
Garnus Everbane
medium dwarf, lawful neutral (they/them)

Armor Class 17 (splint)

Hit Points: 117 (18d8 + 36)

Speed: 25 ft.

STR
18 (+4)

CHA 
10 (+0)

WIS
17 (+3)

INT
12 (+1)

CON
15 (+2)

DEX
8 (-1)

Saving Throws Wis +6, Cha +3

Skills Arcana +4, Insight +6, Religion +4, Survival +6

Senses darkvision 60 ft., passive perception 13

Languages Common, Dwarvish, Infernal, Celestial

Challenge 8 (3,900 XP)

Potent Spellcasting. Garnus adds their Wisdom modifier to the 
damage they deal with any cleric cantrip. 

ACTIONS
Multiattack. Garnus makes two melee weapon attacks, or makes 
one weapon attack and casts a cantrip. 

Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 
8 (1d8 + 4) slashing damage, or 9 (1d10 + 4) slashing damage if used 
with two hands. 

Javelin. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or range 
30/120 ft., one target. Hit: 7 (1d6 +4) piercing damage.

Spellcasting. Garnus is a 10th-level spellcaster. Their spellcasting 
ability is Wisdom (spell save DC 14, +6 to hit with spell attacks). they 
have the following cleric spells prepared:

Cantrips (at will): mending, resistance, sacred flame, thaumaturgy,   
    word of radiance
1st level (4 slots): command, identify, guiding bolt
2nd level (3 slots): augury, hold person, spiritual weapon
3rd level (3 slots): dispel magic, glyph of warding, water walk
4th level (2 slots): banishment, stone shape



As a Knowledge Domain cleric, Garnus Everbane has pledged their 
life to the pursuit of hidden and valuable information. To them, the 
finding of such knowledge is their great calling, more important than 
anything else. While they have no hesitation with taking risks them-
selves, their sensory processing disorder makes solo dungeoneering 
impractical. They prefer to either hire or travel with promisingly en-
tertaining adventuring parties, in the hopes that these adventurers 
will stumble across new and exciting things in their travels. If neces-
sary, they’ll attempt to goad the party into exploring dangerous lo-
cations or rushing headfirst into unknown territory... although they’ll 
certainly be last in the marching order in these circumstances. 
Surprisingly chatty for their aloof appearance, Garnus prefers to wear 
simple robes and adventuring gear, usually with a holy symbol 
prominent on their person. They are most often found in great
libraries and hubs of learning, or first on the scene when something 
interesting has happened. 

Raised in one of the largest underground dwarven cities, Garnus has 
always preferred learning to brawling or mining, though their skill 
with a blade shouldn’t be underestimated. They utilize the Sensory 
Processing Disorder Mechanics, often finding that the world is 
rather... loud for their tastes. They are particularly light and hearing 
sensitive, and would prefer to remain inside during broad daylight 
hours unless absolutely necessary. They have grown used to adapting 
to the often overwhelming sensory experience of a dungeon or life 
on the road, though too much without a break may leave them par-
ticularly irritable or prone to a meltdown. Nevertheless, they remain 
a solid adventuring companion... as long as you don’t become boring.

Garnus is nonbinary, and uses they/them pronouns.
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