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Battleaxe, Simple Weapons, Warhammer
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Cleric 1 neoshadowedge9484
CLASS & LEVEL PLAYER NAME
Hill Dwarf Knight (Milestone)
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HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===

=== TOOLS ===
Mason's Tools, Playing Card Set, Smith's
Tools

=== LANGUAGES ===
Common, Draconic, Dwarvish

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

=== 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.

Darkvision 60 ft.

SENSES

ACTIONS )
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14 PASSIVE PERCEPTION Crossbow, Light +2 1d8 Piercing Simple, Ammunition, Loading, Range, Two-Handed, Slow, Range (301320)
14 PASSIVE INSIGHT Warhammer +3 1d8+1 Bludgeoning Martial, Versatile, Push
Unarmed Strike +3 2 Bludgeoning
12 PASSIVE INVESTIGATION

WEAPON ATTACKS & CANTRIPS y
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H CLASS & LEVEL PLAYER NAME
Anvil Stoneclaw
Hill Dwarf Knight (Milestone)
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=== CLERIC FEATURES ===
* Ability Score Increase « BR 20
* Additional Cleric Spells « TCoE 30 Your Constitution score increases by 2.
Your Cleric has additional spells available to them, as
designated in Tasha's Cauldron of Everything. * Darkvision * BR 20
You can see in darkness (shades of gray) up to 60 ft.
* Hit Points « PHB 57
* Dwarven Resilience « BR 20
* Proficiencies « PHB 57 You have advantage on saves against poison and
resistance against poison damage.
* Spellcasting *« PHB 58
You can cast prepared cleric spells using WIS as your * Dwarven Combat Training « BR 20
spellcasting modifier (Spell DC 12, Spell Attack +4) You have proficiency with the battleaxe, handaxe, light
and prepared cleric spells as rituals if they have the hammer, and warhammer.
ritual tag. You can use a holy symbol as a spellcasting
focus. * Tool Proficiency « BR 20
You gain proficiency with your choice of smith’s tools,
* Divine Domain « PHB 58 brewer’s supplies, or mason’s tools.
You choose a divine domain that grants you additional
spells and other features related to your deity. * Stonecunning * BR 20
Whenever you make an Intelligence (History) check
| Forge Domain related to the origin of stonework, you are considered
proficient in the History skill and add double your
* Domain Spells « XGtE 18 proficiency bonus to the check.
You gain domain spells based on your cleric level.
* Ability Score Increase * BR 20
* Bonus Proficiencies * XGtE 19 Your Wisdom score increases by 1.
You gain proficiency with heavy armor and smith’s
tools. * Dwarven Toughness « BR 20
Your hit point maximum increases by 1, and it
* Blessing of the Forge « XGtE 19 increases by 1 every time you gain a level.
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
=== HILL DWARF SPECIES TRAITS ===
FEATURES & TRAITS
\\
Shield 1 6 Ib. Waterskin 1 51b.
Chain Mail 1 55 Ib.
Crossbow, Light 1 5 lb.
Warhammer 1 51b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Fine 1 6 Ib.
Signet Ring 1 -
Holy Symbol 1 -
Bedroll 1 7 Ib.
WEIGHT CARRIED
137 5 Ib Mess Kit 1 1lb.
ENCUMBERED Rations (1 day) 10 20 Ib.
180 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
360 Ib. Torch 10 10 Ib.
EQUIPMENT )




CHARACTER APPEARANCE
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Male 35 Medium 4'11 160
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Moradin Silver Red
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

Despite my noble birth, | do not
place myself above other folk. We
all have the same blood.

My favor, once lost, is lost forever.
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Noble Obligation. It is my duty to
protect and care for the people

beneath me. (Good)
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The common folk must see me as a hero

of the people.

BONDS
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By my words and actions, | often bring
shame to my family.

\\ FLAWS //
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CHARACTER BACKSTORY

He actually the youngest prince of his clan.

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Guidance Cleric -- 1A Touch V,S Concentration, up o L minute ~ free-rules 282 D: 1m, V/S
O Word of Radiance Cleric CON 12 1A 5 ft. V.M Instantaneous  XGtE 171 V/M
QO Toll the Dead Cleric WIS12 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
=== 1st LEVEL === 2 Slots OO
QO Cure Wounds Cleric - 1A Touch V,S Instantaneous  free-rules 259 V/S
O Guiding Bolt Cleric +4 1A 120 ft. V.S 1 round free-rules 282 D: 1Rnd, V/S
O Inflict Wounds Cleric CON12 1A Touch V.S Instantaneous  free-rules 288 /S
P Identify [R] Cleric (Always Prepared) -- im Touch V,S,M Instantaneous PHB 252  V/SIM
P Searing Smite Cleric (Always Prepared) CON12 1BA  Self \% Concentration, wp o 1 minwte - PHB 274 D: 1m, V
O Bane Cleric CHA12 1A 30 ft. V,S,M  concenation, upro1minwe - PHB 216~ D: 1m, V/S/M
O Bless Cleric - 1A 30 ft. V,S,M  concenation, spro1mnwe - PHB 219 D: 1m, V/IS/IM
O Command Cleric wIs12 1A 60 ft. \% 1 round PHB 223  D:1Rnd, V
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 Cleric - 1A Self/30 ft. Sphere  V/,S concentraion, upo tominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S concentraion, po tomnutes - 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.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
O Inflict Wounds Cleric +4 1A Touch V,S Instantaneous  PHB 253  V/S
O Protection from Evil and Good 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 12 1BA 30ft. V,S,M 1 minute PHB 272  D:1m, VISIM
QO Shield of Faith Cleric - 1BA 60 ft. V,S,M  concentaton.wproominies  PHB 275 D: 10m, V/SIM
O Ceremony [R] Cleric - 1h+10m  Touch V,S,M Instantaneous  XGtE 151 V/S/M
O Bane Cleric CHA 12 1A 30 ft. V,S,M  concentration, upro 1 minute  free-rules 245 D: 1m, V/S/M
QO Protection from Evil and Good Cleric - 1A Touch V,S,M  concentration, upto 10minutes~ free-rules 309 D: 10m, V/S/M
O Purify Food and Drink [R] Cleric -- 1a+10m 10 ft./5 ft. Sphere V,S Instantaneous  free-rules 310 5 ft. Sphere, V/S
O Bless Cleric - 1A 30 ft. V,S,M  concenation, upto 1minute  free-rules 247 D: 1m, V/S/M
O Command Cleric WwIS12 1A 60 ft. \Y Instantaneous  free-rules 251V
O Sanctuary Cleric WIS 12 1BA 30ft. V,S,M 1 minute free-rules 313 D: 1m, V/IS/M
QO Shield of Faith Cleric - 1BA 60 ft. V,S,M  concentiaion, up o 10minues  free-rules 316 D: 10m, V/S/M
QO Create or Destroy Water Cleric - 1A 30 ft./30 ft. Cube V,S,M Instantaneous free-rules 258 30 ft. Cube, V/S/M
O Detect Evil and Good Cleric -- 1A Self/30 ft. Sphere  V,S Concentraion,up 0 1o minutes free-rules 261 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R] Cleric -- 1A+10m  Self/30 ft. Sphere  V/,S,M  concenvaton. upto 10minwes  free-rules 262 D: 10m, 30 ft. Sphere, V/S/M
O Detect Magic [R] Cleric -- 1a+10m  Self/30 ft. Sphere V,S Concentraiion, up o 10 minutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Healing Word Cleric - 1BA 60 ft. \Y Instantaneous  free-rules 284
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