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	Casting Ability: Wis
	Save DC/Atk Bonus: 13/+5
	Spell Points: 0
	Name & Class: Aimina, Cleric, 1
	# Spells Prepared: 4
	Total 1st: 2
	Available 1st: 2
	Total 2nd: 
	Total 3rd: 
	Total 4th: 
	Total 5th: 
	Total 6th: 
	Total 7th: 
	Total 8th: 
	Total 9th: 
	Available 2nd: 
	Available 3rd: 
	Available 4th: 
	Available 5th: 
	Available 6th: 
	Available 7th: 
	Available 8th: 
	Available 9th: 
	Spell Name: Light
	Class & Spell Level: Cleric cantrip
	Ability: Wis
	Spell Save DC/Atk Bonus: 13
	Range: Touch
	Duration: 1 hour
	Components & Effects: M: a firefly or phosphorescent moss.
	Other Effects: An object you touch sheds bright light in a 20-foot radius and dim light for an additional 20 feet. 
	School: Evocation
	Casting Time: 1 action
	Prepared: Yes
	Ritual: Off
	Concentration: Off
	Verbal Component: Yes
	Somantic Component: Off
	Material Component: Yes
	Class & Spell Level 2: Cleric cantrip
	Ability 2: n/a
	Spell Save DC/Atk Bonus 2: n/a
	Range 2: Touch
	Duration 2: 1 hour
	Components & Effects 2: Touch a living creature that has 0 hit points. The creature
	Other Effects 2: becomes stable.
	School 2: Necromancy
	Casting Time 2: 1 action
	Prepared 2: Yes
	Ritual 2: Off
	Concentration 2: Off
	Verbal Component 2: Yes
	Somantic Component 2: Yes
	Material Component 2: Off
	Spell Name 2: Spare the Dying
	Spell Name 3: Thaumaturgy
	Class & Spell Level 3: Cleric cantrip
	Ability 3: n/a
	Spell Save DC/Atk Bonus 3: n/a
	Range 3: 30 ft.
	Duration 3: 1 minute
	Prepared 3: Yes
	Verbal Component 3: Yes
	Somantic Component 3: Off
	Material Component 3: Off
	Components & Effects 3: One effect: voice, flames, an instantaneous sound, open or
	School 3: Transmutation
	Casting Time 3: 1 action
	Ritual 3: Off
	Concentration 3: Off
	Other Effects 3: shut an unlocked door or window, or alter your eyes. You can have up to 3 effects active at a time.
	Prepared 4: Yes
	Spell Name 4: Bless
	Class & Spell Level 4: Cleric, 1st
	Ability 4: n/a
	Spell Save DC/Atk Bonus 4: n/a
	Range 4: 30 ft.
	Duration 4: 1 minute
	Verbal Component 4: Yes
	Somantic Component 4: Yes
	Material Component 4: Yes
	Components & Effects 4: M: a sprinkling of holy water. You bless up to three creatures.
	School 4: Enchantment
	Casting Time 4: 1 action
	Other Effects 4: Whenever a target makes an attack roll or a saving throw before the spell ends, the target can add a d4 to the roll.
	Ritual 4: Off
	Concentration 4: Yes
	Prepared 5: Yes
	Spell Name 5: Cure Wounds
	Class & Spell Level 5: Cleric, 1st
	Ability 5: Wis
	Spell Save DC/Atk Bonus 5: n/a
	Range 5: Touch
	Duration 5: Instantaneous
	Verbal Component 5: Yes
	Somantic Component 5: Yes
	Material Component 5: Off
	Components & Effects 5: A creature you touch regains 1d8+3 hit points.
	School 5: Evocation
	Casting Time 5: 1 action
	Ritual 5: Off
	Concentration 5: Off
	Other Effects 5: When you cast this spell using a spell slot of 2nd level or higher, the Healing increases by 1d8 for each slot level above 1st.
	Prepared 6: Yes
	Spell Name 6: Detect Magic
	Class & Spell Level 6: Cleric,1st
	Ability 6: n/a
	Spell Save DC/Atk Bonus 6: n/a
	Range 6: 30 ft.
	Duration 6: 10 min.
	Verbal Component 6: Yes
	Somantic Component 6: Yes
	Material Component 6: Off
	Components & Effects 6: See magic as a faint aura and learn its school of magic, if any.
	School 6: Divination
	Casting Time 6: 1 action
	Other Effects 6: Blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt.
	Ritual 6: Yes
	Concentration 6: Yes
	Prepared 7: Yes
	Spell Name 7: Divine Favor
	Class & Spell Level 7: Paladin, 1st
	Ability 7: n/a
	Spell Save DC/Atk Bonus 7: n/a
	Range 7: Self
	Duration 7: 1 minute
	Verbal Component 7: Yes
	Somantic Component 7: Yes
	Material Component 7: Off
	Components & Effects 7: Each weapon attack adds 1d4 radiant damage.
	School 7: Evocation
	Casting Time 7: 1 bonus
	Other Effects 7: Always prepared.
	Ritual 7: Off
	Concentration 7: Yes
	Prepared 8: Yes
	Spell Name 8: Guiding Bolt
	Class & Spell Level 8: Cleric, 1st
	Ability 8: Wis
	Spell Save DC/Atk Bonus 8: +5
	Range 8: 120 ft.
