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® _*3  Investigation INT
’@ ® +5 Medicine wis \ SPEED /
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O _+0  Performance CHA === ACTIONS === you can distribute the mental load of the spell among
l 7 ) Standard Actions you and the secondary casters. Once the casting is
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, complete, you and all secondary casters can maintain
L Hide, Ready, Search, Utilize, Opportunity Attack, Concentration on this spell. As long as at least one
® _+6  Religion INT ) A :
Grapple, Shove, Improvise, Two-Weapon Fighting, caster who contributed to the spell maintains this
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence Concentration, the spell’s effects remain active.
O _*2_ Stealth DEX === SPECIAL === Circle Spell: Expand
U CHARISMA ) O 3 Survival wis Circle Spell: Augment When you cast a spell that creates an area of
When you cast a spell with a range of at least 5 ft.,  effect, you can increase one dimension of the spell’'s
10 O you can increase the range of the spell by 1,000 ft. per  area of effect for this casting by 10 ft. per secondary
- secondary caster contributing to the spell, up to amax  caster contributing to the spell.
O of a 1-mile increase.
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When vou cast a spell that requires Concentration,  fails. these spell slots aren’t expended.
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=== CLERIC FEATURES ===
* Core Cleric Traits « PHB-2024 69
* Spellcasting « PHB-2024 69
* Divine Order « PHB-2024 70

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

* Circle Magic Casting * FRHoF

When you cast a spell that has a casting time of an
action or 1 minute or longer and cast it using a spell
slot, you can cast it as a Circle spell. Casting a Circle
spell follow the usual rules for spellcasting, and the
primary caster (“you” in these rules) decide the spell's
targets, maintain Concentration if required, provide the
spell's components, expend the slot for casting the
spell, and decide any of the options noted. The spell's
effects originate from you.

You take a Magic action to initiate casting a Circle
spell. When you do, you choose which Circle casting
option you're using for this casting; you must also meet
any other requirements described in that option’s text.

Casting a Circle spell requires that one or more other
spellcasters, called secondary casters, lend their
magic to the spell. They must have the Spellcasting or
Pact Magic feature to participate in a Circle spell. Each
secondary caster must take the Magic action before
the start of your turn while remaining within 30 ft. of
you to contribute to the spell. If the spell has a casting
time of 1 minute or more, you and each caster must
take the Magic action on each of your turns for the
entire casting time, you must each maintain
Concentration while doing so. If any of the caster’s
Concentration is broken, the spell fails.

If the spell fails, nothing happens. The spell slot isn’'t
expended, and any Material components aren’t
consumed. To cast the spell again, you must start
over.

| Initiate a Circle Spell: 1 Action

| Circle Spell: Augment: Special

| Circle Spell: Distribute: Special

| Circle Spell: Expand: Special

| Circle Spell: Prolong: Special

| Circle Spell: Safeguard: Special

| Circle Spell: Supplant: Special

=== REBORN SPECIES TRAITS ===

* Creature Type « RtHW 31
You are a Humanoid.

* Size « RtHW 31
You are Medium or Small, chosen when you select this
species.

* Speed * RtHW 31
Your Speed is 30 ft.

* Escaped Death « RtHW 31
You have Advantage on Death Saving Throws.

* Everlasting « RtHW 31

You don't gain Exhaustion from dehydration,
malnutrition, or suffocation. You don’t need to sleep,
and magic can't put you to sleep. You can finish a
Long Rest in 4 hours if you spend those hours in an

N
inactive, motionless state, during which you retain
consciousness.

* Knowledge from a Past Life « RtHW 31
You gain proficiency in one skill of your choice.

When you fail an ability check, you can roll 1d6 and
add the number rolled to the d20. You can do this 2
times per Long Rest.

| 2/ Long Rest « Special

* Strange Endurance « RtHW 31
You have Resistance to your choice or Cold, Necrotic,
or Poison.

=== FEATS ===

* Healer » PHB-2024 201

Battle Medic. As a Utilize action, you can expend one
use of a Healer's Kit to tend to a creature within 5 feet
of yourself. That creature can expend one of its HP
Dice, and you then roll that die. The creature regains a
number of HP equal to the roll +2.

Healing Rerolls. Whenever you roll a die to determine
the number of HP you restore with a spell or with this
feat's Battle Medic benefit, you can reroll the die if it
rolls a 1, and you must use the new roll.

