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Cleric 7 Tigerskin
CLASS & LEVEL PLAYER NAME
Deep Gnome Haunted One (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
— ——
Y N
O -1 Strength \ /7 \
D e ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+3  Dexterity
8 O +1 Constitution +3 17 45 —_
O _+0_ Intelligence
© _+6  Wisdom INITIATIVE A \ HIT POINTS J
® _+4 Charisma / y, , S
7d8 successes O=O=0O
[ DEXTERITY
Advantage on INT Against Magic FAILURES O=O=O
Advantage on WIS Against Magic
1 6 Advantage on CHA Against \ DEFENSES \ HIT DICE \ DEATH SAVES /
Magic
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ﬂ) +3_ Acrobatics DEX \ N - WEAPONS o=
13 ‘ O _*3  Animal Handling wis PROFICIENCY BONUS j Simple Weapons
QO +3  Arcana INT s
i === LANGUAGES ===
® _*2 Athletics STR = — Common, Draconic, Dwarvish, Gnomish,
O _+1_ Deception CHA ABILITY SAVE DC | Undercommon
S==x F—
— ® _+3  History INT
INTELLIGENCE .
O _+3  Insight wis (/ \
30 ft. (Walkin
10 O +1 Intimidation CHA ( 9)
® _*3  Investigation INT
O _+3  Medicine wis \ SPEED 74
O +0 Nature INT ) PROFICIENCIES & TRAINING
I wispom O _+3  Perception WIS , \
O _+1_ Performance CHA === ACTIONS === As an action, you know the location of any undead
l 7 ) Standard Actions within 60 ft. of you that isn’t behind total cover and that
® _*4_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, isn’t protected from divination magic until the end of
® +6 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, your next turn. You can use this feature 3 time(s) per
g Grapple, Shove, Improvise, Two-Weapon Fighting, long rest.
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence
=== REACTIONS ===
O _#3  Stealth DEX Channel Divinity « 3/ Long Rest Sentinel at Death’s Door « 3/ Long Rest
U CHARISMA O +3_ Survival wis You can channel energy directly from the Outer As a reaction when you or a creature you can see
Planes to fuel magical effects. When you use this within 30 ft. suffers a critical hit, you can turn that hit
13 O class’s Channel Divinity, you can choose which effect into a normal hit. Any effects triggered by a critical hit
- to create. You can use this class’s Channel Divinity 3 are canceled. You can use this feature +3 times per
O times per Long Rest, but can regain one expended long rest.
o use after finishing a Short Rest.
R === SPECIAL ===
Eves of the Grave « 3/ Lona Rest Circle of Mortality
\ SKILLS J ACTIONS )
74 <\
13 PASSIVE PERCEPTION War Pick -1 1d8-1 Piercing Martial, Sap, Versatile
Unarmed Strike +2 0 Bludgeoning
13 PASSIVE INSIGHT
13 PASSIVE INVESTIGATION

Darkvision 120 ft.

SENSES 3

'WEAPON ATTACKS & CANTRIPS




=== CLERIC FEATURES ===
* Core Cleric Traits « PHB-2024 69
* Spellcasting « PHB-2024 69
* Divine Order « PHB-2024 70

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

* Channel Divinity « PHB-2024 70

You can channel energy directly from the Outer Planes
to fuel magical effects. When you use this class’s
Channel Divinity, you can choose which effect to
create. You can use this class’s Channel Divinity 3
times per Long Rest, but can regain one expended use
after finishing a Short Rest.

If your Channel Divinity requires a saving throw, the
DC equals your Cleric spell save DC (DC 14).

| 3/Long Rest ¢ 1 Action

| Channel Divinity: Divine Spark: 1 Action

| Channel Divinity: Turn Undead: 1 Action
* Cleric Subclass « PHB-2024 71

| Grave Domain (XGtE)

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

* Circle of Mortality « XGtE

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

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 3 time(s) per
long rest.

| 3/ Long Rest ¢ 1 Action

* Channel Divinity: Path to the Grave « XGtE

You can use Channel Divinity as an action to curse
one creature you can see within 30 ft. of you until the
end of your next turn. The next time you or an ally of
yours hits the cursed creature with an attack, the
creature has vulnerability to all of that attack’s
damage, and then the curse ends.

| 1 Action
* Ability Score Improvement « PHB-2024 71

* Sear Undead * PHB-2024 71

Whenever you use Turn Undead, any Undead that
fails its saving throw takes 3d8 Radiant damage. This
damage doesn’t end the turn effect.

| Channel Divinity: Sear Undead: 1 Action

* Sentinel at Death’s Door « XGtE

As a reaction when you or a creature you can see
within 30 ft. suffers a critical hit, you can turn that hit
into a normal hit. Any effects triggered by a critical hit
are canceled. You can use this feature +3 times per
long rest.

| 3/Long Rest « 1 Reaction

* Blessed Strikes « PHB-2024 71

| Divine Strike
Once on each of your turns when you hit a creature
with an attack roll using a weapon, you can cause it to
take an extra 1d8 Necrotic or Radiant damage (your
choice).

| 1 Action

=== DEEP GNOME SPECIES TRAITS ===

* Ability Score Increase * BR 36
Your Intelligence score increases by 2.

