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this License except as described by the License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

OGL

This book is published under the Open Game License version 1.0a by permission of
Wizards of the Coast, Inc. The Open Game Content appearing in this book is derived from
the System Reference Document v 3.0, copyright 2000 Wizards of the Coast, Inc.
Designation of Open Game Content: The following is designated Open Game Content:
all stat block information of characters, monsters, and traps that appears in the italics
following the character, monster, or trap, including the names of items and spells; and
the general names of monsters, but not any unique named NPC, character, or monster,
appearing in any table or preceding any stat block. Also, the following open game content
related words, phrases, and abbreviations wherever they appear: Strength (Str), Dexterity
(Dex), Constitution (Con), Intelligence (Int), Wisdom (Wis), Charisma (Cha), Class,
Fighter, Ranger, Rogue, Assassin, Barbarian, Monk, Wizard, Illusionist, Cleric, Druid,
Knight, Bard, Paladin, Race, Demi-human, Dwarf, Elf, Gnome, Half-Elf, Halfling, HalfOrc, Hit Dice (HD), Hit Points (HP), Alignment, Lawful Good (LG), Lawful Neutral (LN),
Lawful Evil (LE), Neutral (N), Neutral Good (NG), Neutral Evil (NE), Chaotic Good
(CG), Chaotic Neutral (CN), Chaotic Evil (CE), Level, “to hit”, Damage, Experience
Point, Saving Throw, Player Character (PC), Non-player Character (NPC), Turn Undead,
Spell, Arcane, Divine, Magic, Spell Resistance, Item, Equipment, Armor, Weapon, Potion,
Rod, Staff, Wand, Scroll, Ring, Wondrous Item, Artifact, Cursed,d4, d6, d8, d10, d12, d20,
d%, round, and turn.
Designation of Product Identity: Product identity is not Open Game Content. The following
is designated as product identity pursuant to OGL v1.0a(1)(e) and (7): (A) product and
product line names and other names, including Castles & Crusades, C&C, Castle Keeper
(CK), Castles & Crusades: Player’s Handbook, Castles & Crusades: Monsters and
Treasures, Castles & Crusades: Castle Keeper’s Guide, Aihrde, Codex of Aihrde, Twilight
Wood, Fushdam Bottoms (B) logos, identifying marks, and trade dress; (C) all artwork,
logos, symbols, graphic designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual representations; (D) logos and trademarks,
including Castles & Crusades, C&C, Castle Keeper, SIEGE engine, and Troll Lord Games,
any logos, identifying marks and trade dress, titles, titling, or any other trademark or
registered trademark clearly identified as product identity by the owner of the product
identity, and which specifically excludes the open game content; (E) the story, storylines,
plots, thematic elements, dialogue, incidents, language, depictions, likenesses, concepts,
world and campaign descriptions, proper names of the characters, creatures, groups,
spells, enchantments, personalities, teams, personas, likenesses, skills, items, deities, and
special abilities other than those designated as open game content above, as well as places,
locations, settings, and environments and their descriptions and other accompanying text,
though not their stat blocks.
All text, artwork, and maps appearing in this book is property of and copyright 2015 Troll
Lord Games. All Rights Reserved. Castles & Crusades, C&C, Castle Keeper, Troll Lord
Games, and the Castles & Crusades and Troll Lord Games logos, and products published
by Troll Lord Games are Trademarks of Troll Lord Games. All Rights Reserved.
OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights Reserved.
Definitions:
1.

“Contributors” means the copyright and/or trademark owners who have contributed Open Game
Content;

2.

“Derivative Material” means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted;

3.

“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute;

4.

“Open Game Content” means the game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as Open Game Content by the Contributor, and
means any work covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity.

5.

“Product Identity” means product and product line names, logos and identifying marks including
trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content;

6.

“Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to the Open Game License by
the Contributor

7.

“Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content.

8.

“You” or “Your” means the licensee in terms of this agreement.

9.

The License: This License applies to any Open Game Content that contains a notice indicating that
the Open Game Content may only be Used under and in terms of this License. You must affix such
a notice to any Open Game Content that you Use. No terms may be added to or subtracted from
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10.

Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

11.

Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

12.

Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

13.

Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying or distributing, and You must add the title, the copyright date, and the
copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

14.

Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement with the owner of
each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with
any Trademark or Registered Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner of such Trademark
or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute
a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that Product Identity.

15.

Identification: If you distribute Open Game Content You must clearly indicate which portions of
the work that you are distributing are Open Game Content.

16.

Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this License.

17.

Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

18.

Use of Contributor Credits: You may not market or advertise the Open Game Content using the
name of any Contributor unless You have written permission from the Contributor to do so.

19.

Inability to Comply: If it is impossible for You to comply with any of the terms of this License with
respect to some or all of the Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so affected.

20.

Termination: This License will terminate automatically if You fail to comply with all terms herein
and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall
survive the termination of this License.

21.

Reformation: If any provision of this License is held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it enforceable.

22.

COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls,
Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce
R. Cordell, Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax and Dave
Arneson.
System Reference Document Copyright 2000, Wizards of the Coast, Inc; Authors Jonathan Tweet, Monte
Cook, Skip Williams, based on original material by E. Gary Gygax and Dave Arneson.
Unearthed Arcana, Copyright 2004, Wizards of the Coast, Inc.; Authors Andy Collins, Jesse Decker,
David Noonan, Rich Redman.
Castles & Crusades: Players Handbook, Copyright 2005, Troll Lord Games; Authors Davis Chenault
and Mac Golden.
Castles & Crusades: Players Handbook, 2nd Printing, Copyright 2006, Troll Lord Games; Authors Davis
Chenault and Mac Golden.
Castles & Crusades: Players Handbook, 3rd Printing, Copyright 2007, Troll Lord Games; Authors Davis
Chenault and Mac Golden.  
Castles & Crusades: Players Handbook, 4th Printing, Copyright 2009, Troll Lord Games; Authors Davis
Chenault and Mac Golden.
Castles & Crusades: Players Handbook, 5th Printing, Copyright 2009, Troll Lord Games; Authors Davis
Chenault and Mac Golden.    
Castles & Crusades: Players Handbook, 6th Printing, Copyright 2014, Troll Lord Games; Authors Davis
Chenault and Mac Golden.    
Castles & Crusades Monsters & Treasure, Copyright 2005, Troll Lord Games; Authors Robert Doyel
Stephen Chenault.
Castles & Crusades Monsters & Treasure, 2nd Printing Copyright 2007, Troll Lord Games; Authors
Robert Doyel Stephen Chenault.
Castles & Crusades Monsters & Treasure, 3nd Printing Copyright 2009, Troll Lord Games; Authors
Robert Doyel Stephen Chenault.
Castles & Crusades Castle Keepers Guide, Copyright 2010, Troll Lord Games; Author Davis Chenault.
& Stephen Chenault.
Conan Roleplaying Game, Copyright 2005, Mongoose Publishing, Author Vincent Darlage.
Castles & Crusades: Player’s Guide to Aihrde, 1st printing, Copyright 2016, Troll Lord Games; Author
Stephen Chenault
Mystical Companions, Copyright 2017, Troll Lord Games: Author Casey Christoferson, Justin Bacon,
Tommy Ruteledge, Josh Hubbel, Lance Hawvermile, Luke Johnson, Stephen Vogel and Dave Zenz.
Fifth Edition Role Playing: Player’s Guide to Aihrde, Copyright 2018, Troll Lord Games; Authors
Stephen Chenault and Jason Vey.
The Sword of Rami, Copyright 2018, Troll Lord Games: Author Jason Vey.

PREGENERATED CHARACTERS
In this appendix we have provided six pre-generated characters for use in your game. Due to OGL restrictions, we have not included
Backgrounds for these characters. Before beginning the game, players should choose a background and apply the associated special
ability (if any), equipment, skills, tools, languages, Personality Traits, Ideals, Bonds and Flaws to their chosen character, to make the
hero their own.

