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ARMOR Max HP Current HP Temp HP |
+9 13 126 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
.. . 16d6 + 4d8
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j )\ ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Simple Weapons, Whip
— — === TOOLS ===
ABILITY SAVE DC | Calligrapher's Supplies
o === LANGUAGES ===
7 N Common, Elvish
30 ft. (Walking)
Q SPEED )
i PROFICIENCIES & TRAINING

=== 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

=== BONUS ACTIONS ===
Fey Step * 6 / Long Rest

As a bonus action, you can teleport up to 30 ft. to
an unoccupied space you can see. You can use this 6
times per long rest. At 3rd level, your Fey Step gains
an additional effect based on your season.

Fey Step (Spring)
When vou use vour Fey Step, vou can touch one

willing creature within 5 ft. of you, teleporting them
instead of you to an unoccupied space you can see
within 30 ft.

Font of Magic: Create Spell Slot Level 1

You can transform 2 unexpended Sorcery Points
into a level 1 spell slot, which vanishes when you
finish a Long Rest.

Font of Magic: Create Spell Slot Level 2

You can transform 3 unexpended Sorcery Points
into a level 2 spell slot, which vanishes when you
finish a Long Rest.

Font of Magic: Create Spell Slot Level 3
You can transform 5 unexpended Sorcerv Points

ACTIONS

74

20 PASSIVE PERCEPTION
20 PASSIVE INSIGHT
15 PASSIVE INVESTIGATION

Darkvision 60 ft.

SENSES 3

Unarmed Strike +9

4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

\\
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=== SORCERER FEATURES ===

* Core Sorcerer Traits « PHB-2024 139
* Spellcasting  PHB-2024 139

* Innate Sorcery « PHB-2024 140

* Font of Magic « PHB-2024 140

You can tap into the wellspring of magic within
yourself, which is represented by Sorcery Points (SP).
You have 16 SP and regain all expended points when
you finish a Long Rest. In addition to fueling effects
such as Metamagic, you can use your SP to fuel the
options below:

Converting Spell Slots to Sorcery Points. You can
expend a spell slot to gain a number of SP equal to the
slot’s level (no action required).
Creating Spell Slots. As a Bonus Action, you can
transform unexpended SP into one spell slot, creating
a spell slot no higher than level 5. Any spell slot you
create with this feature vanishes when you finish a
Long Rest. The conversion is as follows:

« Sorcerer Level 2 | 2 SP -> Spell Slot Level 1

« Sorcerer Level 3 | 3 SP -> Spell Slot Level 2

« Sorcerer Level 5 | 5 SP -> Spell Slot Level 3

« Sorcerer Level 7 | 6 SP -> Spell Slot Level 4

« Sorcerer Level 9 | 7 SP -> Spell Slot Level 5

| Font of Magic: Sorcery Points: 16 / Long Rest ¢
Special

| Font of Magic: Convert Spell Slots: No Action

| Font of Magic: Create Spell Slot Level 1: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 2: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 3: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 4: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 5: 1 Bonus
Action

* Metamagic « PHB-2024 141

You can alter spells to suit your needs; you know 4
Metamagic options which can be used to temporarily
modify spells you cast.

* Metamagic Options « PHB-2024 141

| Distant Spell « br-2024
When you cast a spell with a range of at least 5 ft., you
can spend 1 Sorcery Point to double its range. Or
when you cast a spell that has a range of Touch, you
can spend 1 Sorcery Point to make the spell’'s range
30 ft.

| Metamagic: Distant Spell: Special

| Seeking Spell « br-2024
If you make an attack roll for a spell and miss, you can
spend 1 Sorcery Point to reroll the d20, and you must
use the new roll. You can use Seeking Spell, even if
you've already used a different Metamagic option.

| Metamagic: Seeking Spell: Special

| Subtle Spell « br-2024
When you cast a spell, you can spend 1 Sorcery Point
to cast it without any Verbal, Somatic, or Material
components, except Material components that are
consumed by the spell or that have a cost specified in
the spell.

| Metamagic: Subtle Spell: Special

| Twinned Spell « br-2024
When you cast a spell that can be cast with a
higher-level spell slot to target an additional creature,
you can spend 1 Sorcery Point to increase the spell’'s
effective level by 1.

