purpose. Embracing this divine calling, Daeguna
found solace and discipline in the teachings at the
Temple of Torm’s Coming, devoting himself to the
sacred cause of justice and healing. Although he
cast aside his former vices, their specter still
lingers, pushing him to take risks where others
would not.
His life is now a delicate balance of faith, science,
and a deep-seated desire to protect all that is just.
Yet, beneath the calm exterior lies a constant
worry: the burden of not yet having the strength he
believes he needs to fulfill Torm’s mission and
protect those he holds dear, including his ailing
mother.
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=== CANTRIPS === (At Will)
QO Spare the Dying Cleric -- 1A 15 ft. V,S Instantaneous  free-rules 318 /S
O Light Cleric DEX 13 1A Touch V.M 1 hour free-rules 292 D: 1h, V/IM
O Thaumaturgy Cleric -- 1A 30 ft. \Y 1 minute free-rules 333 D: 1m, V
O Guidance Divine Order - 1A Touch V,S Concenuation, up o L minute  free-rules 282 D: 1m, V/S
=== 1st LEVEL === 2 Slots OO
O Healing Word Cleric - 1BA 60 ft. \% Instantaneous  free-rules 284 'V
O Bless Cleric - 1A 30 ft. V,S,M  concenuaton, upto 1minue  free-rules 247 D: 1m, V/S/M
O Sanctuary Cleric WIS 13 1BA 30 ft. V,S,M 1 minute free-rules 313 D: 1m, V/IS/M
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  free-rules 259 V/S
O Bane Cleric CHA 13 1A 30 ft. V,S,M  concenuaton, upto 1minue  free-rules 245 D: 1m, V/S/M
O Protection from Evil and Good Cleric - 1A Touch V,S,M  concenation, upto 10minutes — free-rules 309 D: 10m, V/S/M
O Purify Food and Drink [R] Cleric - 1a+10m 10 ft./5 ft. Sphere V,S Instantaneous  free-rules 310 5 ft. Sphere, V/S
O Command Cleric WIS 13 1A 60 ft. \Y Instantaneous  free-rules 251V
O Shield of Faith Cleric - 1BA 60 ft. V,S,M  concennaion, up 1o 10 minutes  free-rules 316 D: 10m, V/S/M
O Create or Destroy Water Cleric - 1A 30 ft/30 ft. Cube V,S,M Instantaneous free-rules 258 30 ft. Cube, V/S/IM
O Detect Evil and Good Cleric - 1A Self/30 ft. Sphere  V,S concentraion,up 10 10 minutes free-rules 261 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S,M  concenraion. o ominues  free-rules 262 D: 10m, 30 ft. Sphere, V/IS/M
O Detect Magic [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S Concentraion, upt0 1ominues— free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Guiding Bolt Cleric +5 1A 120 ft. V,S 1 round free-rules 282 D: 1Rnd, V/S
O Inflict Wounds Cleric CON 13 1A Touch V,S Instantaneous  free-rules 288 V/S
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