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SKILLS

O -1 ACROBATICS: I'm good at tumbling, flipping, and rolling.

+3 ANIMAL HANDLING: Animals really like me

+0 ARCANA: | know about magic, spells, and weird things

+4 ATHLETICS: I’'m good at running, jumping, and climbing

+1 DECEPTION: I'm good at lying and playing tricks on people
+0 HISTORY: | know about things that happened a long time ago
+0 INSIGHT: | know how people feel and can tell whenthey’re lying
+3 INTIMIDATION: I'm good at scaring people!

+0 INVESTIGATION: | can find clues and secrets

+5 MEDICINE: | can help people when they’re sick

+0 NATURE: | know all about plants and animals

+3 PERCEPTION: I’'m good at finding and spotting things

O *1 PERFORMANCE: I’'m good at putting on a show!

O *1 PERSUASION: |can get people to do what | want to do

® +2 RELIGION: | know about the gods and prayers

gray.

Dwarven Resilience. You have advantage on
saving throws against poison, and you have
resistance against poison damage.
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Spellcasting Ability. Chain mail*
Wa rh ammer 1d20 + 4 1d8 + 2 Bludgeoning Wisdom is your spellcasting ability for your spells.
The saving throw DC to resist a spell you cast is Shield
13. Your attack bonus when you make an attack
sk .
H a ndaxe 1d20 + 4 1d6 + 2 Slashing with a spell is +5. Warhammer
d20 + Disciple of Life. Your healing spells are particularly | 2 handaxes
effective. Whenever you restore hit points to a
OO0 O0O0OO0O0O0OO0OO0OO0OOo creature with a spell of 1st level or higher, the Holy Symbol
OO0 O0OO0OO0O0O0OOOO0O 7 creaturelregams additional hit points equal to 2 + Backpack
. AMMUNITION . the spell's level.
7 OTHER COMBAT STUFF N Darkvision. You see in dim light within a GO-foot S s
- radius of you as if it were abright light, and in I
You can throw a handaxe 20 feet; orup to 60 darkness in that radius as if it were dim light. You
feet with disadva ntage. can't discern color in darkness, only shades of 10 torches Tinderbox

50 feet of rope, mason's tools,

*Causes disadvantage on Dexterity (Stealth) checks.
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c Light

C Sacred Flame
1 Cure Wounds
1 Shield of Faith

LIGHT
RANGE CASTING TIME
Touch 1 Action N/A
DURATION COMPONENTS
1 Hour V,M

SPELL EFFECT

S EPREPARED!

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.

LEVEL

CURE WOUNDS 1
RANGE CASTING TIME SAVE
Touch 1 action N/A
DURATION COMPONENTS
Instant V,S
SPELL EFFECT
(OPREPAREL)

A creature you touch regains a number
of hit points equal to 1d8 + your
spellcasting ability modifier. This spell
has no effect on undead or constructs.

LEVEL

SACRED FLAME C
RANGE CASTING TIME SAVE
60 ft 1 Action DEX
DURATION COMPONENTS
Instant V,S

SPELL EFFECT

(OPREPARED)
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.

LEVEL

SHIELD OF FAITH 1
RANGE CASTING TIME SAVE
60 ft 1bonus action N/A
DURATION COMPONENTS

Concentration
up to 10 mins

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

V,5,M

SPELL EFFECT
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	Stuff I Can Do 01: Spellcasting Ability. 
Wisdom is your spellcasting ability for your spells. The saving throw DC to resist a spell you cast is 13. Your attack bonus when you make an attack with a spell is +5. 

Disciple of Life. Your healing spells are particularly effective. Whenever you restore hit points to a creature with a spell of 1st level or higher, the creature regains additional hit points equal to 2 + the spell's level. 

Darkvision. You see in dim light within a GO-foot radius of you as if it were abright light, and in darkness in that radius as if it were dim light. You can't discern color in darkness, only shades of gray. 

Dwarven Resilience. You have advantage on saving throws against poison, and you have resistance against poison damage. 

	Stuff I Can Do 02: Chain mail* 

Shield
 
Warhammer 

2 handaxes 

Holy Symbol 

Backpack 

Crowbar 

Hammer 

10 torches Tinderbox

50 feet of rope, mason's tools, 

*Causes disadvantage on Dexterity (Stealth) checks.