| Metamagic: Twinned Spell: Special
* Sorcerer Subclass « PHB-2024 141
| Wild Magic Sorcery

* Wild Magic Surge « PHB-2024 149

Once per turn, you can roll 1d20 immediately after
casting a Sorcerer spell with a spell slot. If you roll a
20, roll on the Wild Magic Surge table to create a
magical effect. If the magical effect is a spell, it's too
wild to be affected by your Metamagic.

| Special
| Wild Magic Surge Table: Special

* Tides of Chaos « PHB-2024 149

You can give yourself Advantage on one D20 Test
before you roll the d20. You must cast a Sorcerer spell
with a spell slot or finish a Long Rest before you can
use this feature again.

If you do cast a Sorcerer spell with a spell slot before
you finish a Long Rest, you automatically roll on the
Wild Magic Surge table.

| 1/ Long Rest ¢ Special
* Ability Score Improvement « PHB-2024 141
* Sorcerous Restoration « PHB-2024 141

When you finish a Short Rest, you can regain up to 8
Sorcery Points. Once used, you can't use this feature

N

FEATURES & TRAITS

Dagger 1 11b.
Dagger 1 11b.
Spear 1 31b.
Backpack 1 51p.
Crystal 1 11b.
Oil 2 2Ib.

Rations 10 20 Ib.
Rope 1 5 Ib.
Tinderbox 1 11b.

WEIGHT CARRIED Toreh 10 10 Ib.
61 Ib. Waterskin 1 51p.
ENCUMBERED Caltrops 20 21b.
240 |b. Crowbar 1 51b

PUSH/DRAG/LIFT

480 Ib.

EQUIPMENT
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again until you finish a Long Rest.

| 1/ Long Rest « Special
* Bend Luck « PHB-2024 149
Immediately after another creature you can see rolls
for a D20 Test, you can take a Reaction and spend 1
Sorcery Point to roll 1d4 and apply the number rolled
as a bonus or penalty (your choice).

| 1 Reaction
* Sorcery Incarnate « PHB-2024 141
If you have no uses of Innate Sorcery left, you can use
it by spending 2 Sorcery Points when you take the
Bonus Action to activate it.

While Innate Sorcery is active, you can use up to two
Metamagic options on each spell you cast.

* 8: Ability Score Improvement « PHB-2024 141
* 12: Ability Score Improvement « PHB-2024 141
* Controlled Chaos * PHB-2024 149
Whenever you roll on the Wild Magic Surge table, you
can roll twice and use either number.

| Special
*16: Ability Score Improvement « PHB-2024 141
=== 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 18, Spell Attack +10)

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.

| Life Domain

* Bonus Proficiency « PHB 60
You gain proficiency with heavy armor.

* Disciple of Life « PHB 60
Whenever you use a spell of 1st level or higher to
restore HP, the creature regains additional HP equal to
2 + the spell’s level.
* 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: Preserve Life « PHB 60
As an action, you can restore 20 HP. Choose any
creatures within 30 ft. of you, and divide those hit
points among them. This feature can restore a
creature to no more than half of its hit point maximum.
You can'’t use this feature on an undead or a construct.
| 1 Action

* Ability Score Improvement « PHB 59

=== ELADRIN SPECIES TRAITS ===

* Eladrin Season ¢ MotM 13

ADDITIONAL FEATURES & TRAITS

N
You can choose between the following Eladrin
Seasons: Autumn, Winter, Spring, and Summer. Your
Trance trait lets you change your season.

| Spring ¢
Cheerfulness and celebration, marked by merriment
and hope as winter's sorrow passes.

* Creature Type * MotM 13
You are a Humanoid but are also considered an elf for
any prerequisite or effect that requires you to be an elf.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Size « MotM 13
You are Medium.

* Speed * MotM 13
Your walking speed is 30 ft.

* Darkvision « MotM 13

You can see in dim light within 60 ft. of you as if it were
bright light, and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Fey Ancestry « MotM 13
You have advantage on saving throws you make to
avoid or end the charmed condition.

* Fey Step * MotM 13

As a bonus action, you can teleport up to 30 ft. to an
unoccupied space you can see. You can use this 6
times per long rest. At 3rd level, your Fey Step gains
an additional effect based on your season.

| Spring - Intelligence ¢

| Fey Step (Spring): 1 Bonus Action

ADDITIONAL EQUIPMENT
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| 6/ Long Rest « 1 Bonus Action

* Keen Senses ¢ MotM 13
You are proficient in Perception.

