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CLASS & LEVEL PLAYER NAME
Lightfoot Halfling Acolyte (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
1d8 successes O=O=0O
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Calligrapher's Supplies
=== LANGUAGES ===
7 N Common, Halfling
25 ft. (Walking)
A SPEED )
PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence
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13 PASSIVE PERCEPTION Unarmed Strike +4 3 Bludgeoning
15 PASSIVE INSIGHT
10 PASSIVE INVESTIGATION
SENSES A WEAPON ATTACKS & CANTRIPS y
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=== CLERIC FEATURES ===
* Core Cleric Traits « free-rules 69
* Spellcasting ¢ free-rules 69
* Divine Order « free-rules 70
| Protector ¢
You gain proficiency with Martial weapons and Heavy
armor training.
=== LIGHTFOOT HALFLING SPECIES TRAITS ===
* Lucky * BR 28
When you roll a 1 on the d20 for an attack roll, ability

check, or saving throw, you can reroll the die and must
use the new roll.

Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.
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CLASS & LEVEL PLAYER NAME
Lightfoot Halfling Acolyte (Milestone)
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EQUIPMENT

| Intelligence ¢
* Brave * BR 28
You have advantage on saving throws against being
frightened.
* Halfling Nimbleness « BR 28
You can move through the space of any creature that
is of a size larger than yours.
* Naturally Stealthy « BR 28
You can attempt to hide even when you are obscured
only by a creature that is at least one size larger than
you.
=== FEATS ===
* Acolyte Ability Score Improvements « PHB-2024 178
| Increase three scores (+1/+1/+1) ¢
* Magic Initiate (Cleric) « free-rules 201
FEATURES & TRAITS
Shield 1 6 Ib. Backpack 1 51b.
Chain Shirt 1 20 Ib. Blanket 1 31b.
Mace 1 4 1b. Holy Water 1 11b.
Backpack 1 51b. Lamp 1 11b.
Holy Symbol 1 - Rations 7 14 Ib.
Rations 7 14 Ib. Robe 1 4 b.
Robe 1 4 1b. Tinderbox 1 11b.
Blanket 1 3lb. Calligrapher's Supplies 1 51b.
Tinderbox 1 11b. Book 1 51b.
WEIGHT CARRIED Lamp 1 11b. Holy Symbol 1 --
132 |b Holy Water 1 11b. Parchment 10 --
ENCUMBERED Chain Shirt 1 20 Ib.
210 Ib. Shield 1 6 Ib.
PUSH/DRAG/LIFT Mace 1 41lb.
420 |b. Holy Symbol 1 -
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=== CANTRIPS === (At Will)
O Sacred Flame Cleric DEX 13 1A 60 ft. V,S Instantaneous  free-rules 313 /S
O Guidance Cleric - 1A Touch V,S Concentration, up o L minute  free-rules 282 D: 1m, V/S
O Thaumaturgy Cleric -- 1A 30 ft. \Y 1 minute free-rules 333 D: 1m, V
QO Spare the Dying Magic Initiate (Cleric) -- 1A 15 ft. V.S Instantaneous  free-rules 318 V/S
O Resistance Magic Initiate (Cleric) -- 1A Touch V.S Concentration, up to L minute ~ free-rules 312 D: 1m, V/S
=== 1st LEVEL === 2 Slots OO
O Bane Cleric CHA 13 1A 30 ft. V,S,M  concenuaton, upto 1minue  free-rules 245 D: 1m, V/S/M
O Protection from Evil and Good Cleric - 1A Touch V,S,M  concenration upto 10minutes ~ free-rules 309 D: 10m, V/S/M
O Purify Food and Drink [R] Cleric - 1a+10m 10 ft./5 ft. Sphere V,S Instantaneous  free-rules 310 5 ft. Sphere, V/S
O Bless Cleric -- 1A 30 ft. V,S,M  concenuation, upro 1 minuie free-rules 247 D: 1m, V/SIM
O Command Cleric WIS 13 1A 60 ft. \Y Instantaneous  free-rules 251V
O Sanctuary Cleric WIS 13 1BA 30ft. V,S,M 1 minute free-rules 313 D: 1m, V/S/M
O Shield of Faith Cleric - 1BA 60 ft. V,S,M  concennaion, up 1o 10 minutes  free-rules 316 D: 10m, V/S/M
O Create or Destroy Water Cleric - 1A 30 ft./30 ft. Cube V,S,M Instantaneous free-rules 258 30 ft. Cube, V/S/IM
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  free-rules 259 /S
O Detect Evil and Good Cleric - 1A Self/30 ft. Sphere  V,S concentraion,up 10 10 minutes free-rules 261 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S,M  concenraion. o ominues  free-rules 262 D: 10m, 30 ft. Sphere, V/IS/M
O Detect Magic [R] Cleric - 1A+10m  Self/30 ft. Sphere V,S Concentraion, upt0 1ominues— free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Guiding Bolt Cleric +5 1A 120 ft. V,S 1 round free-rules 282 D: 1Rnd, V/S
O Healing Word Cleric - 1BA 60 ft. \ Instantaneous  free-rules 284 V
O Inflict Wounds Cleric CON 13 1A Touch V,S Instantaneous  free-rules 288 /S
O Healing Word Magic Initiate (Cleric) - 1BA 60 ft. \ Instantaneous  free-rules 284 1/LR, V
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