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- Danger Sense. At 2nd level, you gain an
N uncanny sense of when things nearby aren't as
13 PASSIVE WISDOM (PERCEPTION) greataxe they should be, giving you an edge when you
dodge away from danger. You have advantage
two handaxes on Dexterity saving throws against effects that
H H you can see, such as traps and spells. To gain
Common. Goblin 4 Javellns this benefit, you can't be blinded, deafened, or
- ’ . a backpack incapacitated.
light armor, medium armor, a bedroll .
hield . Reckless Attack. Starting at 2nd level, you can
snielas a mess kit throw aside all concern for defense to attack with
Slmp|e Weapons, mart|a| a tinderbox fierce desperation. When you mgke your first
attack on your turn, you can decide to attack
weapons 10 torches recklessly. Doing so gives you advantage on
i melee weapon attack rolls using Strength during
10 days O.f rations this turn, but attack rolls against you have
a waterskin advantage until your next turn.
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CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it
were bright light and in darkness as if it were in dim light. You
discern colors in that darkness only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or
a spell and the creature's size is larger than yours, you can cause
the attack or spell to deal extra damage to the creature. The extra
damage equals your proficiency bonus.

You can use this trait a number of times equal to your proficiency
bonus, regaining all expended uses when you finish a long rest,
and you can use it no more than once per turn.

ADDITIONAL FEATURES & TRAITS
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Bardic Inspiration. 2/2 d6

Spell Save DC: 12
Spell Attack Modifier: +4
Spell Slots: 1st-level (3)

A ATTACKS & SPELLCASTING )

13 PASSIVE WISDOM (PERCEPTION)

Common, Goblin

light armor, simple weapons,
hand crossbows, longswords,
rapiers, shortswords

drum, horn, pan flute

OTHER PROFICIENCIES & LANGUAGES

dagger

pan flute

a backpack

a bedroll

2 costumes

5 candles

5 days of rations
a waterskin

a disguise kit
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. _ Bardic Inspiration. You can inspire others
rapier + 1d8 + 3 piercin . .
apie S i g through stirring words or music. To do
dagger e 104 + 3 piercing S0, you use a bonus action on your turn

to choose one creature other than
yourself within 60 feet of you who can
hear you. That creature gains one Bardic
Inspiration die, a d6.

Once within the next 10 minutes, the
creature can roll the die and add the
number rolled to one ability check, attack
roll, or saving throw it makes. The
creature can wait until after it rolls the
d20 before deciding to use the Bardic
Inspiration die, but must decide before
the DM says whether the roll succeeds or
fails. Once the Bardic Inspiration die is
rolled, it is lost. A creature can have only
one Bardic Inspiration die at a time.

Jack of All Trades. Starting at 2nd level,
you can add half your proficiency bonus,
rounded down, to any ability check you
make that doesn't already include your
proficiency bonus.

Song of Rest. Beginning at 2nd level, you
can use soothing music or oration to help
revitalize your wounded allies during a
short rest. If you or any friendly creatures
who can hear your performance regain
hit points by spending Hit Dice at the end
of the short rest, each of those creatures
regains an extra 1d6 hit points.
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CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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ﬁ) MINOR JLLUSION Lv o0

Wizard |

Range 30 ft Bard |
Duration 1 minute Cleric
Druid

Casting Time 1 action  Sorcerer |

Warlock |

<> ()
Ié&
Paladin
Creates a small distortion in reality

You create a sound or an image of an object within
range that lasts for the duration. The illusion also
ends if you dismiss it as an action or cast this

spell again.

If you create a sound, its volume can range from a
whisper to a scream. It can be your voice, someone
else’s voice, a lion’s roar, a beating of drums, or
any other sound you choose. The sound continues
unabated throughout the duration, or you can
make discrete sounds at different times before
the spell ends.

PHB 260

CHARM PERSON  Lv1

- Wizard |
Range 30 ft Bard |
3 Cleric
Duration 1 hour
Druid |
Casting Time 1 action  Sorcerer |
Warlock |

€—>
' N Ranger
))) Paladin
It helps if you flash a smile too

You attempt to charm a humanoid you can see within
range. It must make a Wisdom saving throw, and does so
with advantage if you or your companions are fighting it. If
it fails the saving throw, it is charmed by you until the spell
ends or until you or your companions do anything harmful
to it. The charmed creature regards you as a friendly
acquaintance. When the spell ends, the creature knows it
was charmed by you.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, you can target one additional
creature for each slot level above 1st. The creatures must
be within 30 feet of each other when you target them.

