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: CLASS & LEVEL PLAYER NAME
Cleric - Healer
Aasimar Hermit (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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Y N
ﬁ) -1 Strength \ / \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+2_ Dexterity
8 O +2 Constitution +2 17 1 7 S
O _+1_Intelligence
CLASS
® +5 Wisdom INITIATIVE \§ HIT POINTS /
® +3 Charisma / y, P , \
—_— Resistances - Radiant, successes O=O=0O
DEXTERITY Necrotic raiLures O=O=0
14 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ L SAVING THROWS ), HEROIC INSPIRATION j )
=== ARMOR & WEAPONS ===
— y N\ ' Light Armor, Medium Armor, Shields, Simple
CONSTITUTION O +2 Acrobatics DEX \ N Weapons
14 ‘ O _*3  Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
QO +4 Arcana INT = Herbalism Kit
-1 i =S ==
O Athletics STR === LANGUAGES ===
O _+1_ Deception CHA ABILITY SAVE DC | Common, Draconic, Elvish
® S==x F—
+3  History INT o o
[INTELLIGENCE ] X === ACTIONS ===
O _*3  Insight wis (7 ] \ Attack, Magic, Dash, Disengage, Dodge,
12 O +1 Intimidation CHA 30 ft. (Walking) Help, Hide, Ready, Search, Utilize,
— Opportunity Attack, Grapple, Shove,
O _*1  Investigation INT Improvise, Two-Weapon Fighting, Interact
@ ® +5 Medicine wis \§ SPEED )) with an Object, Study, Influence
O +1 Nature INT ) PROFICIENCIES & TRAINING
' wispom Y O +3 Perception wis , N\
O _*1  Performance CHA Channel Divinity « 2 /Long Rest[__J[_} Healing Hands « 1/ Long Rest [__]
l 6 . As a Magic Action, Choose Divine Spark or Turn As Magic action, touch a creature, they regain 2d4 HP.
® _+3  Persuasion CHA Undead
® _+6_ Religion INT Celestial Revelation » 1/ Long Rest [__]
:@; Divine Spark. Choose a creature you can see within Transform for 1 minute
QO _*2_ Sleight of Hand DEX 30 ft. Choose:
42 Stealth * Restore HP 1d8+3 Spell attack Bonus: +5
— O _#2_ Stealth DEX * Damage (radiant or Necrotic) 1d8+wis, CON save Spell save DC: 13
CHARISMA O _*3_ Survival wis DC13, half damage on succes. Spell slots available: 3[__J[_]J[_]
12 @] Turn Undead. Undead of your choice within 30 ft. must ~ Cantrips (at will): Guidance, Light, Sacred Flame,
make a WIS save DC 13 or have the Frightened and Spare the Dying, Word of Radiance
) e — Incapacitated conditions for 1 minute. Ends early if
'e) target takes damage or you become incapacitated LVL 1 Spells (use spell slot): Bless, Cure Wounds,
_— Guiding Bolt, Healing Word, Shield of Faith
L SKILLS )/ \ ACTIONS )
7 N
13 PASSIVE PERCEPTION Sacred Flame DEX13 1d8 radiant 60ft, 1 target
13 Word of Radiance CON13 1d6 radiant Self/5ft. orb, multi target
PASSIVE INSIGHT
PASSIVE INVESTIGATION - .
11 Guiding Bolt (use spell slot) +5 4d6 radiant 120 ft, next attack has advantage
Darkvision 60 ft.
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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* Celestial Revelation « PHB-2024 186 === CANTRIPS === === LEVEL 1 SPELLS ===
Once per Long Rest, you transform using one of the
options below. The transformation lasts for 1 minute or Guidance Bless

until you end it (no action required).

Heavenly Wings. Two spectral wings sprout from your
back temporarily. Until the transformation ends, you
have a Fly Speed equal to your Speed.

Inner Radiance. Searing light temporarily radiates from
your eyes and mouth. For the duration, you shed
Bright Light in a 10-foot radius and Dim Light for an
additional 10 feet, and at the end of each of your turns,
each creature within 10 feet of you takes Radiant
damage equal to your Proficiency Bonus.

Necrotic Shroud. Your eyes briefly become pools of
darkness, and flightless wings sprout from your back
temporarily. Creatures other than your allies within 10
feet of you must succeed on a Charisma saving throw
(DC 8 plus your Charisma modifier and Proficiency
Bonus) or have the Frightened condition until the end
of your next turn.

* 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.

1 action, touch, concentration upto 1 min
Touch a wiling creature and choose a skill, they add
1d4 when using that skill while spell lasts.

Light,

1 action, Touch, 1 hour

Touch an object that isn't being word or carries. Object
sheds bright light 20ft and dim another 20 ft.

Spare the dying
1 action, 15 ft, instant
stabalize a creature with 0 HP in range.

Sacred Flame

1 action, 60 ft, instant, DEX13

on a failed save, target takes 1d8 radiant damage
on succes, no damage

Word of Radiance

1 action, self/5ft orb, instant, CON13

on a failed save, targets in 5ft of you take 1d6 radiant
damage. on succes, no damage

1 action, 30 ft, concentration upto 1 minute
choose 3 creatures in range, they add 1d4 to attack
rolls and saving throws

Cure Wounds
1 action, touch, instant
Touch a creature and restore 2d8+3 HP

Healing Word
1 Bonus action, 60 ft, instant
Choose a creature in range and restore 2d4+3 HP

Shield of Faith
1 bonus action, 60 ft, concentration upto 10 minutes
A creature of your choice gains +2 bonus to AC

Guiding Bolt

1 action, 120 ft, instant, +5 to hit

Make a ranged spell attack against the target. On a hit,
it takes 4d6 Radiant damage, and the next attack roll
made against it before the end of your next turn has
Advantage.

FEATURES & TRAITS

Shield 1 61b.

Chain Shirt 1 20 Ib.
Mace 1 41b.
Backpack 1 51p.
Amulet 1 11b.

Rations 7 14 Ib.
Robe 1 41b.
Blanket 1 31p.
Tinderbox 1 11b.
WEIGHT CARRIED Lamp 1 1lb.
63 Ib. Holy Water 1 1lb.
ENCUMBERED Healer's Kit 1 31b.

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT






