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Cleric 3 variablehoney
CLASS & LEVEL PLAYER NAME
Halfling Charlatan 900
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+2 12 18 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
3d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
I — Disguise Kit, Forgery Kit
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Common Sign Language, Goblin
/ N\
30 ft. (Walking)
A SPEED )
i 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

Channel Divinity » 2 / Long Rest

You can channel energy directly from the Outer
Planes to fuel magical effects. When you use this
class’s Channel Divinity, you can choose which effect
to create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended
use after finishing a Short Rest.

Channel Divinity: Invoke Duplicity

You can expend one use of Channel Divinity to
create a perfect and animated visual illusion of
yourself that mimics your expressions and gestures. It
appears in an unoccupied space (but doesn’t occupy
its space) that you can see within 30 ft. of yourself. It
lasts for 1 minute, ending early if you dismiss it or
have the Incapacitated Condition.

Invoke Duplicity: Move lllusion

You can move the illusion up to 30 ft. to an
unoccupied space you can see within 120 ft. of
yourself.

=== SPECIAL ===

74

SENSES 3

=== BONUS ACTIONS === Invoke Duplicitv: Cast Spells
\ SKILLS J ACTIONS
74 <\
12 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
12 Unarmed Strike +1 0 Bludgeoning
PASSIVE INSIGHT
11 PASSIVE INVESTIGATION

'WEAPON ATTACKS & CANTRIPS
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Pipistrelle
Halfling Charlatan 900
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=== CLERIC FEATURES ===
* Core Cleric Traits « PHB-2024 69
* Spellcasting « PHB-2024 69
* Divine Order « PHB-2024 70

| Thaumaturge
You know one extra cantrip from the Cleric spell list.
You also have a +2 bonus to your Arcana and Religion
checks.

* Channel Divinity « PHB-2024 70

You can channel energy directly from the Outer Planes
to fuel magical effects. When you use this class’s
Channel Divinity, you can choose which effect to
create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended use
after finishing a Short Rest.

If your Channel Divinity requires a saving throw, the
DC equals your Cleric spell save DC (DC 12).

| 2/Long Rest ¢ 1 Action
| Channel Divinity: Divine Spark: 1 Action
| Channel Divinity: Turn Undead: 1 Action
* Cleric Subclass « PHB-2024 71
| Trickery Domain
* Blessing of the Trickster « PHB-2024 75
As a Magic action, you can choose yourself or a willing
creature within 30 ft. of yourself to have Advantage on

Dexterity (Stealth) checks until you finish a Long Rest
or use this feature again.

* Invoke Duplicity « PHB-2024 75

As a Bonus Action, you can expend one use of
Channel Divinity to create a perfect and animated
visual illusion of yourself that mimics your expressions
and gestures. It appears in an unoccupied space (but
doesn’t occupy its space) that you can see within 30 ft.
of yourself. While it persists, you gain the following
benefits:

* You can cast spells as though you were in the
illusion’s space, but you must use your own senses.

* When you and your illusion are both within 5 ft. of
a creature that can see the illusion, you have
Advantage on attack rolls against that creature.

« As a Bonus Action, you can move the illusion up to
30 ft. to an unoccupied space you can see within 120
ft. of yourself.

It lasts for 1 minute, ending early if you dismiss it or
have the Incapacitated Condition.

| Channel Divinity: Invoke Duplicity: 1 Bonus Action

| Invoke Duplicity: Cast Spells: Special

| Invoke Duplicity: Distract: 1 Action

| Invoke Duplicity: Move lllusion: 1 Bonus Action
* Trickery Domain Spells « PHB-2024 76
When you reach a Cleric level specified in the Trickery
Domain Spells table, you always have the listed spells
prepared.

=== HALFLING SPECIES TRAITS ===

* Creature Type « PHB-2024 193
You are Humanoid.

* Size « PHB-2024 193
Your Size is Small.

* Speed « PHB-2024 193
Your Speed is 30 ft.

* Brave » PHB-2024 193
You have Advantage on saving throws you make to
avoid or end the Frightened condition.

* Halfling Nimbleness « PHB-2024 193

You can move through the space of any creature that
is a size larger than you, but you can'’t stop in the
same space.

* Luck « PHB-2024 193
When you roll a 1 on the d20 of a D20 Test, you can
reroll the die, and you must use the new roll.

* Naturally Stealthy « PHB-2024 193
You can take the Hide action even when you are

obscured only by a creature that is at least one size
larger than you.