* Trance » MotM 13

You don't need to sleep, and magic can'’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you can change your
season, and gain two proficiencies - each one a
weapon or tool of your choosing from the Player’s
Handbook. This lasts until you finish your next long
rest.

=== FEATS ===
* Fey Touched « PHB-2024 204
by 1.

Fey Magic. Choose one level 1 spell from the
Divination or Enchantment school of magic. You
always have that spell and the Misty Step spell
prepared. Once per Long Rest, you can cast each of
these spells without expending a spell slot. You can
also cast these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

| Intelligence ¢

* Keen Mind » PHB-2024 205
Ability Score Increase. Increase your Int. by 1.

Lore Knowledge. Choose one of the following skills:
Arcana, History, Investigation, Nature, or Religion. If

Ability Score Increase. Increase your Int., Wis., or Cha.

you lack proficiency in the chosen skill, you gain
proficiency in it, and if you already have proficiency in
it, you gain Expertise in it.

Quick Study. You can take the Study action as a
Bonus Action.

| Expertise *
| Quick Study: 1 Bonus Action

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +6 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.

* Actor « PHB-2024 202
Ability Score Increase.Cha. score increased by 1.

Impersonation. While you're disguised as a real or
fictional person, you have Advantage on Cha.
(Deception or Performance) checks to convince others
that you are that person.

Mimicry. You can mimic the sounds of other creatures,
including speech. A creature that hears the mimicry
must succeed on a Wis. (Insight) check to determine
the effect is faked (DC 8 +9).

* Acolyte Ability Score Improvements « PHB-2024 178
| Increase two scores (+2 / +1) ¢

* Magic Initiate (Cleric) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice

from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

ADDITIONAL FEATURES & TRAITS

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence

ADDITIONAL EQUIPMENT
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=== Allies === /Regal and beautiful she embodies optimism and is humored\
by how others are affected by her physical appearance
Lord Alaric Duskbane, Garrick Ironclaw, Church which she uses to her advantage.
Nightbane
=== Organizations ===
PERSONALITY TRAITS
Co founder of The Crimson Viel 200 S
[ "]
Seeks to redeem her love, Lord
Alaric Duskbane and protect those
within the Organization above all
IDEALS
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BONDS
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Is maternal to a fault that could be
turned against her
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Backstory of Lady Seraphina Moonshadow

Lady Seraphina Moonshadow was born under the
shimmering light of a full moon in the ethereal
realm of the Feywild, a place where magic flows
as freely as the rivers and the boundaries between
dreams and reality blur. As an Eladrin elf,
Seraphina was blessed with an innate connection
to the arcane and the divine, her soul resonating
with the primal forces of nature and the celestial
energies of the heavens. From a young age, she
exhibited extraordinary powers, her sorcery
manifesting in bursts of radiant light and her cleric
abilities drawing from the ancient well of her
ancestors' wisdom.

Her life took a dramatic turn when she crossed
paths with Lord Alaric Duskbane, a brooding and
enigmatic figure whose heart was ass burdened
as the shadows he walked in. Alaric, a former
noble turned vampire hunter, was a man
consumed by vengeance after losing his family to
the undead. Despite his hardened exterior,
Seraphina saw the flicker of humanity still burning
within him, and she was drawn to his cause.
Together, they founded the Crimson Veil
Organization, a clandestine order dedicated to
eradicating night creatures, particularly vampires,
who preyed on the innocent.

Seraphina’s love for Alaric was as deep as it was
complicated. She knew her presence in his life
had shattered his marriage, and though she
carried the weight of that guilt, her affection for him
was unwavering. She saw the pain he buried
beneath his stoic fagade and vowed to stand by
him, even as he spiraled further into darkness.
Unbeknownst to Alaric, Seraphina was aware of
his pact with a demon—a desperate act to gain
the power needed to destroy the vampire lord who
had taken everything from him. She understood
his reasons and chose to keep his secret, hoping
one day to guide him back to the light.

