
EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

CP

EP

GP

SP

PP

NAME ATK BONUS DAMAGE/TYPE

IDEALS

BONDS

FLAWS

PERSONALITY TRAITS

ARMOR
CLASS

CURRENT HIT POINTS

TEMPORARY HIT POINTS

INITIATIVE SPEED

DEATH SAVESHIT DICE

Hit Point Maximum

Total SUCCESSES

FAILURES

CHARACTER NAME

PROFICIENCY BONUS

SAVING THROWS

SKILLS

  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)

  Deception (Cha)

  History ( Int)

  Insight ( Wis)

  Intimidation (Cha)

  Investigation ( Int)

  Medicine ( Wis)

  Nature ( Int)

  Perception ( Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion ( Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival ( Wis)

  Strength
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  Intelligence
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RACE

SIZE DESCRIPTION PLAYER

LEVEL & CLASS BACKGROUND

Pre-generated character sheet prepared by joe.nittoly.ca

Darkvision. you have superior vision in dark and dim 
conditions. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. you can’t discern colour in darkness, 
only shades of gray.

Dwarven Resilience. You have advantage on saving 
throws against poison, and you have reistance against 
poison damage (explained in chapter 9 of the PHB).

Stonecunning. Whenever you make an Intelligence 
(History) check related to the origin of stonework, you 
are considered proficient in the History skill and add 
double your proficiency bonus to the check, instead of 
your normal proficiency bonus.

Ritual Casting. You can cast a spell as a ritual if the 
spell has the ritual tag and you have the spell 
prepared. Doing so takes 10 minutes longer, but casting 
in this way doesn’t use up a spell slot.

Channel Divinity. Once per short or long rest, you can 
do one of the following:

• Turn Undead. As an action, you can send undead 
fleeing from your deity’s wrath. Each undead creature 
within 30 ft. of you must succeed on a  DC 12 Wisdom 
saving throw or be turned for 1 minute (or until it 
takes damage). Turned creatures 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 or, if 
unable 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 creature within 5 ft. of 
you hits you with an attack, you can use your reaction 
to cause the creature to make a Dexterity saving 
throw. The creature takes 2d8 lightning or thunder 
damage (your choice) on a failed saving throw or half a 
much on a success. 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)

Warhammer
chainmail 1

light crossbow
bolts ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
        ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
shield 2

Backpack
bedroll
mess kit
tinderbox
torches ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
rations ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
waterskin
50 ft. rope.
holy symbol 3

prayer book
sticks of incense ( ) ( ) ( ) ( ) ( )
vestments
set of common clothes
belt pouch

1 While wearing chainmail, you make Dexterity 
(Stealth) checks with disadvantage.

2 Your AC is 18 with shield affixed.
3 You must be holding your holy symbol with one hand 
to cast spells that require material components.

1 You can wield your warhammer with both hands to deal 
1d10+3 damage on a hit, but you can’t have your shield 
affixed while doing so.

2 You can fire a light crossbow 80 ft., or up to 320 ft. 
with disadvantage on the attack roll.

3 Your Spellcasting ability is Wisdom. When casting a 
spell that requires your target to make a saving 
throw, your Spell Save DC is 12.

Cantrips. You know the Light, Sacred Flame, and 
Thaumaturgy cantrips.

Prepared Spells. You have bless, cure wounds, shield of 
faith, lesser restoration, and spiritual weapon prepared. 
You can choose a new list of 5 spells after a long rest.

Domain Spells. As a tempest cleric, You always 
have fog cloud, thunderwave, gust of wind, and 
shatter prepared.

Proficiencies. All armour and shields, all 
simple and martial weapons, smith’s tools.

Languages. Common, Dwarvish, Draconic, Elvish.
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Mountain Dwarf

Medium

3rd-level Cleric (Tempest Domain) Acolyte
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WARHAMMER 1 +5 1D8+3 BLUDGEONING

SPELLCASTING 3 +4 VARIABLE

LIGHT CROSSBOW 2 +3 1D8+1 PIERCING

16/18 +1 25
FEET

I idolize a particular hero of my faith and constantly 
refer to that person’s deeds and example.

I see omens in every event and action. The gods try 
to speak to us, we just need to listen.

Tradition. The ancient traditions of 
worship and sacrifice must be preserved 
and upheld.

Everything I do is for the common people.

I judge others harshly, and myself even 
more so.

Spell Slots. (1ST) (1ST) (1ST) (1ST) (2nd) (2nd)

15



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

Fog 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.


