» MOUNTAIN DWARF 3RD-LEVEL CLERIC (TEMPEST DOMAIN) ACOLYTE
RACE LEVEL & CLASS BACKGROUND
MEDIUM
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~ / \ / \ / S
2 5 | IDOLIZE A PARTICULAR HERO OF MY FAITH AND CONSTANTLY
PROFICIENCY BONUS j ,',’ REFER TO THAT PERSON'S DEEDS AND EXAMPLE.
> FEET | SEE OMENS IN EVERY EVENT AND ACTION. THE 6ODS TRY
) . \ wnmamve Y N seeep ) TO SPEAK TO LS, WE JUST NEED TO LISTEN.
(O ___ Strength \ e zq > U PERSONALITY TRAITS oy
O _— Dexterity Hit Point Maximum e ——
o TRADITION. THE ANCIENT TRADITIONS OF
O — Constitution WORSHIP AND SACRIFICE MUST BE PRESERVED
U DEXTERTY ) o Intelligence AND UPHELD.
’ @ *1_ wisdom CURRENT HIT POINTS IDEALS
+ L~~~ — L~ —~
® *2_ Charisma & N ~1 R ~
@ L SAVING THROWS )’ EVERYTHING | DO I8 FOR THE COMMON PEOPLE.
7 N
p—— ﬂ) Acrobatics \ N TEMPORARY HIT POINTS 2 | BONDS N
O — AnimalHandling 7/ 2D8 \ ¢ N\ ™~ ~
Total successes OO0 | JUDGE OTHERS HARSHLY, AND MYSELF EVEN
O — Arcana MORE 80.
O __ Athletics rawvres Q=00
'e) Deception N HIT DICE JB\ DEATH SAVES ) N FLAWS Y
'}_\ ® A History
INTELLIGENCE @ +H Insigh //NAME ATK BONUS DAMAGE/TYPE \\ I/ \\
I 1 Insight DARKVISION. YOU HAVE SLPERIOR VISION IN DARK AND Dith
- o : CONDITIONS. YOU CAN SEE IN DIM LIGHT WITHIN GO FEET OF
O — Intimidation WARHAMMER +5 1D8+3 sLupceonne YOU AS IF IT WERE BRIGHT LIGHT, AND IN DARKNESS AS IF IT
_ WERE DIM LIGHT. YOU CAN'T DISCERN COLOLR IN DARKNESS,
©) Investigation LIGHT CROSSBOW? +3 D8+l piereiNG ONLY SHADES OF GRAY.
® M Medicine SPELLCASTING® +4 VARIABLE DWARVEN RESILIENCE. YOU HAVE ADVANTAGE ON SAVING
THROWS AGAINST POISON, AND YOU HAVE REISTANCE AGAINST
O — Nature 1Y0U CAN WIELD YOLIR WARHAMMER WITH BOTH HANDS TO DEAL POISON DAMAGE (EXPLAINED IN CHAPTER 9 OF THE PHB).
WISDOM O ___ Perception IDIOH DAMAGE ON 4 HIT, BT YOU CAN'T HAVE YOUR SIELD STONECUNNING. WHENEVER YOU MAKE AN INTELLIGENCE
. (HISTORY) CHECK RELATED TO THE ORIGIN OF STONEWORK, YOU
+2 O ___ Performance 2Y0U CAN FIRE A LIGHT CROSSBOW 80 FT., OR UP TO 320 FT. ARE CONSIDERED PROFICIENT IN THE HISTORY SKILL AND ADD
) WITH DISADVANTAGE ON THE ATTACK ROLL. DOUBLE YOUR PROFICIENCY BONUS TO THE CHECK, INSTEAD OF
O — Persuasion 3 YOUR SPELLCASTING ABILITY IS WISDOM. WHEN CASTING A YOUR NORMAL PROFICIENCY BONUS.
® L Religion SPELL THAT REGUIRES YOUR TARGET TO MAKE A SAVING RITUAL CASTING. YOU CAN CAST A SPELL AS A RITUAL IF THE
:@ THROW, YOUR SPELL SAVE DC I8 I2. SPELL HAS THE RITUAL TAG AND YOU HAVE THE SPELL
O ___ Sleightof Hand CANTRIPS. YOU KNOW THE LIGHT, SACRED FLAME, AND PREPARED. DOING S0 TAKES 10 MINUTES LONGER, BUT CASTING
T THAUMATLIRGY CANTRIPS. IN THIS WAY DOESN'T USE LP A SPELL SLOT.
CHARISMA O _—_ Stealth
PREPARED SPELLS. YOU HAVE BLESS, CLIRE WOLNDS, SHIELD OF CHANNEL DIVINITY. ONCE PER SHORT OR LONG REST, YOU CAN
0 O ___ Survival FAITH, LESSER RESTORATION, AND SPIRITUAL WEAPON PREPARED. DO ONE OF THE FOLLOWING:
+ YOU CAN CHOOSE A NEW LIST OF 5 SPELLS AFTER A LONG REST. « TURN LINDEAD, AS AN ACTION, YOU CAN SEND LNDEAD
\ SKILLS y DOMAIN SPELLS. AS A TEMPEST CLERIC, YOU ALWAYS FLEEING FROM YOUR DEITY'S WRATH. EACH LINDEAD CREATLIRE

PASSIVE WISDOM
(PERCEPTION)

HAVE FOG6 CLOUD, THUNDERWAVE, GUST OF WIND, AND
SHATTER PREPARED.

