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Cleric 2 / Druid 2 Op9465alt2
CLASS & LEVEL PLAYER NAME
Lightfoot Halfling Criminal / Spy (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 15 2 7 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
2d8 + 2d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Dragonchess Set, Smith's Tools, Thieves'
pom— PN Tools
/ N === LANGUAGES ===
25 ft. (Walking) Common, Druidic, Halfling
A SPEED )
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Wild Shape « 2 / Short Rest

As an action, you can magically assume the shape
of a beast that you have seen before twice per short
rest. [2nd] Max CR 1/4 (no flying or swimming speed)
[4th] Max CR 1/2 (no flying speed) [8th] Max CR 1

You can stay in beast shape for 1 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to O hit

points, or die).

=== BONUS ACTIONS ===
Combat Wild Shape

You can use Wild Shape as a bonus action and
you can use a bonus action to expend one spell slot to
regain 1d8 HP per level of the spell slot expended.

=== SPECIAL ===
Blessing of the Forge « 1/ Long Rest

At the end of a long rest, you can imbue magic into
a weapon or armor by touching a nonmagical version.
Until your next long rest or you die, the object grants a
+1 bonus to either AC or attack and damage rolls. You
can't use this feature again until you finish a long rest.

74

SENSES

SKILLS \ ACTIONS
4 N
12 PASSIVE WISDOM (PERCEPTION) Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Mace +2 1d6 Bludgeoning Simple
12 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +2 1 Bludgeoning
11 PASSIVE INTELLIGENCE (INVESTIGATION)

'WEAPON ATTACKS & CANTRIPS
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Cleric 2 / Druid 2

Op9465alt2

CLASS & LEVEL PLAYER NAME
Lightfoot Halfling Criminal / Spy (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
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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.

| Forge Domain

* Domain Spells « XGtE 18
You gain domain spells based on your cleric level.

* Bonus Proficiencies « XGtE 19
You gain proficiency with heavy armor and smith’s
tools.

* Blessing of the Forge « XGtE 19

At the end of a long rest, you can imbue magic into a
weapon or armor by touching a nonmagical version.
Until your next long rest or you die, the object grants a
+1 bonus to either AC or attack and damage rolls. You
can't use this feature again until you finish a long rest.

| 1/ Long Rest « Special
* Channel Divinity « PHB 58
You can channel divine energy to fuel magical effects

a number of times per short rest

| 1/ Short Rest « Special

| Channel Divinity: Turn Undead: 1 Action

* Channel Divinity: Artisan's Blessing ¢« XGtE 19

You can use your Channel Divinity to conduct an
hour-long ritual that crafts a nonmagical item that must
include some metal: a simple or martial weapon, a suit
of armor, ten pieces of ammunition, a set of tools, or
another metal object. The thing you create can be
something that is worth no more than 100 gp.

| 1 Hour
=== DRUID FEATURES ===
* Hit Points « PHB 65
* Proficiencies « PHB 65

* Druidic « PHB 66
You know Druidic, the secret language of druids.

* Spellcasting * PHB 66

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

* Wild Shape « PHB 66
As an action, you can magically assume the shape of
a beast that you have seen before twice per short rest.

You can stay in beast shape for 1 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to 0 hit
points, or die).

| 2/ Short Rest » 1 Action

* Druid Circle « PHB 67

N

| Circle of the Moon

* Combat Wild Shape « PHB 69

You can use Wild Shape as a bonus action and you
can use a bonus action to expend one spell slot to
regain 1d8 HP per level of the spell slot expended.

| 1 Bonus Action

* Circle Forms « PHB 69
When using Wild Shape, you can transform into beasts
with a CR of 1 or lower.

=== LIGHTFOOT HALFLING RACIAL TRAITS ===

* Lucky * BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness ¢ BR 28
You can move through the space of any creature that
is of a size larger than yours.

* Naturally Stealthy « BR 28

You can attempt to hide even when you are obscured
only by a creature that is at least one size larger than
you.

FEATURES & TRAITS
\\
Eversmoking Bottle 1 11b. Rations (1 day) 10 20 Ib.
Shield 1 6 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Leather 1 10 Ib. Tinderbox 1 11b.
staff of light 1 -- Torch 10 10 Ib.
Rod of fish 1 - Waterskin 1 51b.
Dagger 1 1lb. staff of light 1 --
Mace 1 4 1b. a page from bad book(holy page) 1 --
Backpack 1 5 lb. Rod of fish 1 --
Clothes, Common 1 31b.
WEIGHT CARRIED Crowbar L 51b.
91 Ib. Emblem 1 -
ENCUMBERED Grenade, Smoke 1 21b
150 Ib. a page from bad book(holy page) 1 -
PUSH/DRAG/LIFT Bedroll 1 7 1b.
300 Ib. Mess Kit 1 11lb.
EQUIPMENT ))
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Male 86 Small 3 35
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Hephaestus white-ish skin ~ emerald green ¢ messy black h
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
L \ ); 1