CHARACTER BACKSTORY

Seraphina’s Web

Lady Seraphina, an Eladrin elf of twilight and
tempest, is both Alaric’s lover and Church’s
surrogate mother. Her cleric magic soothes Alaric’s
nightmares; her sorcery shields Church from scrying
eyes. She knows of the demon pact but buries it,
fearing Church would despise Alaric—and that Alaric
would crumble under the guilt. Her heart fractures as
she watches Church flirt with danger, his changeling
face shifting between defiance and vulnerability.

“You see his father in him,” Valrik whispers to her in
a dream. “But does he see you as mother... or
pawn?”

ADDITIONAL NOTES
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=== CANTRIPS ===

(At Will)

QO Spare the Dying Magic Initiate (Cleric) -- 1A 15 ft. V,S Instantaneous ~ PHB-2024 318 V/S
O Mending Magic Initiate (Cleric) - im Touch V,S,M Instantaneous  PHB-2024297 V/S/M

=== 1st LEVEL === 4 Slots OO00
P Bless Cleric (Always Prepared) - 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 219 D: 1m, V/ISIM
P Cure Wounds Cleric (Always Prepared) -- 1A Touch V.S Instantaneous  PHB 230  V/S
O Bane Cleric CHA 18 1A 30 ft. V,S,M  concenuation, upto 1 minute - PHB 216 D: 1m, V/ISIM
O Command Cleric wIs18 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 Detect Evil and Good Cleric - 1A Self/30 ft. Sphere  V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R] Cleric -- 1A+10m  Self/30 ft. Sphere  V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R] Cleric -- 1a+10m  Self/30 ft. Sphere V,S,M  concenvaion,iprorominues  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Guiding Bolt Cleric +10 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 +10 1A Touch V.S Instantaneous PHB 253 VIS
O Protection from Evil and Good Cleric - 1A Touch V,S,M  concentaion.wprosominwes  PHB 270 D: 10m, V/SIM
O 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 18 1BA 30ft. V,SM 1 minute PHB 272  D:1m, VISIM
O Shield of Faith Cleric - 1BA 60 ft. V,S,M  concentation.wpro0mnues PHB 275 D: 10m, V/IS/M
O Bane Cleric CHA 18 1A 30 ft. V,S,M  concentration. upto 1minute - PHB-2024 245 D: 1m, V/S/M
QO Protection from Evil and Good Cleric - 1A Touch V,S,M  concentation,upto 10minwees - PHB-2024 309 D: 10m, 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  Concentraion. upto 1minute - PHB-2024 247 D: 1m, V/S/M
O Command Cleric WIS 18 1A 60 ft. \% Instantaneous ~ PHB-2024 251
O Sanctuary Cleric WIS 18 1BA 30 ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/M
QO Shield of Faith Cleric - 1BA 60 ft. V,S,M  concentaion. upto 10minwees - 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/M
O Cure Wounds Cleric - 1A Touch V,S Instantaneous ~ PHB-2024 259 V/S
O Detect Evil and Good Cleric -- 1A Self/30 ft. Sphere  V,S Concennation,upto lomines - 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.pto tominues - PHB-2024 262 D: 10m, 30 ft. Sphere, VIS/IM
O Detect Magic [R] Cleric -- 1A+1om  Self/30 ft. Sphere V,S Concenvation,up o lominves - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Guiding Bolt Cleric +10 1A 120 ft. V,S 1 round PHB-2024 282 D: 1Rnd, V/S
O Healing Word Cleric -- 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284
O Inflict Wounds Cleric CON 18 1A Touch V,S Instantaneous  PHB-2024 288 V/S
P Detect Magic Fey Touched (Always Prepared) -- 1A Self/30 ft. Sphere V,S Concentration, up to 10 minues - PHB 231 1/LR, D: 10m, 30 ft. Sphere, V/S
QO Cure Wounds Magic Initiate (Cleric) - 1A Touch V,S Instantaneous ~ PHB-2024259 1/LR, V/S