PHB 221

VICIOUS MOCKERY Lv 0

" Wizard
Range 60 ft Bard |
Duration Instant Cleric

Druid
Casting Time 1 action Sorcerer
Warlock

' Ranger
))) Paladin

Words can hurt sometimes too

You unleash a string of insults laced with subtle
enchantments at a creature you can see within
range. If the target can hear you (though it need
not understand you), it must succeed on a
Wisdom saving throw or take 1d4 psychic damage
and have disadvantage on the next attack roll it
makes before the end of its next turn.

This spell’s damage increases by 1d4 when you
reach 5th level (2d4), 11th level (3d4), and 17th
level (4d4).

PHB 285

&7e%) COMPREHEND [ANGUAGES Lv 1

Range Self

Duration 1 hour Cleric

Druid
Casting Time 1 action

<

m ' s 5} Ranger
- ))) Paladin
“Can you repeat that one more time?”

For the duration, you understand the literal
meaning of any spoken language that you hear.
You also understand any written language that
you see, but you must be touching the surface
on which the words are written. It takes about
1 minute to read one page of text.

This spell doesn’t decode secret messages in a

text or a glyph, such as an arcane sigil, that
isn’t part of a written language.

PHB 224



[DISSONANT WHISPERS Lv 1

.' Wizard
Range 60 ft Bard |
Duration Instant Cleric

Druid
Casting Time 1 action  Sorcerer
Warlock

' Ranger
D) Paladin
You whisper some really bad song lyrics

You whisper a discordant melody that only one creature of
your choice within range can hear, wracking it with terrible
pain. The target must make a Wisdom saving throw. On a
failed save, it takes 3d6 psychic damage and must
immediately use its reaction , if available, to move as far as
its speed allows away from you. The creature doesn’t move
into obviously dangerous ground, such as a fire or a pit. On
a successful save, the target takes half as much damage and
doesn’t have to move away. A deafened creature
automatically succeeds on the save.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage increases by 1d6 for

each slot level above 1st
PHB 234

. HEALINGWORD Lv1

Wizard
Range 60 ft Bard |
Duration Instant Cleric [
Druid |

Casting Time Bonus Sorcerer

Warlock

' Ranger
D) Paladin
With a whisper, the wounds of your allies

begin to mend

A creature of your choice that you can see
within range regains hit points equal to 1d4
+ your spellcasting ability modifier. This
spell has no effect on undead or constructs.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, the
healing increases by 1d4 for each slot level
above 1st.

PHB 250

' FAERIE FIRE

Wizard
Range 60 ft Bard |
: . Cleric
Duration 1 minute
Q Druid |
Casting Time 1 action  Sorcerer
Warlock

' Ranger
D) Paladin

“You can’t hide from me.”

Each object in a 20 foot cube within range is
outlined in blue, green, or violet light (your
choice). Any creature in the area when the spell is
cast is also outlined in light if it fails a Dexterity
saving throw. For the duration, objects and
affected creatures shed dim light in a 10 foot
radius.

Any attack roll against an affected creature or
object has advantage if the attacker can see it, and
the affected creature or object can’t benefit from
being invisible.

PHB 239
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Arcana

INTELLIGENCE +3  Athletics
-1 _+2  Deception

_+1_ History

_+4  Insight
_+2 Intimidation
WISDOM -1 Investigation

+4  Medicine

+2
(14)

CHARISMA

+2

-1 Nature

_+2  Perception
_+2  Performance
_+2  Persuasion
_+1_ Religion
_+1_ Sleight of Hand
_+1_ Stealth

+2  Survival

\k SKILLS

s

light crossbow +3 1d8 + 3 piercing

Spell Save DC: 12
Spell Attack Modifier: +4
Spell Slots: 1st-level (3)

A ATTACKS & SPELLCASTING )

12

PASSIVE WISDOM (PERCEPTION)

mace
scale mail

Common, Goblin

light armor, medium armor,
shields

simple weapons, martial
weapons, heavy armor

OTHER PROFICIENCIES & LANGUAGES

light crossbow
shield

holy symbol

20 bolts

a backpack

a blanket

10 candles

a tinderbox

an alms box

2 blocks of incense
a censer
vestments

2 days of rations
a waterskin.
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Scale Mail. Disadvantage on stealth checks.
mace +5 1d6 + 3 blud.

