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Cleric 1 [Death Domain]
CLASS & LEVEL

PLAYER NAME

Lizardfolk Acolyte - Baldur's Gate
RACE BACKGROUND EXPERIENCE POINTS
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j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== LANGUAGES ===
I — Celestial, Common, Draconic, Infernal
ABILITY SAVE DC
S==x N
/ N\
30 ft. (Walking), 30 ft. (Swimming)
A SPEED )
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

=== BONUS ACTIONS ===

Hungry Jaws « 1 / Short Rest
Once per short rest as a bonus action, you can

make a bite attack. If it hits, you gain 3 temporary HP.

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

ACTIONS

74

4 N
15 PASSIVE WISDOM (PERCEPTION) Crosshow, Light +4 1d8+2 Piercing  simple, Ammuniton, Loading, Range, Two-Handed, Range (0/320)
Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
15 PASSIVE WISDOM (INSIGHT)
Warhammer +2 1d8 Bludgeoning Martial, Versatile
PASSIVE INTELLIGENCE (INVESTIGATION . .
10 ( ) Unarmed Strike +2 1 Bludgeoning
Bite +2 1d6 Piercing
SENSES LN WEAPON ATTACKS & CANTRIPS y
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Cleric 1 [Death Domain]

CLASS & LEVEL PLAYER NAME
Rhaz Blackscale
Lizardfolk Acolyte - Baldur's Gate
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 <
=== CLERIC FEATURES ===
* Cunning Artisan * VGtM
* Additional Cleric Spells « TCoE 30 As part of a short rest, you can create a shield, club,
Your Cleric has additional spells available to them, as javelin, darts, or blowgun needles from materials from
designated in Tasha's Cauldron of Everything. slain creatures.
* Hit Points « PHB 57 * Hold Breath « VGtM
You can hold your breath for up to 15 minutes at a
* Proficiencies « PHB 57 time.
* Spellcasting *« PHB 58 * Hunter’s Lore « VGtM
You can cast prepared cleric spells using WIS as your You gain proficiency with two of the following skills of
spellcasting modifier (Spell DC 13, Spell Attack +5) your choice: Animal Handling, Nature, Perception,
and prepared cleric spells as rituals if they have the Stealth, and Survival.
ritual tag. You can use a holy symbol as a spellcasting
focus. * Natural Armor « VGtM
When you aren’t wearing armor, your AC is 13 + your
* Divine Domain « PHB 58 Dexterity modifier. A shield’s benefits apply as normal.
You choose a divine domain that grants you additional
spells and other features related to your deity. * Hungry Jaws « VGtM
Once per short rest as a bonus action, you can make a
| Death Domain bite attack. If it hits, you gain 3 temporary HP.
* Bonus Proficiency « DMG | 1/ Short Rest « 1 Bonus Action
You gain proficiency with martial weapons.
* Reaper » DMG
You learn one necromancy cantrip from any spell list.
When you cast a necromancy cantrip that normally
targets only one creature, it can instead target two
creatures within 5 ft. of each other.
=== LIZARDFOLK RACIAL TRAITS ===
* Bite « VGtM
You have a bite attack for 1d6 +0 piercing damage that
can be used instead of the normal damage for an
unarmed strike.
| 1 Action
FEATURES & TRAITS
\\
Scale Mail 1 45 Ib. Rations (1 day) 10 20 Ib.
Shield 1 6 Ib. Rope, Silk (50 feet) 1 51b.
Dagger 1 11b. Soap 1 --
Crossbow, Light 1 5 lb. Tinderbox 1 1lb.
Warhammer 1 2 1b. Torch 5 51b.
Crossbow Bolts 20 1.51b. Waterskin 1 51b.
Potion of Healing 1 0.5 Ib. Whetstone 1 11b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Case, Crossbow Bolt 1 11b.
WEIGHT CARRIED
120.12 Ib Clothes, Traveler's 1 4 1b.
ENCUMBERED Flask or Tankard 1 11b.
150 Ib. Healer's Kit 1 31b.
PUSH/DRAG/LIFT Mess Kit 1 1lb.
300 Ib. Emblem 1 -
EQUIPMENT J




CHARACTER APPEARANCE
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Female 14 Medium 5'9" 216
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Kelemvor Black Yellow None
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

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

I quote (or misquote) sacred texts

PERSONALITY TRAITS
|~

oy
[ ~"1
Aspiration. | seek to prove myself
worthy of my god’s favor by matching
my actions against his or her

IDEALS

"

L~ —~
[ ~"1
| will do anything to protect the temple
where | served.
BONDS
L~ —~
[N ~~"]
My piety sometimes leads me to blindly trust
those that profess faith in my god.
A FLAWS /)

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Cleric

SPELL SAVE DC SPELL ATTACK
BONUS
—
li .‘\
=== CANTRIPS === (At Will)
O Guidance <C> Cleric -- 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
O Sacred Flame Cleric DEX 13 1A 60 ft. V,S Instantaneous  PHB 272 VIS
O Word of Radiance Cleric CON 13 1A 5 ft. V.M Instantaneous  XGtE 171 V/M
O Toll the Dead Reaper WIS 13 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
=== 1st LEVEL === 2 Slots OO
O Healing Word Cleric - 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Guiding Bolt Cleric +5 1A 120 ft. V.S 1 round PHB 248 D:1Rnd, VIS
O Bless<C> Cleric -- 1A 30 ft. V,S,M  concentation, upto 1minwe - PHB 219 D: 1m, VISIM
O Sanctuary Cleric WIS13 1BA 30 ft. V,S,M 1 minute PHB 272  D:1m, VISIM
P False Life Cleric (Always Prepared) -- 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
P Ray of Sickness Cleric (Always Prepared) CoN13/+5 1A 60 ft. V.S Instantaneous  PHB 271 V/S
O Bane<C> Cleric CHA 13 1A 30 ft. V,S,M  concentiation, upto 1 minwe - PHB 216 D: 1m, V/ISIM
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 Cure Wounds Cleric - 1A Touch V.S Instantaneous PHB 230 VIS
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 concenraion, po 1ominutes - 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.wpoomnves  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
QO 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  concenaion.wpoomnwes  PHB 270 D: 10m, V/S/M
QO Purify Food and Drink [R] Cleric - 1A+10m 10 ft/5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concenraion.cpolomnwes PHB 275 D: 10m, V/S/M
O Ceremony [R] Cleric - th+1om Touch V,S,M Instantaneous XGtE 151 V/S/M
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