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	Name: 
	Background: Acolyte
	Species: Hill Dwarf
	Class: Cleric 
	Subclass: 
	Level: 1
	EXP: 
	AC: 14
	Shield: Off
	HP: 10
	HPMax: 
	HPTemp: 
	HDSpent: 
	HDMax: 1d8
	Exhaust: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off

	DS: 
	0: 
	0: Off
	1: Off
	2: Off

	1: 
	0: Off
	1: Off
	2: Off


	PB: +2
	Inspir: Off
	Mod: 
	0: 
	0: +2
	1: +1

	1: 
	0: -1
	1: +3

	2: 
	0: +1
	1: +1


	Score: 
	0: 
	0: 14
	1: 12

	1: 
	0: 8
	1: 16

	2: 
	0: 13
	1: 12


	SaveP: 
	0: 
	0: Off
	1: Off

	1: 
	0: Off
	1: Yes

	2: 
	0: Off
	1: Yes


	SaveMod: 
	0: 
	0: +2
	1: +1

	1: 
	0: -1
	1: +5

	2: 
	0: +1
	1: +3


	AbilDC: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 13

	2: 
	0: 
	1: 


	SkillP: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Yes
	6: Yes
	7: Off
	8: Off
	9: Off
	10: Off

	SkillM: 
	0: -1
	1: +3
	2: +1
	3: +2
	4: +1
	5: +3
	6: +5
	7: +1
	8: +1
	9: 
	10: 

	Skill_Tool: 
	0: 
	0: Calligrapher Supplies
	1: 

	1: 
	0: 
	1: 


	SkillPb: 
	0: Yes
	1: Off
	2: Off
	3: Off
	4: Off
	5: Yes
	6: Off
	7: Off
	8: Off
	9: Off
	10: Off

	SkillMb: 
	0: +5
	1: +1
	2: +3
	3: +1
	4: +1
	5: +3
	6: -1
	7: -1
	8: +3
	9: 
	10: 

	Lang_Prof: 
	0: 
	0: 
	1: Common, Dwarf, Orc

	1: 
	0: 

	2: 
	0: 

	3: 
	0: 



	ArmorProf: 
	0: Yes
	1: Yes
	2: Yes
	3: Yes

	WeapProf: 
	0: Yes
	1: Yes
	2: Off

	Weapon_Prof: 
	ComNums: 
	0: -1
	1: 30
	2: M
	3: 

	WeapInfo: 
	0: 
	0: Mace
	1: +4
	2: 16+2 Blunt
	3: 

	1: 
	0: Unarmed Strike
	1: +3
	2: 3 blunt
	3: 

	2: 
	0: Sacred Flame 
	1: 
	2: 1d8 fire
	3: Dex save

	3: 
	0: Guiding bolt
	1: +5
	2: 4d6 radiant
	3: 120 ft 

	4: 
	0: 
	1: 
	2: 
	3: 

	5: 
	0: 
	1: 
	2: 
	3: 


	Features: 
	0: 
	0: Protector - gain martial weapons and heavy armour. 
	1: 

	1: 
	0: Darkvision 120 ft 
Dwarf Resilience. Resistance to Poison damage. Advantage against Poison condition.
Dwarf Tough Gain 1 HP per level. 
Stone Cunning As a Bonus Action, you gain Tremorsense with a range of 60 ft. for 10 minutes. You must be on or touching a natural or worked stone surface to use this Tremorsense. 2* day
	1: Magic Initiate 2 Cantrips Spare the Dying, Toll the dead
1 1st level Healing Word


	SpellMod: 
	0: 
	1: 

	SCMod: 
	0: 
	0: wis
	1: 

	1: 
	0: 13
	1: 

	2: 
	0: +5
	1: 


	SorceryPoints: 
	SP_Max: 
	Slots: 
	0: 
	0: 2
	1: 
	2: 

	1: 
	0: 
	1: 
	2: 

	2: 
	0: 
	1: 
	2: 