SPELL SLOTS. (1s7) (1s7) (1s7) (Is7) (2w0) (2w)
\ ATTACKS & SPELLCASTING

PROFICIENCIES. ALL ARMOLR AND SHIELDS, ALL
SIMPLE AND MARTIAL WEAPONS, SMITH'S TOOLS.

LANGUAGES. COMMON, DWARVISH, DRACONIC, ELVISH.

OTHER PROFICIENCIES & LANGUAGES L

WARHAMMER
CHAINMAIL!
LIGHT CROSSBOW
BOLTS () () (
()O)(
SHIELD 2
BACKPACK
BEDROLL
MESS KIT
TINDERBOX
TORCHES () () ()
RATIONS () () (
WATERSKIN
50 FT. ROPE.
HOLY sYymBOL 2
PRAYER BOOK
STICKS OF INCENSE () () () () ()
VESTMENTS
8ET OF COMMON CLOTHES
BELT POUCH

TWHILE WEARING CHAINMAIL, YOU MAKE DEXTERITY
(STEALTH) CHECKS WITH DISADVANTAGE.

2YOUR AC I8 18 WITH SHIELD AFFIXED.

2YOU MUST BE HOLDING YOUR HOLY SYMBOL WITH ONE HAND
TO CAST SPELLS THAT REQUIRE MATERIAL COMPONENTS.

EQUIPMENT

WITHIN 30 FT. OF YOU MUST SUCCEED ON A DC 12 WiSpom
SAVING THROW OR BE TURNED FOR 1 MINUTE (OR UNTIL IT
TAKES DAMAGE). TURNED CREATLRES MUST MOVE AS FAR
AWAY FROM YOU AS POSSIBLE, CANNOT WILLINGLY MOVE
WITHIN 30 FT. OF YOU, AND CANNOT TAKE REACTIONS. ON
THEIR TURNS, TURNED CREATURES CAN ONLY DASH R, IF
LINABLE TO MOVE AWAY FROM YOU, TAKE THE DODGE ACTION.

* DESTRUCTIVE WRATH. WHEN YOU ROLL FOR LIGHTNING OR
THUNDER DAMAGE, YOU CAN CHOOSE TO DEAL THE MAXIMUM
DAMAGE INSTEAD OF ROLLING FOR IT.

WRATH OF THE STORM. WHEN A CREATLRE WITHIN S FT. OF
YOU HITS YOU WITH AN ATTACK, YOU CAN USE YOUR REACTION
TO CAUSE THE CREATLIRE TO MAKE A DEXTERITY SAVING
THROW. THE CREATLRE TAKES 208 LIGHTNING OR THUNDER
DAMAGE (YOUR CHOICE) ON A FAILED SAVING THROW OR HALF A
MUCH ON A SLICCESS. YOU CAN DO THIS TWICE PER LONG REST.

SHELTER OF THE FAITHFUL. AS AN ACOLYTE, YOU CAN
PERFORM THE RELIGIOUS CEREMONIES OF YOUR DEITY AND YOU
COMMAND THE RESPECT OF THOSE WHO SHARE YOUR FAITH.
YOU AND YOUR ADVENTURING COMPANIONS CAN EXPECT TO
RECEIVE FREE HEALING AND CARE AT A TEMPLE, SHRINE, OR
OTHER ESTABLISHED PRESENCE OF YOUR DEITY, THOUGH YOU
MUST PROVIDE ANY MATERIAL COMPONENTS NEEDED FOR
SPELLS. ACOLYTES AND WORSHIPPERS OF YOUR DEITY WILL
SUPPORT YOU (BUT ONLY YOU ) AT A MODEST LIFESTYLE. (SEE
MORE: PHB 127)

FEATURES & TRAITS
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CANTRIPS
LIGHT

Evocation cantrip

Casting Time: 1 action

Range: Touch

Components: V, M (a firefly or phosphorescent moss)
Duration: 1 hour

You touch one object that is no larger than 10 feet
in any dimension. 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. Completely covering the object with
something opaque blocks the light. The spell ends
if you cast it again or dismiss it as an action.

If you target an object held or worn by a hostile
creature, that creature must succeed on a
Dexterity saving throw to avoid the spell.

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 cover for
this saving throw.

THAUMATURGY
Transmutation cantrip

Casting Time: 1 action

Range: 30 feet

Components: V

Duration: Up to 1 minute

You manifest a minor wonder, a sign of
supernatural power, within range. You create one
of the following magical effects within range:

« Your voice booms up to three times as loud as
normal for 1 minute.