BACKGROUNDS, QUICK AND DIRTY
If you want to do this quickly, or truly customize your character without consulting the book, simply choose any two skills, one tool
proficiency, and one language with which to be proficient. Alternately, you may choose two tool proficiencies or two languages if it
is more appropriate to your concept.
If you are proficient in one or more tool kits, you gain these tool kits as equipment. You may gain one or two other pieces of
equipment, if it is appropriate to the background in question.
Next assign your character two personality traits, and one each of ideals (what they believe in), bonds (what ties them to the world),
and flaws (character foibles), and try to tie all of these to a theme, which then becomes your background.
Finally, work out a minor special ability with your CK that suits the background. A character who grew up in a monastery, for example,
may always be welcome at temples of their deity, entitled to food and shelter. A character who grew up in the wild may be able to
automatically scavenge for food without the need for a survival check (or may be able to double the food they find with a survival
check). A character who grew up on the streets may double their proficiency bonus in making checks to find a service or business
(legal or otherwise) in a city or town.
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VALTTERI HERU-PEPI
Half-Elf Ranger, Chaotic Good (Watcher in the Woods)
Armor Class: 15 (leather armor, dexterity, bracers of defense)
Hit Points: 50 (6d10+12 HD)
Speed: 30ft.
Str:

Dex:

Con:

Int:

16 (+3) 14 (+2) 14 (+2) 10 (0)

Wis:

Cha:

12 (+1) 10 (0)

Senses: Darkvision 60ft, Passive Perception 14
Languages: Common, Dwarvish, Draconic, Elvish, Goblinoid, Lizardfolk
Saving Throws: Strength +6, Dexterity +5
Skills: Athletics +6, Nature +4, Perception +4, Stealth +5, Survival +4
Weapons: Simple Weapons, Martial Weapons
Armor: Light Armor, Medium Armor, Shields
Tools:
Background:

SPECIAL QUALITIES
Fey Ancestry. You have advantage on saving throws against being charmed, and magic can’t put you to sleep.
Favored Enemy (lizardfolk, hobgoblins, dragons). You have advantage on checks to track or recall information about your enemy.
You also speak their language.
Natural Explorer (Favored terrain: forest and marsh). Difficult terrain doesn’t slow you. You can’t become lost by nonmagical
means. You are always alert to danger. You can move stealthily at your normal pace when alone. You find twice as much food as
normal when foraging. You can discern minute details about creatures you track (types, numbers, sizes, length of time passed, etc).
Druidic Casting. You learn the druidcraft cantrip. In addition, all druid spells are ranger spells for you.
Spellcasting (Wisdom, Save DC 12, Attack +4)
•

Cantrip: Druidcraft

•

1st (4 slots): Ensnaring strike, goodberry, hunter’s mark

•

2nd (2 slots): Cordon of arrows

ACTIONS
Fighting Style (Two-Weapon Fighting). When you fight with a weapon in each hand, you may use a bonus action to make an extra
attack with your off-hand weapon. You may add your ability bonus to damage with the second weapon (you fight with two hand
axes).
Primeval Awareness. You may expend one spell slot to sense whether aberrations, celestials, dragons, elementals, fey, fiends or
undead are within 1 mile of you. This feature doesn’t reveal their exact number or location.
Extra Attack. When you take the Attack action on your turn, you may attack twice instead of once.
Hand Axe. Melee or Ranged Weapon Attack: +6/+5 to hit, reach 5ft./range 20/60, one target. Hit: 6 (1d6+3)/5 (1d6+2) slashing.
Qualities: light, thrown
Longbow. Ranged Weapon Attack: +5 to hit, range 150/600, one target. Hit: 6 (1d8+2) piercing. Qualities: Ammunition, heavy,
two-handed
Gear: Leather armor, bracers of defense, four hand axes, explorer’s pack, longbow (20 arrows), 10 gp
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NEA ALANSANU
Twilight Elf Fighter (Oraalau)
Armor Class: 18 (Chain shirt + Dex + fighting style)
Hit Points: 38 (6d10 HD)
Speed: 30ft.
Str:

Dex:

Con:

10 (+0) 18 (+4) 10 (0)

Int:

Wis:

Cha:

17 (+3) 12 (+1) 13 (+1)

