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NIKO

SPELLCASTING

Spellcasting Ability: Wisdom
Spell DC: 14 Spell Attack Modifier: +6

CANTRIPS (AT WiLL)

Spell School Special*
Guidance Divination C
Light Evocation —
Sacred Flame Evocation —
Thaumaturgy Transmutation —
Toll the Dead Necromancy —
LEVEL 1 CLERIC SPELLS (SLOTS: 4)

Spell School Special*

Bless (always prepared) Enchantment C, M

Cure Wounds (always Abjuration —
prepared)

Detect Magic Divination C,R
Guiding Bolt Evocation —
Healing Word Abjuration —
Shield of Faith Abjuration C

LEVEL 2 CLERIC SPELLS (SLOTS: 3)

Spell School Special*
Aid (always prepared) Abjuration —
Lesser Restoration (always — Abjuration —
prepared)

Prayer of Healing Abjuration —
Protection from Poison Abjuration —
Spiritual Weapon Evocation C

*In the Special column, C means the spell requires Concentration,
R means it's a Ritual, and M means it requires a specific Material
component.

EQUIPMENT

Niko’s Mace
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SHIELD
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HerBaALISM KIT
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Book (PHILOSOPHY)
Lamp

OiL (3 FLASKS)

TrAVELER’Ss CLOTHES

NikoO’s MACE

Weapon (Mace), Very Rare (Requires Attunement by a
Spellcaster)

This Mace has 6 charges and regains 1d6 expended
charges daily at dawn. While holding the Mace, you
can expend 1 of its charges to cast Summon Celestial
(+9 to hit with spell attacks).

Magic Item Attunement
@ Niko’s Mace
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