* Gnome Cunning * BR 37
You have advantage on all Intelligence, Wisdom, and
Charisma saving throws against magic.

* Ability Score Increase * EE
Your Dexterity score increases by 1.

* Superior Darkvision « EE
Your darkvision has a radius of 120 feet.

* Stone Camouflage * EE
You have advantage on Dexterity (Stealth) checks to
hide in rocky terrain.

=== FEATS ===

* Squat Nimbleness ¢ XGtE 75

Increase your STR or DEX score by 1. Increase your
walking speed by 5 ft. You gain proficiency in the
Acrobatics or Athletics skill, and you have advantage
on any Athletics or Acrobatics check you make to
escape from being grappled.
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Cleric 7 Tigerskin
CLASS & LEVEL PLAYER NAME
Kabu-tu

Deep Gnome Haunted One (Milestone)

CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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FEATURES & TRAITS
Belt of Hill Giant Strength 1 -
Tome of Understanding 1 --
Cloak of Invisibility 1 -
Half Plate 1 40 Ib.
Light Hammer 1 2 1b.
War Pick 1 21b.
Shovel 1 5 lb.
Backpack 1 5 lb.
Holy Symbol 1 -
WEIGHT CARRIED Rations 7 14 1b.
78 Ib. Robe 1 41b.
ENCUMBERED Blanket 1 31b.
120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Lamp 1 11b.
240 |b. Holy Water 1 1lb.

EQUIPMENT
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Male 50 Small 3'8(3'6 when slc 45
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Segojan Earthci Ashy Black Dark Brown(we: Bald
ALIGNMENT FAITH SKIN EYES HAIR

E—— —

L \ L \
/
=== Allies ===
Gravediggers, morticians and others who work
with and respect the dead
=== Organizations ===
Followers of Kelemvor
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS
A\ (f A\ T

/

/Big fan of physical comedy

Has an evil laugh

Strong swimmer

Loves beaches

| expect danger around every corner.

I refuse to become a victim, and | will not allow others to be
victimized.

I don’t run from evil. Evil runs from me.

PERSONALITY TRAITS
|~

{2

[N
I have a dark calling that puts me above the law. (Chaotic)

I like to know my enemy’s capabilities and weaknesses before
rushing into battle. (Lawful)

Every body deserves to be buried

IDEALS
L~

o~
~]

[
| keep my thoughts and discoveries in
a journal. My journal is my legacy.

My torment drove away the person |

BONDS
L~ 1
N ~"1
| feel no compassion for the dead. They're the lucky
ones.
| talk to spirits that no one else can see.
A FLAWS Yy

Uzkul Ruf was a large, underground city hidden
deep within the Earth, buried under pétalos
mountains. Despite its gloomy and isolated
location, the Deep Gnomes that called it home
where a lively, happy sort, despite what they
practice and decide to decorate their homes with.

As followers of Kelemvor, a god of death and
judge of the dammed, they held the passing others
and their remains very seriously. They chose to
respect the memory by engraving the bones of the
fallen into their architecture, weapons, building
material and more. They did this to keep the
memory of the dead alive and for the dead to keep
serving a purpose after they souls have passed
on.

They lived in prosperity that other Deep Gnome
societies couldn't dream of, even willingly
venturing out of their deep homes to spread the
word about their god, though sparingly and one at
atime.

This is ultimately what spared Kabu-Tu from
a(relatively) early grave when an ancient light
dragon dug through the middle of the city state,
saw all the bones “laying around” and decided that
the deep gnomes deserved to be torched “for the
righteousness of good”

Kabu-Tu only seeing undying embers of what was
their ancestral home and a Colossal

beast in the middle of it, did the wise thing and
ran, though not without receiving some

burn scars for the road.

Kabu-Tu’s only driving force now is a sworn duty
to appease the dead like he was raised to do, and
a new oath of vengeance against the dragon that
won’t let him do the same to his kin.