Senses: Darkvision 60ft, passive perception 14
Languages: Elven, Common
Saving Throws: Strength +4, Constitution +3
Skills: Acrobatics +7, Perception +4, Survival +4
Weapons: Simple Weapons, Martial Weapons
Armor: All Armor
Tools:
Background:
SPECIAL QUALITIES
Fey Ancestry. Advantage vs. charm, immune to sleep magic
Trance. Elves don’t sleep. Instead, they meditate for 4 hours per day
Elf Weapon Training. Proficient with the khopesh.
Shadow Stealth. You can use the stealth skill while being directly observed so long as a shadow at least as large as you is nearby.
Shadow Illusion. You know the minor illusion cantrip. You may cast darkness and misty step once per day. When casting misty step,
you are surrounded by shadow instead of mist.
Fighting Style: Defense. When wearing armor, you gain +1 to AC.
Second Wind: You may use a bonus action to regain 1d10+6 hit points. After using this feature, you must complete a short or long
rest before using it again.
Spellcasting: Intelligence; Save DC = 14, Attack bonus = +6
•

Cantrips: Acid splash, blade ward, prestidigitation, ray of frost, true strike

•

1st-level (3 slots): Charm person, magic missile, shield

•

2nd-level (2 slots): Cloud of daggers, magic weapon

ACTIONS
Action Surge. You can take an additional action on your turn in addition to your regular action and any bonus actions. After using
this feature you must complete a short or long rest before using it again.
Extra Attack. Whenever you take the attack action, you can attack twice instead of once.
Two-Weapon Fighting. When fighting with two weapons, you can use a bonus action to make a strike with your off-hand weapon.
You may add your ability modifier to the damage of the second attack. (You fight with two khopesh swords).
Studious Fighter. You may choose to increase your intelligence modifier by +1 until the end of your turn. In addition, you may add
both your intelligence modifier and your dexterity or strength modifier to your attack and damage rolls until the end of your turn.
After using this feature, you must complete a long rest before you may use this feature again.
Khopesh. Melee Weapon Attack: +7 to hit, reach 5ft, one target. Hit: 8 (1d8+4) slashing damage.
Longbow. Ranged Weapon Attack: +7 to hit, range 150/600, one target. Hit: 8 (1d8+4) slashing damage.
Gear: Chain shirt, two khopesh swords, longbow (20 arrows), explorer’s pack, 50 gp
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JANUS KIMATHI
Human Wizard, Lawful Neutral (Paths of Umbra)
Armor Class: 12/15 (Dexterity/mage armor)
Hit Points: 36 (6d6+12 HD)
Speed: 30ft.
Str:

Dex:

Con:

Int:

Wis:

Cha:

9 (-1)

14 (+2) 15 (+2) 18 (+4) 13 (+1) 11 (0)

Damage Resistance: Cold
Senses: Passive Perception 11
Languages: Common, Elvish
Saving Throws: Intelligence +7, Wisdom +4
Skills: Arcana +7, History +7
Weapons: Daggers, darts, slings, quarterstaffs, light crossbows
Armor: None.
Tools:
Background:
SPECIAL QUALITIES
Spellcasting (Int, Save DC 15, Attack +7, Prepared spells: 10). You may cast a spell as a ritual if it has the ritual tag, and you can
use an arcane focus as a spellcasting focus.
•

Cantrips: Blade ward, chill touch, light, ray of frost

•

1st-level (4 slots): Chromatic orb, fog cloud, mage armor, magic missile

•

2nd-level (3 slots): Blur, cloud of daggers, hold person

•

3rd-level (3 slots): Bestow curse, blink, counterspell, sleet storm

Ice Savant. When you encounter a spell related to cold or winter, the gold and time you must spend to copy this spell into your
spellbook is halved.
Ice Restriction. You may never prepare or cast a spell that deals fire damage (though you may copy it into your spellbook).
Arcane Recovery. Once per day when you complete a short rest, you can choose up to three levels’ worth of spell slots to recover.

