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Cleric 8 (Waukeen) Noble
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— You can use your Channel Divinity to tap into a divine well
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PASSIVE WISDOM (PERCEPTION)
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Armor.
Light Armor, Medium Armor, Shields

Weapons.
Simple Weapons, Battleaxe, Handaxe, Light
Hammer, Warhammer

Tools.
Mason's Tools; Gaming Set (Three-Dragon Ante)

Languages.
Common, Draconic, Dwarvish, Goblin, Grung

OTHER PROFICIENCIES & LANGUAGES

explorer's pack, fine

deck, tattoos denoting
social status, pouch

EQUIPMENT

warhammer, spear, scale
mail, shield, holy symbol,

clothes, Three-Dragon Ante

For 10 minutes, you have proficiency with the chosen skill
or tool.

CD: READ THOUGHTS.

You can use your Channel Divinity to read a creature’s
thoughts. You can then use your access to the creature’s
mind to command it.

As an action, choose one creature that you can see
within 60 feet of you. That creature must make a Wisdom
saving throw. If the creature succeeds on the saving throw,
you can't use this feature on it again until you finish a long
rest.

If the creature fails its save, you can read its surface
thoughts (those foremost in its mind, reflecting its current
emotions and what it is actively thinking about) when it is
within 60 feet of you. This effect lasts for 1 minute.

During that time, you can use your action to end this
effect and cast the suggestion spell on the creature without
expending a spell slot. The target automatically fails its
saving throw against the spell.
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POSITION OF PRIVILEGE.
Thanks to your noble birth, people
are inclined to

think the best of you. You are
welcome in high society,

and people assume you have the
right to be wherever

you are. The common folk make
every effort to

accommodate you and avoid your
displeasure, and other

people of high birth treat you as a
member of the same

social sphere. You can secure an
audience with a local noble if you
need to.

BACKSTORY.

Your people keep on going
missing in the jungle, and all
efforts to locate the abductors
have been for naught. As a clan
leader, the time has come for you
to discover who is behind all this.

CHARACTER BACKSTORY

Darkvision 60 ft.

DWARVEN RESILIENCE.
You have advantage on saving throws against poison, and you have resistance against poison
damage.

STONE CUNNING.

Whenever you make an Intelligence (History) check related to the origin of stonework in Chult, you
are considered proficient in the History skill and add double your proficiency bonus to the check,
instead of your normal proficiency bonus.

DWARVEN TOUGHNESS.
Your hit point maximum increases by 1, and it increases by 1 every time you gain a level.

RITUAL CASTING.
You can cast a cleric spell as a ritual if that spell has the ritual tag and you have the spell prepared.

BLESSINGS OF KNOWLEDGE.

Your proficiency bonus is doubled for any ability check you make that uses either Arcana or
Nature.

ADDITIONAL FEATURES & TRAITS
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(@) Prayer of Healing

(@) Spiritual Weapon
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O (d) Domain Spell (always prepared); Can prepare 12 additional spells.

(@) Non-domain spells above can be switched out.
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