CHARACTER BACKSTORY

Channels magic through shovel called Domber

ADDITIONAL NOTES /,




Cleric

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
li .‘\
=== CANTRIPS === (At Will)
O Guidance Cleric -- 1A Touch V,S Concenration, up to L minute - PHB-2024 282 D: 1m, V/S
O Sacred Flame Cleric DEX 14 1A 60 ft. V,S Instantaneous  PHB-2024 313 V/S
QO Spare the Dying Cleric -- 1A 15 ft. V.S Instantaneous ~ PHB-2024 318 V/S
O Toll the Dead Cleric WIS 14 1A 60 ft. V,S Instantaneous  PHB-2024 334 V/S
O Spare the Dying Circle of Mortality -- 1BA 30ft. V.S Instantaneous ~ PHB-2024 318 V/S
O Spare the Dying Divine Order -- 1A 15 ft. V.S Instantaneous ~ PHB-2024 318 V/S
=== 1st LEVEL === 4 Slots OO00
O Healing Word Cleric -- 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284 \/
O Guiding Bolt Cleric +6 1A 120 ft. V.S 1 round PHB-2024 282 D: 1Rnd, V/S
O Protection from Evil and Good Cleric - 1A Touch V,S,M  concenvaion, upto 10minwees - PHB-2024 309 D: 10m, V/S/M
P Bane Cleric (Always Prepared) CHA 14 1A 30 ft. V,S,M  concentiation, up to 1 minwte - PHB-2024 245 D: 1m, V/S/M
P False Life Cleric (Always Prepared) -- 1A Self V,S,M Instantaneous  PHB-2024271 V/S/M
O Purify Food and Drink [R] Cleric - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous ~ PHB-2024310 5 ft. Sphere, V/S
O Bless Cleric - 1A 30 ft. V,S,M  concenation, upto 1minwte - PHB-2024 247 D: 1m, V/S/M
O Command Cleric WIS 14 1A 60 ft. \% Instantaneous ~ PHB-2024 251 V
O Sanctuary Cleric WIS 14 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/IM
O Shield of Faith Cleric - 1BA 60 ft. V,S,M  concentation upro 10mines - PHB-2024 316 D: 10m, V/S/M
QO Create or Destroy Water Cleric - 1A 30 ft/30 ft. Cube V,S,M Instantaneous  PHB-2024258 30 ft. Cube, V/S/IM
O Cure Wounds Cleric - 1A Touch V,S Instantaneous ~ PHB-2024259 \//S
O Detect Evil and Good Cleric - 1A Self/30 ft. Sphere  V/,S Concenvaon,upto 10mnues - PHB-2024 261 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R] Cleric - 1A+10m  Self/30 ft. Sphere V/,S,M  Concenvaion.upto lominues - PHB-2024 262 D: 10m, 30 ft. Sphere, VIS/IM
O Detect Magic [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S Concentraion, up 0 1o minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Inflict Wounds Cleric CON 14 1A Touch V,S Instantaneous ~ PHB-2024 288 V/S
===2nd LEVEL === 3 Slots 000
QO Spiritual Weapon Cleric +6 1BA 60 ft. V,S Concentation, upto 1 minute  PHB-2024 318  D: 1m, V/S
O silence [R] Cleric - 1A 120 ft./20 ft. Sphere  \/,S Concenvation,up o lominutes - PHB-2024 316 - D: 10m, 20 ft. Sphere, V/S
P Ray of Enfeeblement Cleric (Always Prepared) CON 14 1A 60 ft. V,S Concentration, upto 1 minute  PHB-2024 311 D: 1m, V/S
P Gentle Repose [R] Cleric (Always Prepared) - 1A Touch V,S,M 10 days PHB-2024 278 D: 10d, V/S/M
O Ad Cleric - 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
O Augury [R] Cleric -- 11m  Self V,S,M Instantaneous  PHB-2024 244 V/S/M
O Find Traps Cleric - 1A 120 ft. V,S Instantaneous  PHB-2024 273 V/S
QO Prayer of Healing Cleric -- 10m 30 ft. \Y Instantaneous ~ PHB-2024 307
QO Protection from Poison Cleric - 1A Touch V,S 1 hour PHB-2024 310 D: 1h, V/S
O Blindness/Deafness Cleric CON 14 1A 120 ft. \% 1 minute PHB-2024 248 D: 1m, V
QO Calm Emotions Cleric CHA 14 1A 60 ft./20 ft. Sphere  V/,S Concenuration, upto 1 minute  PHB-2024 249 D: 1m, 20 ft. Sphere, V/S
O Locate Object Cleric -- 1A Self V,S,M  Concentration, up o 10minutes - PHB-2024 293 D: 10m, V/S/M
O Lesser Restoration Cleric -- 1BA  Touch V,S Instantaneous  PHB-2024291 V/S
O Continual Flame Cleric - 1A Touch V,S,M Until dispelled  PHB-2024 256 D: Until Dispelled, V/S/M
O Hold Person Cleric WIS 14 1A 60 ft. V,S,M  Concentiation, upto 1 minute - PHB-2024 286 D: 1m, V/S/M
O Enhance Ability Cleric - 1A Touch V,S,M  Concentration, upto 1hour - PHB-2024 268 D: 1h, V/S/M
O Warding Bond Cleric - 1A Touch V,SM 1 hour PHB-2024 340 D: 1h, V/S/M
O Zone of Truth Cleric CHA 14 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB-2024 343 D: 10m, 15 ft. Sphere, V/S
===3rd LEVEL === 3 Slots 000
O Bestow Curse Cleric WIS 14 1A Touch V.S Concenuation, upto 1minute  PHB-2024 246 D: 1m, V/S
O Clairvoyance Cleric -- 10m 1 mile V,S,M  concenvation,upto 10minwees - PHB-2024 250 D: 10m, V/S/M
O Dispel Magic Cleric -- 1A 120 ft. V.S Instantaneous ~ PHB-2024 265 Special: (See Description)*, V/S

