D&D
1B ENOINID)

— —
Cleric 3 Yekai
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Yekai's Character
Shifter Hermit (Milestone)
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— ——
Y N
ﬂ) +0_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
O _+2_ Constitution +2 17 24 -
O _+0_ Intelligence
® +5 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +2 Charisma / y, , \
3d8 successes O=O=0O
DEXTERITY raiLures O=O=0
14 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] O _*2 Acrobatics DEX \ N - WEAPONS ===
‘ O _*3  Animal Handling wis PROFICIENCY BONUS j Simple Weapons
® +5 Arcana INT =
i === TOOLS ===
® _*2 Athletics STR = = Herbalism Kit
O 40 Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
e O _#0_ History INT Common, Common Sign Language
O _+3  Insight wis (/ N
30 ft. (Walkin
10 O +0 Intimidation CHA ( 9)
O _+0_ Investigation INT
® +5 Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & TRAINING
' wispom Y O +3 Perception wis , N\
QO _+0  Performance CHA === ACTIONS === Shift « 2 / Long Rest
l 7 ) Standard Actions As a bonus action, you can shift and assume a
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, more bestial form and gain 4 temporary hit points.
® +5 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Your transformation lasts for 1 minute, until you die, or
g Grapple, Shove, Improvise, Two-Weapon Fighting, until you revert using a bonus action. You can shift 2
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence times per long rest.
O _*2  Stealth DEX Channel Divinity * 2 / Long Rest === REACTIONS ===
U CHARISMA ) ® 5 Survival wis You can channel energy directly from the Outer Warding Flare « 3/ Long Rest
Planes to fuel magical effects. When you use this When a creature that you can see within 30 ft. of
10 O class’s Channel Divinity, you can choose which effect yourself makes an attack roll, you can take a Reaction
- to create. You can use this class’s Channel Divinity 2 to impose Disadvantage on the attack roll. You can
O times per Long Rest, but can regain one expended use this feature 3 times per Long Rest.
o use after finishing a Short Rest.
=== BONUS ACTIONS ===
\ SKILLS J ACTIONS )
r // \\
13 PASSIVE PERCEPTION Quarterstaff +2 1d6 Bludgeoning Simple, Versatile, Topple
Unarmed Strike +2 1 Bludgeoning
13 PASSIVE INSIGHT
10 PASSIVE INVESTIGATION

Darkvision 60 ft.

SENSES 3

'WEAPON ATTACKS & CANTRIPS
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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.

* Channel Divinity « PHB-2024 70

You can channel energy directly from the Outer Planes
to fuel magical effects. When you use this class’s
Channel Divinity, you can choose which effect to
create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended use
after finishing a Short Rest.

If your Channel Divinity requires a saving throw, the
DC equals your Cleric spell save DC (DC 13).

| 2/Long Rest ¢ 1 Action
| Channel Divinity: Divine Spark: 1 Action
| Channel Divinity: Turn Undead: 1 Action
* Cleric Subclass « PHB-2024 71
| Light Domain
* Light Domain Spells « PHB-2024 74
When you reach a Cleric level specified in the Light
Domain Spells table, you always have the listed spells

prepared.

* Radiance of the Dawn « PHB-2024 74
As a Magic Action, you present your Holy Symbol and

emit a flash of light in a 30-ft. Emanation originating
from yourself. Any magical Darkness is dispelled, and
each creature of your choice must make a DC 13 Con.
saving throw, taking 2d10+3 Radiant damage on a
failed save, or half as much on a successful one.

| Channel Divinity: Radiance of the Dawn: 1 Action

* Warding Flare « PHB-2024 74

When a creature that you can see within 30 ft. of
yourself makes an attack roll, you can take a Reaction
to impose Disadvantage on the attack roll. You can
use this feature 3 times per Long Rest.

| 3/ Long Rest « 1 Reaction

=== SHIFTER SPECIES TRAITS ===

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM 32
You are a Humanoid.

* Size « MotM 32
You are Medium.

* Speed * MotM 32
Your walking speed is 30 ft.

* Bestial Instincts « MotM 32

You have proficiency in one of the following skills of
your choice: Acrobatics, Athletics, Intimidation, or
Survival.

* Darkvision « MotM 32
You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only

discerning colors in that darkness as shades of gray.

* Shifting « MotM 32

As a bonus action, you can shift and assume a more
bestial form and gain 4 temporary hit points. Your
transformation lasts for 1 minute, until you die, or until
you revert using a bonus action. You can shift 2 times
per long rest and also gain benefits based on your
chosen form:

| Beasthide «
You gain 1d6 additional temporary hit points and while
shifted, you have a +1 bonus to your Armor Class.

| Shift: 2/ Long Rest « 1 Bonus Action

=== 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) ¢

N

FEATURES & TRAITS
Shield 1 6 Ib. Tinderbox 1 11b.
Chain Shirt 1 20 Ib. Lamp 1 1lb.
Mace 1 4 1b. Holy Water 1 11b.
Quarterstaff 1 4 1b.
Oil 3 31lb.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Book 1 51b.
Herbalism Kit 1 31b.
WEIGHT CARRIED Lamp 1 11b.
86 Ib. Holy Symbol 1 -
ENCUMBERED Traveler's Clothes 1 4 1b.
150 Ib. Rations 7 14 1b.
PUSH/DRAG/LIFT Robe 1 41b.
300 Ib. Blanket 1 31lb.
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=== CANTRIPS === (At Will)
P Light Cleric -- 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM
P  Sacred Flame Cleric DEX 13 1A 60 ft. V,S Instantaneous  PHB-2024 313 V/S
P Spare the Dying Cleric -- 1A 15 ft. V.S Instantaneous ~ PHB-2024 318 V/S
P Guidance Divine Order - 1A Touch V,S Concenuation, up to L minute - PHB-2024 282 D: 1m, V/S