	Expended: 
	0: 
	0: Off
	1: Off
	2: Off
	3: Off

	1: 
	0: Off
	1: Off
	2: Off

	2: 
	0: Off
	1: Off
	2: Off


	Expended2: 
	0: 
	0: Off
	1: Off
	2: Off

	1: 
	0: Off
	1: Off
	2: Off

	2: 
	0: Off
	1: Off


	Expended3: 
	0: 
	0: Off
	1: Off

	1: 
	0: Off

	2: 
	0: Off


	SpellCRM: 
	0: 
	0: Yes
	1: Off
	2: Off

	1: 
	0: Yes
	1: Off
	2: Off

	2: 
	0: Yes
	1: Off
	2: Off

	3: 
	0: Yes
	1: Off
	2: Off

	4: 
	0: Yes
	1: Off
	2: Off

	5: 
	0: Yes
	1: Off
	2: Off

	6: 
	0: Yes
	1: Off
	2: Yes

	7: 
	0: Yes
	1: Off
	2: Off

	8: 
	0: Yes
	1: Off
	2: Off

	9: 
	0: Yes
	1: Off
	2: Off

	10: 
	0: Yes
	1: Off
	2: Off

	11: 
	0: Yes
	1: Off
	2: Off

	12: 
	0: Yes
	1: Off
	2: Off

	13: 
	0: Yes
	1: Off
	2: Off

	14: 
	0: Yes
	1: Off
	2: Off


	SLevel: 
	0: c
	1: c
	2: c
	3: c
	4: c
	5: 1
	6: 1
	7: 1
	8: 1
	9: 1
	10: 1
	11: 1
	12: 1
	13: 1
	14: 1

	Sname: 
	0: Sacred Flame
	1: guidance
	2: Thaumaturgy
	3: Spare the Dying
	4: Toll the Dead 
	5: Healing word (No slot)
	6: Ceremony 
	7: Bane
	8: Protection from Evil and Good
	9: Purify Food and Drink
	10: Bless
	11: Command
	12:  Sanctuary
	13: Shield of Faith
	14: Create or Destroy Water

	Snotes: 
	0: Dex save 60 ft
	1: touch
	2: 30 ft
	3: 15 ft
	4: 60 ft 1d8 or 1d12 Wis save
	5: BA 60 ft
	6: 
	7: Cha Save 30 ft
	8: Touch
	9: 5ft sphere 10ft range
	10: 30ft range
	11: Wis save 60 ft
	12: Wis save 30 ft
	13: BA 60 ft
	14: 30 Ft cube 30 ft range

	005: Yes
	001: 1
	002: Cure Wounds
	006: Off
	007: Off
	008: Touch 2d8+ mod
	013: Yes
	009: 1
	010: Detect Evil and Good
	014: Off
	015: Off
	016: 30 ft 
	021: Yes
	017: 1
	018: Detect Poison and Disease
	022: Off
	023: Yes
	024: 30 ft
	029: Yes
	025: 1
	026: Detect Magic
	030: Off
	031: Yes
	032: 30 ft
	037: Yes
	033: 1
	034: Guiding Bolt
	038: Off
	039: Off
	040: 4d6 rad +5 to hit 120 ft
	045: Yes
	041: 1
	042: Inflict Wounds
	046: Off
	047: Off
	048: Con save Touch
	053: Yes
	049: 
	050: 
	054: Off
	055: Off
	056: 
	061: Yes
	057: 
	058: 
	062: Off
	063: Off
	064: 
	069: Yes
	065: 
	066: 
	070: Off
	071: Off
	072: 
	077: Yes
	073: 
	074: 
	078: Off
	079: Off
	080: 
	085: Yes
	081: 
	082: 
	086: Off
	087: Off
	088: 
	093: Yes
	089:  
	090: 
	094: Off
	095: Off
	096: 
	101: Yes
	097:  
	098: 
	102: Off
	103: Off
	104: 
	109: Yes
	105: 
	106: 
	110: Off
	111: Off
	112: 
	117: Yes
	113: 
	114: 
	118: Off
	119: Off
	120: 
	Notes: 
	0: Shield, Chain Shirt, Mace, Backpack, Holy Symbol, Rations  *7, Robe, Blanket, tinderbox, lamp, Holy water, Rope, Pitons 4
	2: Folding fan which shows a fat orange cat
	3: 

	CarryCap: 59 
	DLPcap: 210
	WtCarCap: 420
	Attuned: 
	0: Off
	1: Off
	2: Off

	Attune: 
	0: 
	1: 
	2: 

	Coins: 
	0: 12 GP 



