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Cleric 1 HunterOrien
CLASS & LEVEL PLAYER NAME
Chase Kragen
Hill Dwarf Inheritor (Milestone)
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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 13, Spell Attack +5)
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.

| Order Domain

* Domain Spells « TCoE 31
You gain additional domain spells based on your cleric
level.

* Bonus Proficiencies ¢« TCoE 32

You gain proficiency with heavy armor. You also gain
proficiency in the Intimidation or Persuasion skill (your
choice).

* Voice of Authority « TCoE 32

If you cast a spell with a spell slot of 1st level or higher
and target an ally with the spell, that ally can use their
reaction immediately after the spell to make one
weapon attack against a creature of your choice that
you can see.

| Special

=== HILL DWARF RACIAL TRAITS ===

* Darkvision ¢ BR 20

You can see in darkness (shades of gray) up to 60 ft.

* Dwarven Resilience « BR 20
You have advantage on saves against poison and
resistance against poison damage.

* Dwarven Combat Training * BR 20
You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.

* Tool Proficiency * BR 20
You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason’s tools.

* Stonecunning * BR 20

Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
proficient in the History skill and add double your
proficiency bonus to the check.

* Dwarven Toughness * BR 20
Your hit point maximum increases by 1, and it
increases by 1 every time you gain a level.

N

PUSH/DRAG/LIFT

420 Ib.

FEATURES & TRAITS
Shield 1 61b.
Chain Mail 1 55 Ib.
Warhammer 1 2 b,
Sack 1 0.5 Ib.
Emblem 1 B
Alms Box 1 B
Clothes, Traveler's 1 4.
Flask or Tankard 1 11b.
Censer 1 B
WEIGHT CARRIED Vestments 1 -
68.9 Ib. Block of Incense 2 ~
ENCUMBERED Banded Agate 2 B
70 Ib.
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Male 69 Medium 53" 188
GENDER AGE HEIGHT WEIGHT
Lawful Neutral Gorm Gulthyn  Ruddy Brown Red
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=== Allies === // N
I’'m confident in my own abilities
Miners smiths jewelers... and do what | can to instill
oraanizat confidence in others.
=== Organizations === . . .
g | judge people by their actions, not
Informal member of the church... PERSONALITY TRAITS
L~ .
[ "]
Might. If | become strong, | can take what |
want—what | deserve. (Evil)
IDEALS
L~ —~
[ "]
| have a family, but | have no idea
where they are. One day, | hope to
Deep in thought most of the see them again.
. . . ONDS
time. Occasionally smokin a L somb -
[N ~~"]
blended smokeweed. The people who knew me when |
was young know my shameful
secret, so | can never go home
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
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Chase always worked hard smithing alongside his The heart gems are currently set in a necklace,
kin, families that work hard work best. His talents which Chase wears tucked away from sight.
grew until one day he was taken aside by his
father, “I always thought one day | would use
these heart gems to make a mighty weapon
worthy of a king but | see it is not my destiny to do
so but yours, you are blessed son with greatness.”
Not even a month passed and Chase could not
get the hammer out of his mind, he could not wait.
Chase took the heart gems and left. He must
gather the greatest ores and stoke the sacred
forge fire...
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Guidance <C> Cleric -- 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
O Word of Radiance Cleric CON 13 1A 5 ft. V.M Instantaneous  XGtE 171 V/M
O Thaumaturgy Cleric -- 1A 30 ft. \Y 1 minute PHB 282 D: 1m, V
=== 1st LEVEL === 2 Slots OO
O Healing Word Cleric - 1BA 60 ft. \% Instantaneous PHB 250 V
O Bless<C> Cleric - 1A 30 ft. V,S,M  concenuation, upto 1 minute - PHB 219 D: 1m, V/ISIM
O Sanctuary Cleric WIS 13 1BA 30 ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Guiding Bolt Cleric +5 1A 120 ft. V.S 1 round PHB 248 D:1Rnd, VIS
P Command Cleric (Always Prepared) WIS13 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
P Heroism <C> Cleric (Always Prepared) -- 1A Touch V.S Concenuaiion, upto tminte - PHB 250 D: 1m, V/S
O Bane<C> Cleric CHA13 1A 30 ft. V,S,M  concenation, spro1mnwe - PHB 216~ D: 1m, V/S/IM
O Create or Destroy Water Cleric -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
O Cure Wounds Cleric - 1A Touch V.S Instantaneous PHB 230 VIS
O Detect Evil and Good <C> Cleric - 1A Self/30 ft. Sphere  V,S concentraion, po tomnutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S concentraion, upo tominutes - 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  concenvaion.wpoomnwes  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Inflict Wounds Cleric +5 1A Touch V.S Instantaneous  PHB 253 VIS
O Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concentation.wpro0mnwes PHB 270 D: 10m, V/IS/M
O Purify Food and Drink [R] Cleric - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concenaton.wproomnies  PHB 275 D: 10m, V/SIM
O Ceremony [R] Cleric - th+1om Touch V,S,M Instantaneous XGtE 151 V/S/M
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