——— Allias === /4 ) . ) ) N
=== Allies === The first thing | do in a new place is note the locations of
everything valuable—or where such things could be
Ambrose, the all knowing hidden.
PERSONALITY TRAITS
L~ 1
[ "]
Freedom. Chains are meant to be
broken, as are those who would
forge them. (Chaotic)
IDEALS
L~ 1
[ "]
Something important was taken from me, and
| aim to steal it back.
BONDS
L~ 1
[N "]
When | see something valuable, | can't think
about anything but how to steal it.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ \
I was born in the subterranean mountainous caves Imagine percy jackson but short
of Gelmir. It was a prospering mining village under likes hiding
the volcano, until the great collapse, or so | was scared of elevators
told, as | do not remember anything from the
caves. My earliest memory was picking the lock on
a local tavern close to where | was being raised in
the forest, | grew up in the Druidic tree village of
baza in the rainforest of Saxalin, | was kinda a
stray never staying in one family too long, my
entire childhood was trying to push the boundaries
of what i was allowed to do as a druid until one
day | pushed too far and got banished from
Saxalin i was sent out into the plains and had to
wander my way to a nearby village where i
pickpocketed and theived just enough coin to stay
alive in this world, i met a old man by the name of
ambrose after about 2 years of this routine he
taught me the ways of being a cleric and a few
useful spells that i could use to get myself out of
(and into) trouble, i continued on my fateful
journey amassing myself a crew of thieves and
mischiefs but alas it was not supposed to be as
one of the members Ogier Acelin saw a certain
treasure in the horde that he had to have... at any
cost, he betrayed the rest of the group and caused
us to get caught and sent to the howlers€peak
prision, recognizing me they put me in for 20
years. That was 5 years ago. Last week | heard
there were a couple of prisoners being released
and put on a cart set for Lichtenstein... | WILL be
on that cart, i do not remember how | got from
Gelmir to Baza, but as a child, | was told that a
metal pod came from the sky as the red skies of
heaven and the dark ash of hell rose up behind it€
inside was 2 objects: a halfling child and a small
tag that read one word: XENON
CHARACTER BACKSTORY ADDITIONAL NOTES




Cleric / Druid

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li .‘\
=== CANTRIPS === (At Will)
O Thaumaturgy Cleric -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
QO Spare the Dying Cleric - 1A Touch V,S Instantaneous  PHB 277  V/S
O Guidance <C> Cleric - 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
QO Create Bonfire <C> Druid DEX 12 1A 60 ft./5 ft. Cube V,S Concentration, upto Lminute  EE 152 D: 1m, 5 ft. Cube, V/S
O Mending Druid - im Touch V,S,M Instantaneous PHB 259 VISIM
=== 1st LEVEL === 4 Slots OO00
O Command Cleric wis12 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  PHB 230  V/S
O Inflict Wounds Cleric +4 1A Touch V.S Instantaneous  PHB 253  V/S
O Detect Magic [R]<C> Cleric -- 1A Self/30 ft. Sphere  V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
P Identify [R] Cleric (Always Prepared) -- im Touch V,S,M Instantaneous PHB 252  V/S/M
P Searing Smite <C> Cleric (Always Prepared) CON 12 1BA  Self A\ Concenuation, upto 1minwte - PHB 274 D: 1m, V
O Bane<C> Cleric CHA12 1A 30 ft. V,S,M  concenuation. wpro1miwee - PHB 216~ D: 1m, V/S/M
O Bless<C> Cleric - 1A 30 ft. V,S,M  concenuation, spro1miwe - PHB 219 D: 1m, V/S/M
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 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 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/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. \% Instantaneous  PHB 250 V
QO Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concentaion.wprosominwes PHB 270 D: 10m, V/S/M
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,S,M 1 minute PHB 272  D:1m, VISIM
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concentation.wpro0mnues PHB 275 D: 10m, V/IS/M
O Ceremony [R] Cleric - 1h+10m  Touch V,S,M Instantaneous  XGtE 151 V/S/M
O Goodberry Druid - 1A Touch V,S,M Instantaneous PHB 246  V/SIM
QO Faerie Fire <C> Druid DEX 12 1A 60 ft./20 ft. Cube V Concentration, upto 1 minte PHB 239 D: 1m, 20 ft. Cube, V
QO Snare Druid DEX 12 1m Touch SM 8 hours XGtE 165 D: 8h, S/IM
O Fog Cloud <C> Druid - 1A 120 ft./20 ft. Sphere  V,S Concentration, upto Lhour  PHB 243 D: 1h, 20 ft. Sphere, V/S
O Animal Friendship Druid WIS 12 1A 30 ft. V,S,M 24 hours PHB 212 D: 24h, VISIM
O Charm Person Druid WIS 12 1A 30 ft. V,S 1 hour PHB 221 D: 1h, VIS
QO Create or Destroy Water Druid -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/M
O Cure Wounds Druid - 1A Touch V,S Instantaneous  PHB 230 VIS
O Detect Magic [R]<C> Druid - 1a+10m  Self/30 ft. Sphere V,S Concentration, up to 10 minutes  PHB 231 D: 10m, 30 ft. Sphere, V/S
QO Detect Poison and Disease [R]<C> Druid -- 1a+10m  Self/30 ft. Sphere V,S,M  concentration, upto 10 minues PHB 231 D: 10m, 30 ft. Sphere, V/SIM
O Entangle <C> Druid STR12 1A 90 ft./20 ft. Square  V/,S Concentration, upto Lminue  PHB 238 D: 1m, 20 ft. Square, V/S
O Healing Word Druid - 1BA 60 ft. \% Instantaneous  PHB 250 V
O Jump Druid -- 1A Touch V,S,M 1 minute PHB 254 D: 1m, V/ISIM
O Longstrider Druid -- 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM
QO Purify Food and Drink [R] Druid -- 1a+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Speak with Animals [R] Druid -- 1a+10m  Self V.S 10 minutes PHB 277  D:10m, VIS
O Thunderwave Druid CON 12 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, VIS
QO Absorb Elements Druid - 1R Self S 1 round EE 150 D: 1Rnd, S
O BeastBond <C> Druid - 1A Touch V,S\M  concenvaion upro0minwees - EE 150 D: 10m, V/ISIM
O Earth Tremor Druid DEX12 1A 10 ft. V.S Instantaneous ~ EE 155 VIS
O Ice Knife Druid DEX12/+4 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, S/IM
SPELLS

> 4
L
Y