« You cause flames to flicker, brighten, dim, or
change color for 1 minute.

« You cause harmless tremors in the ground for 1 minute.

« 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.

« You instantaneously cause an unlocked door or
window to fly open or slam shut.

« You alter the appearance of your eyes for 1 minute.

If you cast this spell multiple times, you can have
up to three of its 1-minute effects active at a time,
and you can dismiss such an effect as an action.

PREPARED SPELLS
BLESS

1st-level enchantment

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (a sprinkling of holy
water)

Duration: Concentration, up to 1 minute

You bless up to three creatures of your choice
within range. Whenever a target makes an attack
roll or a saving throw before the spell ends, the
target can roll a d4 and add the number rolled to
the attack roll or saving throw.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level, you can target one
additional creature.

CURE WOUNDS

1st-level evocation

Casting Time: 1 action

Range: Touch

Components: V, S

Duration: Instantaneous

A creature you touch regains 1d8+3 hit points.

This spell has no effect on undead or constructs.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level, the healing increases
to 2d8+3.

SHIELD OF FAITH

1st-level abjuration

Casting Time: 1 bonus action

Range: 60 feet

Components: V, S, M (a small parchment with a
bit of holy text written on it)

Duration: Concentration, up to 10 minutes

A shimmering field appears and surrounds a
creature of your choice within range, granting it a
+2 bonus to AC for the duration.

LESSER RESTORATION

2nd-level abjuration

Casting Time: 1 action

Range: Touch

Components: V, S

Duration: Instantaneous

You touch a creature and can end either one disease
or one condition afflicting it. The condition can be
blinded, deafened, paralyzed, or poisoned.

SPIRITUAL WEAPON

2nd-level evocation

Casting Time: 1 bonus action

Range: 60 feet

Components: V, S

Duration: 1 minute

You create a floating, spectral weapon within
range that lasts for the duration or until you cast
this spell again. When you cast the spell, you can
make a melee spell attack against a creature within
5 feet of the weapon. On a hit, the target takes
1d8+3 force damage.

As a bonus action on your turn, you can move the
weapon up to 20 feet and repeat the attack against
a creature within 5 feet of it.

The weapon can take whatever form you choose.
Clerics of deities who are associated with a
particular weapon (as St. Cuthbert is known for
his mace and Thor for his hammer) make this
spell’s effect resemble that weapon.

DOMAIN SPELLS
Fo:G CLouD

1st-level conjuration

Casting Time: 1 action

Range: 120 feet

Components: V, S

Duration: Concentration, up to 1 hour

You create a 20-foot-radius sphere of fog centered
on a point within range. The sphere spreads
around corners, and its area is heavily obscured. It
lasts for the duration or until a wind of moderate
or greater speed (at least 10 miles per hour)
disperses it.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level, the radius of the fog
increases to 40 feet.

THUNDERWAVE

1st-level evocation

Casting Time: 1 action
Range: Self (15-foot cube)
Components: V, S
Duration: Instantaneous

A wave of thunderous force sweeps out from you.
Each creature in a 15-foot cube originating from
you must make a Constitution saving throw. On a
failed save, a creature takes 2d8 thunder damage
and is pushed 10 feet away from you. On a
successful save, the creature takes half as much
damage and isn’t pushed.

In addition, unsecured objects that are completely
within the area of effect are automatically pushed

10 feet away from you by the spell’s effect, and the
spell emits a thunderous boom audible out to 300
feet.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level, the damage
increases to 3d8.

GusT OF WIND
2nd-level evocation

Casting Time: 1 action

Range: Self (60-foot line)
Components: V, S, M (a legume seed)
Duration: Concentration, up to 1 minute

A line of strong wind 60 feet long and 10 feet wide
blasts from you in a direction you choose for the
spell’s duration. Each creature that starts its turn
in the line must succeed on a Strength saving
throw or be pushed 15 feet away from you in a
direction following the line.

Any creature in the line must spend 2 feet of
movement for every 1 foot it moves when moving
closer to you.

The gust disperses gas or vapor, and it
extinguishes candles, torches, and similar
unprotected flames in the area. It causes protected
flames, such as those of lanterns, to dance wildly
and has a 50 percent chance to extinguish them.

As a bonus action on each of your turns before the
spell ends, you can change the direction in which
the line blasts from you.

SHATTER

2nd-level evocation

Casting Time: 1 action

Range: 60 feet

Components: V, S, M (a chip of mica)
Duration: Instantaneous

A sudden loud ringing noise, painfully intense,
erupts from a point of your choice within range.
Each creature in a 10-foot-radius sphere centered
on that point must make a Constitution saving
throw. A creature takes 3d8 thunder damage on a
failed save, or half as much damage on a
successful one. A creature made of inorganic
material such as stone, crystal, or metal has
disadvantage on this saving throw.

A nonmagical object that isn’t being worn or
carried also takes the damage if it’s in the spell’s
area.



