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15 oASSIVE NSIGHT Quarterstaff +1 1d6-1 Budgeoning  SiMple, Versatile, Topple
Ray of Frost +5 1d8 Cold VIS
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=== CLERIC FEATURES ===

* Core Cleric Traits « free-rules 69
* Spellcasting - free-rules 69

* Divine Order - free-rules 70

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

=== HUMAN SPECIES TRAITS ===

* Size « free-rules 194
Your Size is Medium or Small, chosen when you
select this species.

* Speed - free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful - free-rules 193
You gain proficiency in one skill of your choice.

* Versatile ¢ free-rules 194
You gain an Origin feat of your choice.

* Languages - free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in
it, read it, and write it.

=== FEATS ===

* Magic Initiate (Cleric) + free-rules 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.

Level 1 Spell. Choose a level 1 spell (Shield) 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.

| Wisdom

* Magic Initiate (Wizard) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell (Guiding Bolt)
from the Wizard 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.

| Wisdom *
* Sage Ability Score Improvements « PHB-2024 183

| Increase two scores (+2 / +1) *

N

FEATURES & TRAITS
Chain Shirt 1 20 Ib. Parchment 8 --
Shield 1 6 Ib.
Mace 1 4 1b.
Holy Symbol 1 -
Backpack 1 5 Ib.
Blanket 1 31lb.
Holy Water 1 11lb.
Lamp 1 11b.
Rations 7 14 Ib.
WEIGHT CARRIED Robe ! 41b.
77 b. Tinderbox 1 11b.
ENCUMBERED Quarterstaff 1 4 1b.
120 Ib. Robe 1 4 Ib.
PUSH/DRAG/LIFT Calligrapher's Supplies 1 51b.
240 Ib. Book 1 5 Ib.

EQUIPMENT
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=== CANTRIPS === (At Will)
O Light Cleric - 1A Touch V,M 1 hour feenies202 D 1h, V/IM
O Spare the Dying Cleric - 1A 151t V,S Instantaneous freemies3is  \//S
O Thaumaturgy Cleric - 1A 30 ft. \ 1 minute freenies 333 [ 1m, V
Q Toll the Dead Magic Initiate (Cleric) WIS 1A 60 ft. V,S Instantaneous PrB2eas /S
O Sacred Flame Magic Initiate (Cleric) DEX 1A 60 ft. V,S  Instantaneous feeriessis  V/S
O Ray of Frost Magic Initiate (Wizard) +5 1A 60 ft. V,S Instantaneous freerues3tt  \//S
O Fire Bolt Magic Initiate (Wizard)  +5 1A 120 ft. V,S Instantaneous freenies2re  \//S
O Guidance Divine Order - 1A Touch V.S  Trme " eeneszee  D:1m, VIS
=== 1st LEVEL === 2 Slots OO
C Bane Cleric CHA 1A 30 ft. VS,  omemaon w0 eenies2as D 1m, V/S/M
O Cure Wounds Cleric - 1A Touch V,S Instantaneous feeries2ss  V/S
O Healing Word Cleric -- 1B 60 ft. \ Instantaneous ~ freerues2ss  \/
0 Command Cleric WIS 1A 60 ft. \ Instantaneous ~ freerues 251 \/
C Ceremony [R] Cleric - i+ Touch V,S, Instantaneous XGtE V/ISIM
QO Protection from Evil and Good  Cleric -- 1A Touch V.S,  (oremeiont eemessos  D: 10m, V/S/M
O Purify Food and Drink [R] Cleric -- 1+ tonsnspere  V,S  Instantaneous feeriessio 5 ft. Sphere, V/S
O Bless Cleric - 1A 30 ft. V.S,  (oeemaion i eeres2a7  D: 1m, V/S/M
O Sanctuary Cleric WIS 1B 30 ft. V.S, 1 minute freeies313  D: 1m, V/S/M
C Shield of Faith Cleric - 1B 60 ft. VS, (oremeionteemesste  D:10m, V/S/M
O Create or Destroy Water Cleric - 1A sonmocwe V.S, Instantaneous teemeszss 30 ft. Cube, V/S/M
O Detect Evil and Good Cleric -- 1A semotispee |/ G (oremaenbreemies2et  ): 10m, 30 ft. Sphere, V/S
Q Detect Poison and Disease [R] Cleric - e semdofsphere VS, {oremaon®reees2e2  D: 10m, 30 ft. Sphere, V/S/M
O Detect Magic [R] Cleric - e semsonsphere VS SO ouesze D 10m, 30 ft. Sphere, V/S
O Guiding Bolt Always Prepared +5 1A 1201t V,S 1round reeries262  D: 1Rnd, V/S
O Inflict Wounds Cleric CON 1A Touch V,S Instantaneous freeruies2ss  \//S
O Shield Always Prepared - 1R Self V,S 1 round freeies3te  1/LR, D: 1Rnd, V/S
SPELLS