ACTIONS
Quarterstaff. Melee Weapon Attack. +2 to hit, reach 5ft., one target. Hit: 3 (1d8-1) bludgeoning. Qualities: Versatile (1d6/1d8).
Gear: Quarterstaff (doubles as Arcane Focus), component pouch, scholar’s pack, spellbook, wand of lightning bolts, 10 gp
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HUMBERT THISTLEBOTTOM
Lightfoot Halfling Rogue (Thief), Chaotic Good
Armor Class: 15 (leather armor and Dexterity)
Hit Points: 48 (6d8+12 HD)
Speed: 25ft.
Str:

Dex:

Con:

Int:

8 (-1)

18 (+4) 14 (+2) 10 (0)

Wis:

Cha:

14 (+2) 13 (+1)

Senses: Passive Perception 15
Languages: Common, Halfling, Thieves’ Cant
Saving Throws: Dexterity +7, Intelligence +3
Skills: Acrobatics +7, Perception +5, Stealth +10, Sleight of Hand +7
Weapons: Simple Weapons, Hand crossbows, longswords, rapiers, short swords
Armor: Light armor
Tools: Thieves’ Tools
Background:

SPECIAL QUALITIES
Brave. You have advantage on saving throws against being frightened.
Halfling Nimbleness. You can move through the space of any creature that is of a size larger than yours.
Naturally Stealthy. You can attempt to hide even when you are obscured only by a creature that is at least one size larger than
you.
Expertise (Stealth, Thieves’ Tools). You add double your proficiency bonus to these proficiencies.
Sneak Attack. Once per turn, you can deal an extra 3d6 damage to an opponent you hit with an attack, if you have advantage on
the attack roll, or if another enemy of the target is within 5 feet of the target, that enemy is not incapacitated, and you don’t have
disadvantage.
Uncanny Dodge. When an attacker hits you with an attack, you can use your reaction to halve the damage.
Second-Story Work. You may climb at your normal move rate. In addition, you can jump an extra 4 feet when you take a running
leap.

ACTIONS
Cunning Action (Fast Hands). You may use a bonus action on each of your turns in combat. This bonus action can only be used to
take the Dash, Disengage, or Hide action, or to make a Dexterity (Sleight of Hand) check, use your thieves’ tools to disarm a trap
or open a lock, or Use an Object.
Short Sword. Melee Weapon Attack. +7 to hit, reach 5ft, one target. Hit: 7 (1d6+4) piercing. Qualities: finesse, light
Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5ft./range 20/60, one target. Hit: 6 (1d4+4) piercing. Qualities: Finesse,
light, thrown.
Short Bow. Ranged Weapon Attack: +7 to hit, range 80/320, 1 target. Hit: 6 (1d6+3) piercing. Qualities: Ammunition, two-handed.
Gear: Short sword, short bow (20 arrows), burglar’s pack, leather armor, two daggers, thieves’ tools, 50 GP
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BALDER HAMMERFORGE
Hill Dwarf Fighter 6, Lawful Good (Heisen Fodt)
Armor Class: 17 (Chain Mail plus Archetype)
Hit Points: 66 (10d10+30 HD)
Speed: 25ft.
Str:

Dex:

Con:

Int:

Wis:

Cha:

18 (+4) 12 (+1) 18 (+4) 12 (+1) 13 (+1) 8 (-1)
Damage Resistance: Poison
Senses: Darkvision 60ft., Passive perception 11
Languages: Common, Dwarvish
Saving Throws: Strength +6, Constitution +6
Skills: Athletics +6, Insight +4
Weapons: Battleaxe, Handaxe, Throwing Hammer, Warhammer, simple weapons, martial weapons
Armor: All armor and shields
Tools: Smith’s tools
Background:

SPECIAL QUALITIES
Dwarven Resilience. You have advantage on saving throws against poison.
Stonecunning. Whenever you make an Intelligence (history) check related to the origin of stonework, 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 per level.
Fighting Style: Great Weapon Fighting. When you roll a 1 or 2 on damage for an attack with a weapon that has the two-handed
or versatile property, and you are using two hands to wield the weapon, you can reroll the die and must use the new roll, even if it
is 1 or 2.
Second wind. On your turn, you can use a bonus action to regain 1d10+fighter level hit points. After using this ability you must
complete a short or long rest before using it again.
Martial Archetype: Heisen Fodt.
Natural Armor Class: You gain +1 to AC, which stacks with all other AC bonuses.
Constitution Bonus: Your Con score increases by 1.