SPELLS
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Cleric

SPELL SAVE DC

SPELL ATTACK
BONUS

) .

L
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Tongues

Spirit Guardians
Remove Curse
Revivify

Vampiric Touch
Animate Dead
Protection from Energy
Beacon of Hope

Glyph of Warding
Sending

Magic Circle

Mass Healing Word
Meld into Stone [R]
Speak with Dead
Create Food and Water
Daylight

Water Walk [R]

OO0O0O0O0O0O0O0OO0O0O0O0OmTWTUTWTOOO

=== 4th LEVEL ===
Death Ward

Blight

Aura of Life
Banishment

Freedom of Movement
Locate Creature
Control Water

Stone Shape

Guardian of Faith

OO0OO0OO0OO0OO0O0O0CTTT

Divination [R]

Cleric
Cleric
Cleric
Cleric (Always Prepared)
Cleric (Always Prepared)
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric

Cleric

1 Slots O

Cleric (Always Prepared)
Cleric (Always Prepared)
Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

CON 14

1A
1A
1A
1A
1A
im
1A
1A
1h
1A
im
1BA
1A+ 10m
1A
1A
1A

1A +10m

1A
1A
1A
1A
1A
1A
1A
1A
1A

1A+ 10m

Touch V.M
Self/15 ft. Emanation  V/,S,M
Touch V,S
Touch V,S,\M
Self V,S
10 ft. V,S\M
Touch V,S
30 ft. V,S
Touch V,S,\M
Unlimited V,S,\M
10 ft./10 ft. Cylinder V/,S,M
60 ft. \
Touch V.S
10 ft. V,S\M
30 ft. V,S

60 ft./60 ft. Sphere  V/,S

30 ft. V,SM
Touch V.S
30 ft. V,S

Self/30 ft. Emanation  \/

30 ft. V,S,\M
Touch V,S\M
Self V,S,M
300 ft. V,S,M
Touch V,S,\M
30 ft. \Y

Self V,S,\M

SPELLS

1 hour

Concentation, up 0 10 minutes
Instantaneous
Instantaneous
Goncentration, up o 1 minute
Instantaneous
Concentration, up to 1 hour
Concentration, up o 1 minute
Until dispelled or triggered
Instantaneous
1 hour
Instantaneous
8 hours

10 minutes
Instantaneous
1 hour

1 hour

8 hours
Instantaneous

Concentration, up o 10 minutes
Concentration, up o 1 minute
1 hour

Concentration, up to 1 hour
Concentration, up o 10 minutes.
Instantaneous
8 hours

Instantaneous

PHB-2024 334

PHB-2024 318

PHB-2024 312

PHB-2024 312

PHB-2024 337

PHB-2024 240

PHB-2024 309

PHB-2024 245

PHB-2024 279

PHB-2024 314

PHB-2024 293

PHB-2024 296

PHB-2024 296

PHB-2024 318

PHB-2024 258

PHB-2024 260

PHB-2024 340

PHB-2024 261

PHB-2024 247

PHB-2024 244

PHB-2024 245

PHB-2024 277

PHB-2024 292

PHB-2024 256

PHB-2024 320

PHB-2024 281

PHB-2024 264

D: 1h, VIM

D: 10m, 15 ft. Emanation, V/S/M
VIS

VISIM

D: 1m, VIS

VISIM

D: 1h, VIS

D: 1m, VIS

D: Until Dispelled or Triggered, V/S/M
VISIM

D: 1h, 10 ft. Cylinder, V/SIM

\Y

D: 8h, VIS

D: 10m, VISIM

VIS

D: 1h, 60 ft. Sphere, V/S

D: 1h, VISIM

D: 8h, VIS

VIS

D: 10m, 30 ft. Emanation, V
D: 1m, V/SIM

D: 1h, VISIM

D: 1h, VISIM

D: 10m, V/S/IM

VISIM

D: 8h, V

VISIM
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