Cleric Spells - Level 0 (Cantrips)

Cantrips are spells that you can use without spending spell slots. You can just
keep using them as much as you like without worrying about running out...

Fire Bolt

Evocation Cantrip

Casting Time: 1 Action Range: 120 feet Components: V, S Duration: Instantaneous
You hurl a mote of fire at a creature or an object within range. Make a ranged spell attack
against the target. On a hit, the target takes 1d10 Fire damage. A flammable object hit by this
spell starts burning if it isn’t being worn or carried.

Cantrip Upgrade: The damage increases by 1d10 when you reach levels 5 (2d10), 11 (3d10),
and 17 (4d10).

Guidance
Evocation Cantrip

Casting Time: 1 Action Range: Touch Components:V, S Duration: 1 Minute (C)

You hurl a mote of fire at a creature or an object within range. Make a ranged spell attack
against the target. On a hit, the target takes 1d10 Fire damage. A flammable object hit by this
spell starts burning if it isn’t being worn or carried.

Cantrip Upgrade: The damage increases by 1d10 when you reach levels 5 (2d10), 11 (3d10),
and 17 (4d10).

Light

Evocation Cantrip

Casting Time: 1 Action Range: Touch Components:V, S Duration: 1 Hour

You touch one Large or smaller object that isn’t being worn or carried by someone else. Until
the spell ends, the object sheds Bright Light in a 20-foot radius and Dim Light for an additional
20 feet. The light can be colored as you like.

Covering the object with something opaque blocks the light. The spell ends if you cast it again.



Ray of Frost

Evocation Cantrip

Casting Time: 1 Action Range: 60 feet Components: V, S Duration: Instantaneous

A frigid beam of blue-white light streaks toward a creature within range. Make a ranged spell
attack against the target. On a hit, it takes 1d8 Cold damage, and its Speed is reduced by 10
feet until the start of your next turn.

Cantrip Upgrade: The damage increases by 1d8 when you reach levels 5 (2d8), 11 (3d8), and
17 (4d8).

Sacred Flame
Evocation Cantrip

Casting Time: 1 Action Range: 60 feet Components: V, S Duration: Instantaneous
Flame-like radiance descends on a creature that you can see within range. The target must
succeed on a Dexterity saving throw or take 1d8 Radiant damage. The target gains no benefit
from Half Cover or Three-Quarters Cover for this save.

Cantrip Upgrade: The damage increases by 1d8 when you reach levels 5 (2d8), 11 (3d8), and
17 (4d8).

Spare the Dying

Necromancy Cantrip

Casting Time: 1 Action Range: 15 feet Components: V, S Duration: Instantaneous

Choose a creature within range that has 0 Hit Points and isn’t dead. The creature
becomes Stable.

Cantrip Upgrade: The range doubles when you reach levels 5 (30 feet), 11 (60 feet), and 17
(120 feet).



Thaumaturgy

Transmutation Cantrip

Casting Time: 1 Action Range: 30 feet Components:V Duration: 1 Minute

You manifest a minor wonder within range. You create one of the effects below within range. If
you cast this spell multiple times, you can have up to three of its 1-minute effects active at a
time.

* Altered Eyes. You alter the appearance of your eyes for 1 minute.

* Booming Voice. Your voice booms up to three times as loud as normal for 1 minute. For the
duration, you have Advantage on Charisma (Intimidation) checks.