	Duration 8: 1 round
	Verbal Component 8: Yes
	Somantic Component 8: Yes
	Material Component 8: Off
	Components & Effects 8: 4d6 radiant damage. The next attack roll against the target
	School 8: Evocation
	Casting Time 8: 1 action
	Ritual 8: Off
	Concentration 8: Off
	Other Effects 8: before the end of your next turn has advantage. Always prepared. 
	Prepared 9: Yes
	Spell Name 9: Shield of Faith
	Class & Spell Level 9: Cleric, 1st
	Ability 9: n/a
	Spell Save DC/Atk Bonus 9: n/a
	Range 9: 60 ft.
	Duration 9: 10 min.
	Verbal Component 9: Yes
	Somantic Component 9: Yes
	Material Component 9: Yes
	Components & Effects 9: M: A small parchment with a bit of holy text. +2 AC.
	School 9: Abjuration
	Casting Time 9: 1 bonus
	Ritual 9: Off
	Concentration 9: Yes
	Other Effects 9: Always prepared.
	Prepared 10: Off
	Spell Name 10: 
	Class & Spell Level 10: 
	Ability 10: 
	Spell Save DC/Atk Bonus 10: 
	Range 10: 
	Duration 10: 
	Verbal Component 10: Off
	Somantic Component 10: Off
	Material Component 10: Off
	Components & Effects 10: 
	School 10: 
	Casting Time 10: 
	Ritual 10: Off
	Concentration 10: Off
	Other Effects 10: 
	Prepared 11: Off
	Spell Name 11: 
	Class & Spell Level 11: 
	Ability 11: 
	Spell Save DC/Atk Bonus 11: 
	Range 11: 
	Duration 11: 
	Verbal Component 11: Off
	Somantic Component 11: Off
	Material Component 11: Off
	Components & Effects 11: 
	School 11: 
	Casting Time 11: 
	Other Effects 11: 
	Ritual 11: Off
	Concentration 11: Off
	Prepared 12: Off
	Spell Name 12: 
	Class & Spell Level 12: 
	Ability 12: 
	Spell Save DC/Atk Bonus 12: 
	Range 12: 
	Duration 12: 
	Verbal Component 12: Off
	Somantic Component 12: Off
	Material Component 12: Off
	Components & Effects 12: 
	School 12: 
	Casting Time 12: 
	Other Effects 12: 
	Ritual 12: Off
	Concentration 12: Off
	Spell Name 13: 
	Class & Spell Level 13: 
	Ability 13: 
	Spell Save DC/Atk Bonus 13: 
	Range 13: 
	Duration 13: 
	Verbal Component 13: Off
	Somantic Component 13: Off
	Material Component 13: Off
	Components & Effects 13: 
	School 13: 
	Casting Time 13: 
	Other Effects 13: 
	Ritual 13: Off
	Concentration 13: Off
	Prepared 13: Off
	Spell Name 14: 
	Prepared 14: Off
	Class & Spell Level 14: 
	Ability 14: 
	Spell Save DC/Atk Bonus 14: 
	Range 14: 
	Duration 14: 
	Verbal Component 14: Off
	Somantic Component 14: Off
	Material Component 14: Off
	Components & Effects 14: 
	School 14: 
	Casting Time 14: 
	Other Effects 14: 
	Ritual 14: Off
	Concentration 14: Off
	Class & Spell Level 15: 
	Ability 15: 
	Spell Save DC/Atk Bonus 15: 
	Range 15: 
	Duration 15: 
	Verbal Component 15: Off
	Somantic Component 15: Off
	Material Component 15: Off
	Components & Effects 15: 
	School 15: 
	Casting Time 15: 
	Other Effects 15: 
	Ritual 15: Off
	Concentration 15: Off
	Prepared 15: Off
	Spell Name 15: 
	Prepared 16: Off
	Spell Name 16: 
	Class & Spell Level 16: 
	Ability 16: 
	Spell Save DC/Atk Bonus 16: 
	Range 16: 
	Duration 16: 
	Verbal Component 16: Off
	Somantic Component 16: Off
	Material Component 16: Off
	Components & Effects 16: 
	School 16: 
	Casting Time 16: 
	Ritual 16: Off
	Concentration 16: Off
	Other Effects 16: 
	Prepared 17: Off
	Spell Name 17: 
	Class & Spell Level 17: 
	Ability 17: 
	Spell Save DC/Atk Bonus 17: 
	Range 17: 
	Duration 17: 
	Verbal Component 17: Off
	Somantic Component 17: Off
	Material Component 17: Off
	Components & Effects 17: 
	School 17: 
	Casting Time 17: 
	Other Effects 17: 
	Ritual 17: Off
	Concentration 17: Off
	Prepared 18: Off
	Spell Name 18: 
	Class & Spell Level 18: 
	Ability 18: 
	Spell Save DC/Atk Bonus 18: 
	Range 18: 
	Duration 18: 
	Verbal Component 18: Off
	Somantic Component 18: Off
	Material Component 18: Off
	Components & Effects 18: 
	School 18: 
	Casting Time 18: 
	Other Effects 18: 
	Ritual 18: Off
	Concentration 18: Off
	Prepared 19: Off
	Spell Name 19: 
	Class & Spell Level 19: 
	Ability 19: 
	Spell Save DC/Atk Bonus 19: 
	Range 19: 
	Duration 19: 
	Verbal Component 19: Off
	Somantic Component 19: Off
	Material Component 19: Off
	Components & Effects 19: 
	School 19: 
	Casting Time 19: 
	Other Effects 19: 
	Ritual 19: Off
	Concentration 19: Off