=== FEATS ===

* Charlatan Ability Score Improvements « PHB-2024
179

| Increase two scores (+2 / +1) ¢
* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills

or tools of your choice.

Repeatable. You can take this feat more than once.

| 1 Action
FEATURES & TRAITS
Tarokka deck 1 -
Dagger 1 11b.
Costume 1 4 1b.
Fine Clothes 1 6 Ib.
Forgery Kit 1 51b.
Tarokka deck 1 -

WEIGHT CARRIED
16 Ib.
ENCUMBERED

0 lb.

PUSH/DRAG/LIFT

0 lb.

EQUIPMENT
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Female
GENDER

Small
AGE SIZE

90cm (2.9ft)
HEIGHT

WEIGHT

Chaotic Good

ALIGNMENT FAITH

Dallah Thaun (Y Caramel

Hazel
EYES

Red, long
HAIR

E——

~
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CHARACTER APPEARANCE

=== Allies ===
Her kindred folk, the Halflings.
=== Organizations ===

A cleric of Dallah Thaun from young age,
Pipistrelle was singled out early as a possible
follower of this Trickster goddess after the first
time she stole from a cart at the market, (just to
see if she could get away with it.) Although her
Lady of Mystery is a secret among Halflings, she
is not shunned for her differing means, she is still
one with Yondalla and all Halflings respect that.
She will not reveal her secret affiliation to any race
other than her own and is welcomed in all Halfing
temples of worship.

—
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PERSONALITY TRAITS

{2

May coin flow to those most
deserving. ME

IDEALS
N —~
N ~]

Any one up for some clever antics, and of course her Halfling family (wherever
they may be currently wandering). Pipistrelle will regularly give money, free
services etc to any and all Halflings she meets, and if any are in trouble she'l
put down everything to help them, or if need be get vengeance.

BONDS

L~ 1
[N "]
Pipistrelle can be too big for her own
boots sometimes, underestimating the
intellect to whom she sells her

ALLIES & ORGANIZATIONS

-
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>
"

\\ FLAWS //

Part of a nomadic community, Pipistrelle was a
beloved rascal in her youth. Becoming a follower
of Dallah Thaun early on, she was scouted out by
the senior cleric of her community once she
started displaying 'overly mischevious' tendencies.
Since then, Pipistrelle has been no stranger to
stealing, trickery, and fooling the stupid wealthy
out of their money in her favourite passtime,
tarokka. She doesn't truly believe she is telling
people's fortunes, but they don't need to know
that, her aptitude for enchanting and transmutation
gives her skill a delightful panache that keeps
suckers coming back. However... lately she's been
having strange visions, omens of the future that
actually seem to be happening, has Dallah Thaun
finally blessed her? Seen what she's doing for her
beloved community?

CHARACTER BACKSTORY

At each new town, Pipistrelle must give herself a
new moniker, (keeping the same name is bad for
business) and to keep things simple, she will choose
a name starting with the same letter as the town,
always following the same theme. Madame
Windchime of Waterdeep and so on ad infinitum.

ADDITIONAL NOTES /,
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=== CANTRIPS ===
Spare the Dying
Guidance

Word of Radiance

Thaumaturgy

=== 1st LEVEL ===

Bless

Cure Wounds

Detect Magic [R]

Charm Person

Disguise Self

Bane

Protection from Evil and Good
Purify Food and Drink [R]
Command

Sanctuary

Shield of Faith

Create or Destroy Water
Detect Evil and Good

Detect Poison and Disease [R]
Guiding Bolt

Healing Word

Inflict Wounds

===2nd LEVEL ===
Augury [R]

Prayer of Healing
Spiritual Weapon
Pass without Trace
Invisibility

Aid

Find Traps
Protection from Poison
Blindness/Deafness
Gentle Repose [R]
Calm Emotions
Locate Object
Lesser Restoration
Silence [R]
Continual Flame
Hold Person
Enhance Ability
Warding Bond

Zone of Truth

(At will)
Cleric
Cleric
Cleric

Divine Order

4 Slots OO00

Cleric

Cleric

Cleric

Cleric (Always Prepared)
Cleric (Always Prepared)
Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

2 Slots 0O

Cleric

Cleric

Cleric

Cleric (Always Prepared)
Cleric (Always Prepared)
Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

