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Warforged Sage 0
RACE BACKGROUND EXPERIENCE POINTS
/7 \
ARMOR Max HP Current HP Temp HP ||
+0 17 15 -
INITIATIVE CLASS \ HIT POINTS J
// // 1d8 / \
Resistances - Poison successes O=O=0O
Immunities - Disease, Magical FAILURESO=O=O
Sleep
Q DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION
j === ARMOR ===

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Vehicles (Land)

=== LANGUAGES ===
Abyssal, Common, Deep Speech, Elvish

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

Eyes of Night « 1/ Long Rest

As an action, you can share your 300 ft. darkvision
with up to 3 willing creatures you can see within 10 ft.
of you, lasting for 1 hour. Once you share it, you can't

do so again until you finish a long rest, unless you
expend a spell slot of any level to share it again.
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15 PASSIVE WISDOM (PERCEPTION) Mace +4 1d6+2 Bludgeoning  Simple
Unarmed Strike +4 3 Bludgeoning
15 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 300 ft.
SENSES LN WEAPON ATTACKS & CANTRIPS y
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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 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.

| Twilight Domain

* Domain Spells « TCoE 34
You gain domain spells at the cleric levels listed in the
Twilight Domain Spells table.

* Bonus Proficiencies « TCoE 34
You gain proficiency with martial weapons and heavy
armor.

* Eyes of Night « TCoE 34

You have darkvision out to a range of 300 feet. As an
action, you can share this darkvision with up to 3
willing creatures you can see within 10 ft. of you,
lasting for 1 hour. Once you share it, you can’t do so
again until you finish a long rest, unless you expend a
spell slot of any level to share it again.

| 1/ Long Rest ¢ 1 Action

* Vigilant Blessing » TCoE 35

As an action, you give one creature you touch
(including possibly yourself) advantage on the next
initiative roll the creature makes. This benefit ends

immediately after the roll or if you use this feature
again.

| 1 Action

of your choice.

* Languages ¢« ERftLW 36
You can speak, read, and write Common and one
other language of your choice.

=== WARFORGED RACIAL TRAITS ===
* Ability Score Increase * BR

* Age » ERftLW 36

* Alignment « ERftLW 36

* Size « ERftLW 36

* Speed * ERftLW 36

* Constructed Resilience « ERftLW 36

You have advantage on saving throws against being
poisoned, and you have resistance to poison damage.
You don't need to eat, drink, or breathe. You are
immune to disease. You don’t need to sleep, and
magic can't put you to sleep.

* Sentry’s Rest « ERftLW 36

When you take a long rest, you must spend at least six
hours in an inactive, motionless state, rather than
sleeping. In this state, you appear inert, but it doesn’t
render you unconscious, and you can see and hear as
normal.

* Integrated Protection « ERftLW 36

You gain a +1 bonus to Armor Class. To don or doff
armor other than a shield takes 1 hour, and you must
be proficient with the armor.

While you live, your incorporated armor can't be
removed from your body against your will.

* Specialized Design * ERftLW 36
You gain one skill proficiency and one tool proficiency

N

EQUIPMENT

FEATURES & TRAITS
Scale Mail 1 45 Ib. Waterskin 51b.
Shield 1 6 Ib. Block of Incense --
Mace 1 4 1b. Censer --
Crossbow, light 1 51b. Vestments -
Crossbow Bolts 20 1.51b.
Ink (1 ounce bottle) 1 -
Backpack 1 5 lb.
Clothes, Common 1 31b.
Alms Box 1 -
WEIGHT CARRIED Small Knife 1 -
82.7 Ib. Holy Symbol 1 -
ENCUMBERED Blanket 1 3lb
210 Ib. Candle 10 -
PUSH/DRAG/LIFT Rations (1 day) 2 4 1b.
420 Ib. Tinderbox 1 1lb.
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=== CANTRIPS === (At Will)
QO Toll the Dead Cleric WIS 13 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
O Guidance <C> Cleric -- 1A Touch V,S Concentration, upto 1 minuie - PHB 248 D: 1m, VIS
O Sacred Flame Cleric DEX 13 1A 60 ft. V,S Instantaneous  PHB 272 VIS
=== 1st LEVEL === 2 Slots OO
O Bless <C> Cleric -- 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 219 D: 1m, V/ISIM
O Healing Word Cleric - 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Sanctuary Cleric WIS 13 1BA 30 ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  PHB 230  V/S
P Sleep Cleric (Always Prepared) - 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/ISIM
P Faerie Fire <C> Cleric (Always Prepared) DEX 13 1A 60 ft./20 ft. Cube V Concentration, wp o 1 minwte - PHB 239 D: 1m, 20 ft. Cube, V
O Bane<C> Cleric CHA13 1A 30 ft. V,S,M  concenation, spro1mnwe - PHB 216~ D: 1m, V/S/IM
O Command Cleric WIS 13 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 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 Magic [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S concentraion, upo tominutes - 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/M
O Guiding Bolt Cleric +5 1A 120 ft. V,S 1 round PHB 248 D:1Rnd, VIS
O Inflict Wounds Cleric +5 1A Touch V.S Instantaneous  PHB 253 VIS
QO Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concentation.wpro0minwes PHB 270 D: 10m, V/IS/IM
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 Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concenaton.wproomnies  PHB 275 D: 10m, V/SIM
O Ceremony [R] Cleric - th+1om Touch V,S,M Instantaneous XGtE 151 V/S/M
SPELLS
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