Wrath of the Storm.Also at 1st level, you can
thunderously rebuke attackers. When a creature
within 5 feet of you that you can see hits you
with an attack, you can use your reaction to
cause the creature to make a Dexterity saving
throw. The creature takes 2d8 lightning or
thunder damage (your choice) on a failed saving
throw, and half as much damage on a
successful one.

You can use this feature a number of times
equal to your Wisdom modifier (2). You regain
all expended uses when you finish a long rest.

Channel Divinity: Turn Undead

As an action, you present your holy symbol and
speak a prayer censuring the undead. Each
undead that can see or hear you within 30 feet
of you must make a Wisdom saving throw. If the
creature fails its saving throw, it is turned for 1
minute or until it takes any damage.

A turned creature must spend its turns trying to
move as far away from you as it can, and it can't
willingly move to a space within 30 feet of you. It
also can't take reactions. For its action, it can
use only the Dash action or try to escape from
an effect that prevents it from moving. If there's
nowhere to move, the creature can use the
Dodge action.

Channel Divinity: Destructive Wrath

Starting at 2nd level, you can use your Channel
Divinity to wield the power of the storm with
unchecked ferocity.

When you roll lightning or thunder damage, you
can use your Channel Divinity to deal maximum
damage, instead of rolling.

FEATURES & TRAITS
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Tempest Domain.

Gods whose portfolios include
the Tempest domain—
including Talos, Umberlee,
Kord, Zeboim, the Devourer,
Zeus, and Thor—govern
storms, sea, and sky. They
include gods of lightning and
thunder, gods of earthquakes,
some fire gods, and certain
gods of violence, physical
strength, and courage. In some
pantheons, a god of this
domain rules over other deities
and is known for swift justice
delivered by thunderbolts. In
the pantheons of seafaring
people, gods of this domain are
ocean deities and the patrons
of sailors. Tempest gods send
their clerics to inspire fear in
the common folk, either to keep
those folk on the path of
righteousness or to encourage
them to offer sacrifices of
propitiation to ward off divine
wrath.

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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Wizard |
Range Touch Bard |
Duration 1 Hour Cleric U
Druid
Casting Time 1 action Sorcerer |
- Warlock
' \) Ranger
D) . Paladin

Let there be light!

You touch one object that is no larger than 10 feet
in any dimension. Until the spell ends, the object
sheds bright light in a 20 foot radius and dim light
for an additional 20 feet. The light can be colored
as you like. Completely covering the object with
something opaque blocks the light. The spell ends
if you cast it again or dismiss it as an action.

If you target an object held or worn by a hostile

creature, that creature must succeed on a Dexter-
ity saving throw to avoid the spell.

PHB 255

SACRED FLAME Lv0

Wizard

Range 60 ft Bard
Duration Instant Cleric !

Druid

Casting Time 1 action Sorcerer

Warlock

<>
' N Ranger
D) Paladin
Purifying radiance of the gods

Flame like radiance descends on a creature that
you can see within range. The target must succeed
on a Dexterity saving throw or take 1d8 radiant
damage. The target gains no benefit from cover for
this saving throw.

The spellOs damage increases by 1d8 when you

reach 5th level (2d8), 11th level (3d8), and 17th
level (4d8).

PHB 272

RESISTANCE Lv 0

Wizard
Range Touch Bard

Duration Q 1 minute

Casting Time 1 action Sorcerer

- - Warlock
' N s Ranger
)) Paladin

An allies resilience s strengthened

You touch one willing creature. Once before
the spell ends, the target can roll a d4 and
add the number rolled to one saving throw
of its choice. It can roll the die before or
after making the saving throw. The spell
then ends.

PHB 272

| Wizard
Range 30 ft Bard |
Duration Q 1 minute Cleric |

Druid

Casting Time 1 action Sorcerer

Warlock

' s ﬁ Ranger
) Paladin
“I am the bane of your existence”

Up to three creatures of your choice that you

can see within range must make Charisma saving
throws. Whenever a target that fails this saving
throw makes an attack roll or a saving throw
before the spell ends, the target must roll a d4
and subtract the number rolled from the attack
roll or saving throw.

At Higher Levels. When you cast this spell using
a spell slot of 2nd level or higher, you can target
one additional creature for each slot level

above 1st.

PHB 216



- Wizard
Range 30 ft Bard
Duration Instant Cleric [

Druid |
Casting Time 1 action  Sorcerer
Warlock

' s 5} Ranger
D) Paladin

You either create or destroy water.