* Fire Play. You cause flames to flicker, brighten, dim, or change color for 1 minute.

* Invisible Hand. You instantaneously cause an unlocked door or window to fly open or slam
shut.

* Phantom Sound. You create an instantaneous sound that originates from a point of your
choice within range, such as a rumble of thunder, the cry of a raven, or ominous whispers.

* Tremors. You cause harmless tremors in the ground for 1 minute.

Toll the Dead

Necromancy Cantrip

Casting Time: 1 Action Range: 60 feet Components: V, S Duration: Instantaneous

You point at one creature you can see within range, and the single chime of a dolorous bell is
audible within 10 feet of the target. The target must succeed on a Wisdom saving throw or take
1d8 Necrotic damage. If the target is missing any of its Hit Points, it instead takes 1d12
Necrotic damage.

Cantrip Upgrade: The damage increases by one die when you reach levels 5 (2d8 or 2d12), 11
(3d8 or 3d12), and 17 (4d8 or 4d12).



Cleric Spells - Level 1

Level one spells and above require that you burn spell slots cast them. As a first

level cleric you have two first level spell slots which means you can cast two first
level spells before running out. To get your spell slots back you will need to take

a long rest.

Bless
Enchantment

Casting Time: 1 action Range: 30 feet Components:V, S, M Duration: 1 Minute (C)

You bless up to three creatures within range. Whenever a target makes an attack roll or a
saving throw before the spell ends, the target adds 1d4 to the attack roll or save.

Using a Higher-Level Spell Slot: You can target one additional creature for each spell slot level
above 1.

Cure Wounds
Abjuration

Casting Time: 1 action Range: Touch Components: V, S Duration: Instantaneous

A creature you touch regains a number of Hit Points equal to 2d8 plus your spellcasting ability
modifier.

Using a Higher-Level Spell Slot: The healing increases by 2d8 for each spell slot level above
1.

Guiding Bolt

Evocation

Casting Time: 1 action Range: 120 ft Components: V, S Duration: 1 Round

You hurl a bolt of light toward a creature within range. Make a ranged spell attack against the
target. On a hit, it takes 4d6 Radiant damage, and the next attack roll made against it before
the end of your next turn has Advantage.

Using a Higher-Level Spell Slot: The damage increases by 1d6 for each spell slot level above
1.



Healing Word

Abjuration
Casting Time: 1 Bonus Action Range: 60 ft Components:V Duration: Instantaneous
You hurl a bolt of light toward a creature within range. Make a ranged spell attack against the

target. On a hit, it takes 4d6 Radiant damage, and the next attack roll made against it before
the end of your next turn has Advantage.

Using a Higher-Level Spell Slot: The damage increases by 1d6 for each spell slot level above
1.

Inflict Wounds

Necromancy

Casting Time: 1 Action Range: Touch Components:V, S Duration: Instantaneous

You hurl a bolt of light toward a creature within range. Make a ranged spell attack against the
target. On a hit, it takes 4d6 Radiant damage, and the next attack roll made against it before
the end of your next turn has Advantage.

Using a Higher-Level Spell Slot: The damage increases by 1d6 for each spell slot level above
1.



	spellSource22: Always Prepared
	spellName24: Shield
	spellSource24: Always Prepared
	spellSaveHit24: --
	spellCastingTime24: 1R
	spellRange24: Self
	spellName25: 
	spellSource25: 
	spellRange25: 
	spellCastingTime25: 
	spellSaveHit25: 
	spellComponents25: 
	spellPage25: 
	spellPage24: free-rules 316
	spellDuration25: 
	spellNotes25: 
	spellPrepared25: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	Inspiration: Off
	FeaturesTraits2: === FEATS === 

* Magic Initiate (Cleric) • free-rules 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. 

Level 1 Spell. Choose a level 1 spell (Shield) 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. 

   | Wisdom •  

* Magic Initiate (Wizard) • free-rules 201 
Two Cantrips. You learn two cantrips of your choice from the Wizard spell list. Int., Wis., or Cha. is your spellcasting ability for this feat's spells. 

Level 1 Spell. Choose a level 1 spell (Guiding Bolt) from the Wizard 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.


