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RACIAL TRAITS

You can see in dim light within 60 feet of you as if
it were bright light, and in darkness as if it were
dim light. You can’t discern color in darkness, only
shades of gray.

You have advantage on saving throws against
being charmed, and magic can’t put you to sleep.
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7 DOMAIN SPELLS
Level Spells
1st bless, cure wounds
3rd  lesser restoration, spiritual weapon
5th  beacon of hope, revivify
7th
Sth
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( DIVINE DOMAIN FEATURE 1

Whenever you use a spell of 1st level or
higher to restore hit points to a creature,
the creature regains additional hit points

equal to 2 + the spell’s level.
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As an action, you present your holy symbol and evoke healing
energy that can restore a number of hit points equal to five times
your cleric level. Choose any creatures within 30 feet of you, and
divide those hit points among them. This feature can restore a
creature to no more than half of its hit point maximum. You can’t
use this feature on an undead or a construct.
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Action. Each undead that can see or hear you within 30 feet

must make a Wisdom saving throw. If it fails, it is turned for 1

minute or until it takes any damage. A turned creature must spend

its turns trying to move as far away from you as it can, and it can’t

willingly move to a space within 30 feet of you. It also can’t take

reactions. For its action, it can use only the Dash action or try to

escape from an effect that prevents it from moving. If there’s
nowhere to move, the creature can use the Dodge action.
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DESTROY UNDEAD 5
When an undead fails its saving throw against your Turn Undead feature,
hold;’

it is instantly destroyed if its challenge rating is at or below a certain thres
as shown in the Destroy Undead table below.
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Cleric Level Destroys Undead of CR...
5th 1/2 or lower
8th 1 or lower
11th 2 or lower
14th 3 or lower
17th 4 or lower
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Beginning at 6th level, the healing spells you cast on
others heal you as well. When you cast a spell of 1st
level or higher that restores hit points to a creature
other than you, you regain hit points equal to 2 + the
spell’s level.
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DIVINE INTERVENTION
Action. You call on your deity to intervene on your behalf.
Describe the assistance you seek, and roll percentile dice. If you
roll a number equal to or lower than your cleric level, your deity
intervenes. The DM chooses the nature of the intervention. If your
deity intervenes, you can’t use this feature again for 7 days.
Otherwise, you can use it again after you finish a long rest.

@

20TH LEVEL: Your call for intervention succeeds automatically.
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.. Peripat of Wound Closure o

While you wear this pendant, you stabilize whenever you are dying
at the start of your turn. In addition, whenever you roll a Hit Die to
regain hit points, double the number of hit points it restores.

... Potion of Climbing 5"
When you drink this potion, you gain a climbing speed equal to
your walking speed for 1 hour. During this time, you have
advantage on Strength (Athletics) checks you make to climb.
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