Cleric

CON 12

1A
1A
1A
1A

1A
1A
1A
1A
1A
1A
1A
1A+ 10m
1A
1BA
1BA
1A
1A
1A+ 10m
1A
1BA
1A

im
10m
1BA
1A
1A
1A
1A
1A
1A
1A+ 10m
1A
1A
1BA
1A+ 10m
1A
1A
1A
1A
1A

15 ft. V,S
Touch V,S
Self/5 ft. Emanation  V,M
30 ft. \%

30 ft. V,S,\M
Touch V.S
Self/30 ft. Sphere  V,S
30 ft. V,S
Self V,S
30 ft. V,S\M
Touch V,S,\M
10 ft./5 ft. Sphere  V,S
60 ft. \

30 ft. V,S\M
60 ft. V,S,M
30 ft./30 ft. Cube V,S,M
Self/30 ft. Sphere  V,S
Self/30 ft. Sphere  V,S,M
120 ft. V,S
60 ft. \
Touch V.S
Self V,S,\M
30 ft. \Y

60 ft. V,S
Self/30 ft. Emanation  \/,S,M
Touch V,S,\M
30 ft. V,S,M
120 ft. V,S
Touch V,S
120 ft. \Y
Touch V,S,\M
60 ft./20 ft. Sphere  V,S
Self V,S,\M
Touch V,S
120 ft./20 ft. Sphere  V/,S
Touch V,S,\M
60 ft. V,S\M
Touch V,S,\M
Touch V,S,\M

60 ft./15 ft. Sphere  V/,S

SPELLS

Instantaneous
Concentration, up to 1 minute
Instantaneous

1 minute

Concentation, up to 1 minute
Instantaneous
Concentraton, up 0 10 minutes
1 hour

1 hour

Concentation, up to 1 minute
Concentation, up 0 10 minutes
Instantaneous
Instantaneous
1 minute
Concentation, up o 10 minutes
Instantaneous
Concentration, up o 10 minutes
Concentration, up o 10 minutes
1 round
Instantaneous

Instantaneous

Instantaneous
Instantaneous
Goncentration, up o 1 minute
Concentration, up to 1 hour
Concentration, up to 1 hour
8 hours
Instantaneous
1 hour

1 minute

10 days
Concentration, up to 1 minute
Concentration, up 0 10 minutes
Instantaneous
Concentation, up 0 10 minutes
Until dispelled
Goncentation, up o 1 minute
Concentration, up to 1 hour
1 hour

10 minutes

PHB-2024 318

PHB-2024 282

PHB-2024 343

PHB-2024 333

PHB-2024 247

PHB-2024 259

PHB-2024 262

PHB-2024 249

PHB-2024 262

PHB-2024 245

PHB-2024 309

PHB-2024 310

PHB-2024 251

PHB-2024 313

PHB-2024 316

PHB-2024 258

PHB-2024 261

PHB-2024 262

PHB-2024 282

PHB-2024 284

PHB-2024 288

PHB-2024 244

PHB-2024 307

PHB-2024 318

PHB-2024 303

PHB-2024 289

PHB-2024 239

PHB-2024 273

PHB-2024 310

PHB-2024 248

PHB-2024 278

PHB-2024 249

PHB-2024 293

PHB-2024 291

PHB-2024 316

PHB-2024 256

PHB-2024 286

PHB-2024 268

PHB-2024 340

PHB-2024 343

VIS

D:

im, V/S

5 ft. Emanation, V/IM

D:

D:

im,V

1m, VISIM

\7S

D:
D:
D:
D:
D:

10m, 30 ft. Sphere, VIS
1h, VIS

1h, VIS

1m, VISIM

10m, V/ISIM

5 ft. Sphere, VIS

\

D:
D:

im, VISIM
10m, VISIM

30 ft. Cube, V/S/IM

D:
D:
D:

\

10m, 30 ft. Sphere, V/S
10m, 30 ft. Sphere, VISIM
1Rnd, VIS

VIS

VISIM

\Y

D:
D:
D:
D:

im, VIS

1h, 30 ft. Emanation, V/S/M
1h, VISIM

8h, VIS/IM

VIS

D:
D:
D:
D:
D:

1h, VIS

im,V

10d, V/ISIM

1m, 20 ft. Sphere, V/S
10m, V/ISIM

VIS

D
D
D
D
D
D

:10m, 20 ft. Sphere, VIS
: Until Dispelled, V/SIM
:1m, V/ISIM

: 1h, VISIM

: 1h, VISIM

:10m, 15 ft. Sphere, VIS
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