=== 1st LEVEL === 4 Slots OO00
P Healing Word Cleric - 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284
P Guiding Bolt Cleric +5 1A 120 ft. V.S 1 round PHB-2024 282 D: 1Rnd, V/S
P Shield of Faith Cleric - 1BA 60 ft. V,S,M  concentaion, w0 sominwees - PHB-2024 316 D: 10m, V/S/M
P Cure Wounds Cleric - 1A Touch V.S Instantaneous ~ PHB-2024 259 V/S
P Faerie Fire Cleric (Always Prepared) DEX 13 1A 60 ft./20 ft. Cube V Concentration, up to L minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
P Burning Hands Cleric (Always Prepared) DEX 13 1A Self/15 ft. Cone V,S Instantaneous ~ PHB-2024 248 15 ft. Cone, V/S
O Ceremony [R] Cleric -- th+10m  Touch V,S,M Instantaneous XGtE 151 V/S/M
O Bane Cleric CHA13 1A 30 ft. V,S,M  concenation, upto 1minwte - PHB-2024 245  D: 1m, V/S/M
O Protection from Evil and Good Cleric - 1A Touch V,S,M  concentaion. wpo sominwees - 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 Bless Cleric - 1A 30 ft. V,S,M  concentration. upto 1 minute - PHB-2024 247 D: 1m, V/SIM
O Command Cleric WIS 13 1A 60 ft. \ Instantaneous ~ PHB-2024 251
O Sanctuary Cleric WIS 13 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/IM
QO Create or Destroy Water Cleric - 1A 30 ft/30 ft. Cube V,S,M Instantaneous  PHB-2024258 30 ft. Cube, V/S/M
O Detect Evil and Good Cleric - 1A Self/30 ft. Sphere  V/,S Concenvaon,upto 10mnues - PHB-2024 261 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R] Cleric - 1A+10m  Self/30 ft. Sphere V/,S,M  Concenvaion.upto lominues - PHB-2024 262 D: 10m, 30 ft. Sphere, VIS/IM
O Detect Magic [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S Concentraion, up 0 1o minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Inflict Wounds Cleric CON 13 1A Touch V,S Instantaneous ~ PHB-2024 288 V/S

===2nd LEVEL === 2 Slots OO
P Aid Cleric - 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
P Prayer of Healing Cleric - 10m 30 ft. \Y Instantaneous ~ PHB-2024 307
P Scorching Ray Cleric (Always Prepared) +5 1A 120 ft. V,S Instantaneous ~ PHB-2024 314 V/S
P See Invisibility Cleric (Always Prepared) -- 1A Self V,S,M 1 hour PHB-2024 314 D: 1h, V/S/M
O Augury [R] Cleric -- 11m  Self V,S,M Instantaneous  PHB-2024 244 V/S/M
O Find Traps Cleric - 1A 120 ft. V,S Instantaneous  PHB-2024 273 V/S
QO Protection from Poison Cleric - 1A Touch V,S 1 hour PHB-2024 310 D: 1h, V/S
O Blindness/Deafness Cleric CON 13 1A 120 ft. \% 1 minute PHB-2024 248 D: 1m, V
O Gentle Repose [R] Cleric - 1a+10m  Touch V,S,M 10 days PHB-2024 278 D: 10d, V/S/M
O Calm Emotions Cleric CHA 13 1A 60 ft./20 ft. Sphere  V/,S Concentration, upto 1 minute  PHB-2024 249 D: 1m, 20 ft. Sphere, V/S
O Locate Object Cleric -- 1A Self V,S,M  Concentration, up o 10minutes - PHB-2024 293 D: 10m, V/S/M
O Lesser Restoration Cleric -- 1BA  Touch V,S Instantaneous  PHB-2024291 V/S
QO silence [R] Cleric -- 1A+10m 120 ft/20 ft. Sphere VS Concentration, up o 10 minutes PHB-2024 316  D: 10m, 20 ft. Sphere, V/S
O Continual Flame Cleric - 1A Touch V,S,M Until dispelled  PHB-2024 256 D: Until Dispelled, V/S/M
O Spiritual Weapon Cleric +5 1BA 60 ft. V.S Concentation, upto L minute - PHB-2024 318 D: 1m, V/S
QO Hold Person Cleric WIS 13 1A 60 ft. V,S,M  concenuation, up o 1 minuie - PHB-2024 286 D: 1m, V/S/M
O Enhance Ability Cleric - 1A Touch V,S,M  Concentation, upto 1 hour  PHB-2024 268 D: 1h, V/S/M
O Warding Bond Cleric -- 1A Touch V,S,M 1 hour PHB-2024 340 D: 1h, V/S/M
O Zone of Truth Cleric CHA 13 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB-2024 343 D: 10m, 15 ft. Sphere, V/S
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