Create Water. You create up to 10 gallons of clean water
within range in an open container. Alternatively, the water
falls as rain in a 30 foot cube within range, extinguishing
exposed flames in the area.

Destroy Water. You destroy up to 10 gallons of water in
an open container within range. Alternatively, you destroy
fog in a 30 foot cube within range.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, you create or destroy 10
additional gallons of water, or the size of the cube increases
by 5 feet, for each slot level above 1st.

PHB 229

HEALING WORD Lv1

' FOG CLOUD

Wizard |
Range 120 ft Bard
z Cleric
Duration 1 hour
uration ¥ Druid |
Casting Time 1 action  Sorcerer |
Warlock

' s Ranger |
D) Paladin

A dense fog blankets the area

You create a 20 foot radius sphere of fog centered
on a point within range. The sphere spreads
around corners, and its area is heavily obscured. It
lasts for the duration or until a wind of moderate
or greater speed (at least 10 miles per hour)
disperses it.

At Higher Levels. When you cast this spell using
a spell slot of 2nd level or higher, the radius of

the fog increases by 20 feet for each slot
level above 1st.

PHB 243

; [NFLICT WOUNDS Lv 1

Wizard
Range 60 ft Bard |
Duration Instant Cleric [
Druid |

Casting Time Bonus Sorcerer

Warlock

' Ranger
D) Paladin
With a whisper, the wounds of your allies

begin to mend

A creature of your choice that you can see
within range regains hit points equal to 1d4
+ your spellcasting ability modifier. This
spell has no effect on undead or constructs.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, the
healing increases by 1d4 for each slot level
above 1st.

PHB 250

Wizard

Range Touch Bard
Duration Instant Cleric l
Druid

Casting Time 1 action  Sorcerer
Warlock

' s Ranger
D) Paladin

With a touch, wounds open up on an enemy

Make a melee spell attack against a creature
you can reach. On a hit, the target takes
3d10 necrotic damage.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, the
damage increases by 1d10 for each slot level
above 1st.

PHB 253



\ PROTECTION FROM Iivi

EVIL AND (OOD

Range Touch Bard

Duration Q 10 minutes :
Druid

Casting Time 1 action Sorcerer

'))) s 5\ Ranger

An ally is armored against otherworldy creatures

Until the spell ends, one willing creature you touch
is protected against certain types of creatures:
aberrations, celestials, elementals, fey, fiends, and
undead.

The protection grants several benefits. Creatures
of those types have disadvantage on attack rolls
against the target. The target also can’t be
charmed, frightened, or possessed by them. If the
target is already, they have advantage on any new
saving throw against the relevant effect.

PHB 270

THUNDERWAVE Lv1

Wizard |
Range Self Bard |
3 Cleric
Duration Instant
Druid |
Casting Time 1 action Sorcerer |
Warlock

' s Ranger
))) Paladin

A blast of force that reels your enemies

A wave of thunderous force sweeps out from you. Each
creature in a 15 foot cube originating from you must make
a Constitution saving throw. On a failed save, a creature
takes 2d8 thunder damage and is pushed 10 feet away from
you. On a successful save, the creature takes half as much
damage and isn’t pushed. In addition, unsecured objects
that are completely within the area of effect are
automatically pushed 10 feet away from you by the spell’s
effect, and the spell emits a thunderous boom audible out
to 300 feet.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage increases by 1d8
for each slot level above 1st.

PHB 282
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A

wooden staff, versatile, 1d8.
Spell Save DC: 12

Spell Attack Modifier: +4
Spell Slots: 1st-level (3)

ATTACKS & SPELLCASTING

-1
12

PASSIVE WISDOM (PERCEPTION)

wooden staff
greatclub

Common, Goblin, Druidic

light armor, medium armor,
shields (druids will not wear
armor or use shields made of
metal)

clubs, daggers, darts, javelins,
maces, quarterstaffs, scimitars,
sickles, slings, spears
Herbalism kit