ACTIONS
Action Surge. You can take one additional action on top of your regular action and a bonus action. After using this ability you must
finish a short or long rest before using it again.
Extra Attack. When you take the attack action on your turn, you may attack twice instead of once.
Battle Axe. Melee Weapon Attack: +7 to hit, reach 5ft., one target. Hit: 9 (1d10+4) slashing damage (or 1d8+4 if used onehanded). Properties: versatile
Heavy Crossbow. Ranged Weapon Attack: +4 to hit, range 100/400, one target. Hit: 6 (1d10+1) piercing damage. Properties:
heavy, loading, two-handed
Hand Axes. Melee or Ranged Weapon Attack: +7/+4 to hit, reach 5ft/range2 20/60, one target. Hit: 7 (1d6+4) slashing/4 (1d6+1)
slashing. Properties: Light, thrown.
Gear. Chain mail, battle axe, heavy crossbow (20 bolts), two hand axes, explorer’s pack, 30 gp
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ISIS RE-SENBET
Human Cleric of Wenafar, Neutral Good (Creation Domain)
Armor Class: 14 (leather armor plus cloak of protection)
Hit Points: (6d8+ HD)
Speed: 30ft
Str:

Dex:

14 (+2) 10 (0)

Con:

Int:

15 (+2) 11 (0)

Wis:

Cha:

17 (+3) 13 (+1)

Senses: Passive Perception 13
Languages: Common, Elvish
Saving Throws: Wisdom +6, Charisma +4
Skills: Insight, Religion
Weapons: simple weapons
Armor: Light armor, medium armor, shields (goddess’ restriction: no metal armor)
Tools: Leatherworker’s Tools; Tinker’s Tools
Background:

SPECIAL QUALITIES
Granted Ability of Wenafar. You may wild shape as a druid of the same level (1/long rest; 3 hours maximum; Max CR 1/2; no
flying speed).
Spellcasting (Wisdom; Save DC 14, Spell attack +6). Cantrips (choose 4); 1st (4 slots); 2nd (3 slots); 3rd (3 slots). You may cast
spells as ritual if they have the ritual tag. You may use your holy symbol as a casting focus.
Creation Domain.
Domain Spells (1st - ensnaring strike, floating disk; 3rd-cloud of daggers, misty step; 5th-conjure animals, conjure barrage)
Bonus Cantrip (choose from Druidcraft, Minor Illusion, Prestidigitation, Thaumaturgy)
Channel Divinity: Divine Crafting. You may expend a use of Channel Divinity to create something from nothing, using a toolkit
you possess and with which you are proficient. You conjure a mundane item which could normally be created or prepared with that
toolkit and which fits in a 3-foot cube. The creation appears within ten feet, is non-magical, and is crude, yet functional. It has no
moving parts and lasts for one hour per point of Wisdom bonus.
Conjuration Prodigy. Choose any conjuration spell which is not on the cleric spell list and of a level you can cast. This spell is a
conjuration spell for you. You also gain one extra prepared spell per day, which must be a conjuration spell of any level you can cast.
Destroy Undead. When an undead of CR 1/2 or lower fails its saving throw against your Turn Undead feature, it is instantly
destroyed.

ACTIONS
Channel Divinity: Turn Undead. As an action, present your holy symbol and speak a censuring prayer. All undead must succeed
at a Wisdom saving throw or move away as far as possible using the Dash action or otherwise trying to escape, for 1 minute or until
it takes damage.
Quarterstaff. Melee Weapon Attack. +5 to hit, reach 5ft., one target. Hit: 6 (1d8+2) bludgeoning damage. Qualities: versatile.
Light Crossbow. Ranged Weapon Attack. +3 to hit, range 80/320, one target. Hit: 4 (1d8) piercing damage. Qualities: Ammunition,
loading, two-handed
Gear: Quarterstaff, leather armor, light crossbow (20 bolts), priest’s pack, holy symbol, leatherworker’s toolkit, tinker’s toolkit,
cloak of protection +3, 10 gp
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