===2nd LEVEL === 3 Slots OO0
P Lesser Restoration Cleric (Always Prepared) - 1A Touch V,S Instantaneous  PHB 255  V/S
P  Spiritual Weapon Cleric (Always Prepared) +10 1BA 60 ft. V.S 1 minute PHB 278 D:1m,V/S
O Ad Cleric - 1A 30 ft. V,S,M 8 hours PHB 211 D: 8h, VISIM
O Augury [R] Cleric -- 11m  Self V,S,M Instantaneous PHB 215 V/SIM
QO Blindness/Deafness Cleric CON 18 1A 30 ft. \% 1 minute PHB 219 D:1m, V
O Calm Emotions Cleric CHA 18 1A 60 ft./20 ft. Sphere  V/,S Concenration, po 1 minwte - PHB 221 D: 1m, 20 ft. Sphere, V/S
O Continual Flame Cleric -- 1A Touch V,S,M Until dispelled PHB 227  D: Until Dispelled, V/S/M
O Enhance Ability Cleric -- 1A Touch V,S,M  concenration, upto 1hour  PHB 237 D: 1h, V/S/M
O Find Traps Cleric -- 1A 120 ft. V.S Instantaneous  PHB 241 VIS
O Gentle Repose [R] Cleric -- 1a+10m  Touch V,S,M 10 days PHB 245 D: 10d, V/ISIM
O Hold Person Cleric wis 18 1A 60 ft. V,S,M  concentration, spro1mnwe - PHB 251 D: 1m, V/S/M

R SPELLS N
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O Locate Object Cleric -- 1A Self V,S,M  concentration, up o 10 minutes - PHB 256 D: 10m, V/S/IM
QO Prayer of Healing Cleric -- 10m 30 ft. \Y Instantaneous  PHB 267 V
QO Protection from Poison Cleric -- 1A Touch V,S 1 hour PHB 270 D: 1h, VIS
O Silence [R] Cleric - 1A+10m 120 /20 ft. Sphere  V/,S Concenvaion,upto 20mines - PHB 275 D: 10m, 20 ft. Sphere, VIS
O Warding Bond Cleric - 1A Touch V,S,M 1 hour PHB 287 D: 1h, VISIM
O Zone of Truth Cleric CHA 18 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289 D: 10m, 15 ft. Sphere, V/S
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 /S
QO Prayer of Healing Cleric -- 10m 30 ft. \Y Instantaneous ~ PHB-2024 307
O Protection from Poison Cleric - 1A Touch V.S 1 hour PHB-2024 310 D: 1h, V/S
O Blindness/Deafness Cleric CON 18 1A 120 ft. \% 1 minute PHB-2024 248 D:1m, V
O Gentle Repose [R] Cleric -- 1a+10m  Touch V,S,M 10 days PHB-2024 278 D: 10d, V/S/M
O Calm Emotions Cleric CHA18 1A 60 ft./20 ft. Sphere  V/,S Concentration, upto Lminute - PHB-2024 249 D: 1m), 20 ft. Sphere, VIS
O Locate Object Cleric - 1A Self V,S,M  concenvaton upro 10minwes - PHB-2024 293  D: 10m, V/S/M
O Lesser Restoration Cleric - 1BA  Touch V.S Instantaneous ~ PHB-2024291 V//S
O Silence [R] Cleric - 1A+10m 120 ft/20 ft. Sphere  V/,S concentraton,upt 10 minutes - PHB-2024 316 - D: 10m, 20 ft. Sphere, V/S
O Continual Flame Cleric - 1A Touch V,S,M Until dispelled  PHB-2024256 D: Until Dispelled, V/S/M
QO Spiritual Weapon Cleric +10 1BA 60 ft. V,S Concenvation, upto 1 minute - PHB-2024 318 D: 1m, V/S
O Hold Person Cleric WIS 18 1A 60 ft. V,S,M  concentration. upto 1minute - PHB-2024 286 D: 1m, V/S/M
O Enhance Ability Cleric - 1A Touch V,S,M  Concentration, upto 1 hour - PHB-2024 268 D: 1h, V/S/M
O Warding Bond Cleric - 1A Touch V,S,M 1 hour PHB-2024 340 D: 1h, V/S/M
O Zone of Truth Cleric CHA 18 1A 60 ft/15 ft. Sphere  V,S 10 minutes PHB-2024 343 D: 10m, 15 ft. Sphere, V/S
O Misty Step Fey Touched - 1BA  Self \Y Instantaneous ~ PHB-2024299 1/LR,V
P Misty Step Fey Touched (Always Prepared) -- 1BA  Self \ Instantaneous ~ PHB-2024299 'V
SPELLS
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