| Battle Medic: 1 Action
* Hermit Ability Score Improvements « PHB-2024 181

| Increase two scores (+2/ +1) ¢

FEATURES & TRAITS
\\
Shield 1 6 Ib. Lamp 1 11b.
Chain Shirt 1 20 Ib. Holy Water 1 11b.
Mace 1 4 1b. Chest 1 25 Ib.
Quarterstaff 1 4 1b. Chest 1 25 1b.
Oil 3 31b. *Equipment (Com) 1 51b.
Backpack (Utiles) 1 51b. *Equipment (Cons) 1 51b.
Bedroll 1 7 Ib. Backpack (Combate) 1 51b.
Book (Cultos y sectas de Faerun, andlisis y reflex 1 5 lb.
Herbalism Kit 1 31b.
WEIGHT CARRIED Lamp L 11b.
151 Ib. Traveler's Clothes 1 4 1b.
ENCUMBERED Rations 7 14 Ib.
0 lb. Robe 1 4 1b.
PUSH/DRAG/LIFT Blanket 1 3 1b.
0 Ib. Tinderbox 1 1lb.
EQUIPMENT ))
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=== Allies === // \\
El monasterio del sufrimiento universal en el norte
de Luskan
PERSONALITY TRAITS
L~ 1
[ ]
El valor total de sufrimiento del mundo
debe ser reducido, si es necesario
aumentar el sufrimiento de una
IDEALS
L~ 1
[ ]
BONDS
L~ 1
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N FLAWS Y
\ /4 AV /4

Tedloga de renombre en Luskan sus ideas eran
poco apreciadas por el clero establecido de
limater que deciden enviarla mas al norte a formar
parte de una pequefia misién para reducir su
influencia.

Alli consigue las suficientes adeptas para fundar
el convento del sufrimiento universal, poco a poco
desde su exilio sus ideas se vuelven a expandir lo
suficiente como para que la iglesia de limater
declera el culto del sufrimiento universal herejia
mayor.

El culmen de estas tensiones son los rumores de
torturas perpetradas en el convento a uno de sus
pacientes, la iglesia realiza un juicio y sentencian
a muerte a la madre Angustias.

La madre aceptd su sentencia, no por respeto a la
iglesia si no por deseo de ver cudl interpretacion
era correcta, confiaba en que ilmater no permitiria
su muerte y la traeria de vuelta si su verdad era
justa, en caso contrario aceptaria la condena por
sus acciones.

4 dias tarda en volver, por suerte su cadaver se
dejo al frio y se mantuvo en buen estado. Volvié
pero no del todo bien, no podia respirar
correctamente su corazon latia extrano pero eso
no le importaba, su tragedia era que ilmater no
habia dado una muestra clara, era esta forma un
castigo por su osadia 0 una resurreccion que fallé
en su ejecucion, su penitencia deberia ser
descubrir el significado de su vuelta a la vida.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Guidance Cleric -- 1A Touch V,S Concenration, up to L minute - PHB-2024 282 D: 1m, V/S
QO Spare the Dying Cleric - 1A 15 ft. V,S Instantaneous ~ PHB-2024 318 V/S
O Sacred Flame Cleric DEX 13 1A 60 ft. V,S Instantaneous  PHB-2024 313 /S
O Toll the Dead Divine Order WIS 13 1A 60 ft. V,S Instantaneous  PHB-2024 334 V/S
=== 1st LEVEL === 2 Slots OO
O Cure Wounds Cleric - 1A Touch V.S Instantaneous ~ PHB-2024 259 /S
O Healing Word Cleric -- 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284 \/
O Bless Cleric - 1A 30 ft. V,S,M  concentiation, upro 1 minwee - PHB-2024 247 D: 1m, V/S/M
O Command Cleric WIS13 1A 60 ft. \% Instantaneous ~ PHB-2024 251 V
O Ceremony [R] Cleric -- 1h+10m  Touch V,S,M Instantaneous  XGtE 151 V/S/M
O Bane Cleric CHA13 1A 30 ft. V,S,M  concentiation, upro 1 minwe - PHB-2024 245 D: 1m, V/S/M
O Protection from Evil and Good Cleric - 1A Touch V,S,M  concenvaton upto 0 minuees - PHB-2024 309 D: 10m, V/S/M
O Purify Food and Drink [R] Cleric - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous ~ PHB-2024310 5 ft. Sphere, V/S
O Sanctuary Cleric WIS 13 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/IM
O Shield of Faith Cleric - 1BA 60 ft. V,S,M  concenvation,upto 10minwees - PHB-2024 316  D: 10m, V/S/M
O Create or Destroy Water Cleric - 1A 30 ft/30 ft. Cube V,S,M Instantaneous  PHB-2024258 30 ft. Cube, V/S/IM
O Detect Evil and Good Cleric - 1A Self/30 ft. Sphere  V,S Concentraion,upt0 10 minures - PHB-2024 261 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R] Cleric -- 1A+10m  Selff30 ft. Sphere  V/,S,M  concenvaion, w0 1ominues - PHB-2024 262 D: 10m, 30 ft. Sphere, V/SIM
O Detect Magic [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S Concennation,up 1o ominutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Guiding Bolt Cleric +5 1A 120 ft. V,S 1 round PHB-2024 282 D: 1Rnd, V/S
QO Inflict Wounds Cleric CON 13 1A Touch V.S Instantaneous ~ PHB-2024288 \//S
O Wardaway Cleric CON 13 1A 60 ft. V,S,M Instantaneous FRHoF 147 V/S/M
SPELLS
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