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@ g Opportunity Attack, Grapple, Shove, Improvise, Channel Divinity » 1 / Short Rest
2 3 O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object You can channel divine energy to fuel magical
effects a number of times per short rest.
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U CHARISMA ) ® 5 Survival wis Stone’s Endurance ¢ 1 / Short Rest Channel Divinity: Destructive Wrath
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Warhammer +7 1d8+5 Bludgeoning Martial, Versatile
13 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +7 6 Bludgeoning
10 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N WEAPON ATTACKS & CANTRIPS y




=== 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.

| Tempest Domain

* Bonus Proficiencies « PHB 62
You gain proficiency with martial weapons and heavy
armor.

* Wrath of the Storm « PHB 62

When a creature within 5 ft. that you can see hits you
with an attack, you can use your reaction to cause the
creature to make a DEX saving throw (DC 13 or it
takes 2d8 lightning or thunder damage (your choice),
half damage on success).

| 3/Long Rest « 1 Reaction
* 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: Destructive Wrath « PHB 62

You can use Channel Divinity to deal maximum
damage instead of rolling for lightning or thunder
damage.

| Special

=== GOLIATH RACIAL TRAITS ===

* Natural Athlete « EE
You have proficiency in the Athletics skill.

* Stone’s Endurance « EE
As a reaction, reduce damage dealt to you by 1d12 +0
once per short rest.

| 1/ Short Rest » 1 Reaction

* Powerful Build « EE

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Mountain Born « EE
You don't suffer the penalties for being in high
altitudes, and have resistance to cold damage.
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EQUIPMENT

FEATURES & TRAITS
Shield 1 6 Ib. Waterskin 1 51b.
Chain Mail 1 55 Ib. Crowbar 1 51b.
Crossbow, light 1 5 lb. Hammer 1 31b.
Warhammer 1 2 1b. Holy Water (flask) 1 11b.
Crossbow Bolts 20 1.51b. Manacles 1 6 Ib.
Backpack 1 51b. Mirror, Steel 1 0.5 1b.
Chest 1 25 Ib. Oil (flask) 1 1lb.
Clothes, Common 1 31b. Tinderbox 1 11b.
Amulet 1 11b. Torch 3 31b.
WEIGHT CARRIED Bedroll 1 7 Ib. Stake (Wooden) 9 -
178 Ib. Mess Kit 1 11b. Holy Symbol 1 --
ENCUMBERED Rations (1 day) 10 20 Ib.
600 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
1200 Ib. Torch 10 10 Ib.




CHARACTER APPEARANCE
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ALLIES & ORGANIZATIONS

/IIike to read and memorize poetry. It
keeps me calm and brings me
fleeting moments of happiness.
| don't talk about the thing that

PERSONALITY TRAITS
|~
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[ ~"1
| try to help those in need, no matter what the
personal cost. (Good)

IDEALS

L~ —~
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A terrible guilt consumes me. | hope that | can
find redemption through my actions.
BONDS
L~ —~
[N "]

| feel no compassion for the dead. They're
the lucky ones.
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Cleric
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=== 1st LEVEL === 4 Slots OO00
P Fog Cloud <C> Cleric (Always Prepared) -- 1A 120 ft./20 ft. Sphere  V/,S Concenuation, upto1hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
P Thunderwave Cleric (Always Prepared) CON 13 1A Self/15 ft. Cube V,S Instantaneous ~ PHB 282 15 ft. Cube, V/S
O Bane<C> Cleric CHA 13 1A 30 ft. V,S,M  concenuation, upro 1 minute - PHB 216 D: 1m, V/ISIM
O Bless<C> Cleric - 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 219 D: 1m, V/SIM
O Command Cleric WIS 13 1A 60 ft. \Y 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/SIM
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Evil and Good <C> Cleric -- 1A Self/30 ft. Sphere  V,S Concenraiion, upro lominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S Concenaiion, upto ominutes - 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, wproromines  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Guiding Bolt Cleric +5 1A 120 ft. V.S 1 round PHB 248 D:1Rnd, V/S
O Healing Word Cleric -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
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  concentaion.wprosominwes  PHB 270 D: 10m, V/S/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
O Sanctuary Cleric WIS 13 1BA 30ft. V,S\M 1 minute PHB 272  D:1m, VISIM
O Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concenation.wpro0mnues PHB 275 D: 10m, V/IS/M
===2nd LEVEL === 2 Slots OO
P Gustof Wind <C> Cleric (Always Prepared) STR13 1A Self V,S,M  concentiation, o1 mnwe - PHB 248 D: 1m, V/SIM
P Shatter Cleric (Always Prepared) CON 13 1A 60 ft./10 ft. Sphere V/,S,M Instantaneous PHB 275 10 ft. Sphere, V/S/IM
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/S/M
O Blindness/Deafness Cleric CON 13 1A 30 ft. A\ 1 minute PHB 219 D:1m,V
O Calm Emotions <C> Cleric CHA 13 1A 60 ft./20 ft. Sphere  \/,S Concenuation po 1minute - PHB 221 D: 1m, 20 ft. Sphere, V/S
QO Continual Flame Cleric -- 1A Touch V,S,M Until dispelled PHB 227 D: Until Dispelled, V/S/M
O Enhance Ability <C> Cleric - 1A Touch V,S,M  cConcentration, upto 1hour  PHB 237 D: 1h, V/SIM
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 <C> Cleric WIS 13 1A 60 ft. V,S,M  concentation, pto 1 minute - PHB 251 D: 1m, V/SIM
O Lesser Restoration Cleric - 1A Touch V,S Instantaneous  PHB 255 VIS
O Locate Object <C> 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
QO silence [R]<C> Cleric - 1A+10m 120 ft/20 ft. Sphere VS Concentration, up to 10 minues - PHB 275 D: 10m, 20 ft. Sphere, V/S
QO Spiritual Weapon Cleric +5 1BA 60 ft. V,S 1 minute PHB 278 D: 1m, V/S
O Warding Bond Cleric -- 1A Touch V,S,M 1 hour PHB 287 D: 1h, VISIM
O Zone of Truth Cleric CHA 13 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289 D: 10m, 15 ft. Sphere, VIS
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