OTHER PROFICIENCIES & LANGUAGES

leather armor

a backpack

a bedroll

a mess kit

a tinderbox

10 torches

10 days of rations

a waterskin

50 feet of hempen rope

EQUIPMENT Y,

|

e — —
Druid 2
CLASS & LEVEL BACKGROUND PLAYER NAME
Goblin
RACE ALIGNMENT EXPERIENCE POINTS
————— ———
N 7 N
ARMOR +3
CLASS INITIATIVE SPEED )
Y, \ PERSONALITY TRAITS
(v E Y © -
| CURRENT HIT POINTS Y | IDEALS .
" ~"] — ~
A TEMPORARY HIT POINTS Y/ BONDS
L~~~ —~J
/ \ / \ [~ ~]
2d8 successes O=O=0
raiures Q=00
\ HIT DICE /B\ DEATH SAVES ) \\ FLAWS //
7 N N
wooden staff  +3 1d6 +1 blud. Wild Shape. Starting _at 2nd level,
you can use your action to
greatclub +3 1d8 +1 blud. magically assume the shape of a

beast that you have seen before.
You can use this feature twice.
You regain expended uses when
you finish a short or long rest.
You can stay in a beast shape for
1 hour. You then revert to your
normal form unless you expend
another use of this feature. You
can revert to your normal form
earlier by using a bonus action on
your turn. You automatically revert
if you fall unconscious, drop to 0
hit points, or die.

Natural Recovery. Starting at 2nd
level, you can regain some of your
magical energy by sitting in
meditation and communing with
nature. During a short rest, you
choose expended spell slots to
recover. The spell slots can have a
combined level that is equal to or
less than half your druid level
(rounded up), and none of the
slots can be 6th level or higher.
You can't use this feature again
until you finish a long rest.

)

FEATURES & TRAITS




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
e — —
L \
CHARACTER APPEARANCE ALLIES & ORGANIZATIONS
3\ /4

While you are transformed, the following rules apply:

Your game statistics are replaced by the statistics of
the beast, but you retain your alignment, personality,
and Intelligence, Wisdom, and Charisma scores. You
also retain all of your skill and saving throw
proficiencies, in addition to gaining those of the
creature. If the creature has the same proficiency as
you and the bonus in its stat block is higher than
yours, use the creature's bonus instead of yours. If the
creature has any legendary or lair actions, you can't
use them.

When you transform, you assume the beast's hit
points and Hit Dice. When you revert to your normal
form, you return to the number of hit points you had
before you transformed. However, if you revert as a
result of dropping to O hit points, any excess damage
carries over to your normal form. For example, if you
take 10 damage in animal form and have only 1 hit
point left, you revert and take 9 damage. As long as
the excess damage doesn't reduce your normal form
to 0 hit points, you aren't knocked unconscious.

You can't cast spells, and your ability to speak or take
any action that requires hands is limited to the
capabilities of your beast form. Transforming doesn't
break your concentration on a spell you've already
cast, however, or prevent you from taking actions that
are part of a spell, such as call lightning, that you've
already cast.

You retain the benefit of any features from your class,
race, or other source and can use them if the new
form is physically capable of doing so. However, you
can't use any of your special senses, such as
darkvision, unless your new form also has that sense.
You choose whether your equipment falls to the
ground in your space, merges into your new form, or
is worn by it. Worn equipment functions as normal, but
the DM decides whether it is practical for the new form
to wear a piece of equipment, based on the creature's
shape and size. Your equipment doesn't change size
or shape to match the new form, and any equipment
that the new form can't wear must either fall to the
ground or merge with it. Equipment that merges with
the form has no effect until you leave the form.

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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DRUIDCRAFT Lv 0

Range 30 ft
Duration Instant

Casting Time 1 action

'n) s

Prestidigitation for druids

Whispering to the spirits of nature, you create one of the
following effects within range:

You create a tiny, harmless sensory effect that predicts
what the weather will be at your location for the next 24
hours. This effect persists for 1 round.

You instantly make a flower blossom, a seed pod open, or a
leaf bud bloom.

You create an instantaneous, harmless sensory effect, such
as falling leaves, a puff of wind, the sound of a small
animal, or the faint odor of skunk. The effect must fitin a
5-foot cube.

You instantly light or snuff out a candle, a torch, or a small

PHB 236

campfire.

POISON SPRAY

Wizard |
Range 10 ft :
i Instant |
Duration Druid |
Casting Time 1 action Sorcerer |

Warlock |
<>
’))) N
The somatic component of this spell has
been much refined

You extend your hand toward a creature
you can see within range and project a puff
of noxious gas from your palm. The creature
must succeed on a Constitution saving
throw or take 1d12 poison damage.

This spell’s damage increases by 1d12 when

you reach 5th level (2d12), 11th level
(3d12), and 17th level (4d12).

PHB 266

THORN WHIP Lv 0

Range 30 ft
Duration Instant

Casting Time 1 action

'n) s 5

Has some “unconventional” uses

You create a long, vine-like whip covered in thorns
that lashes out at your command toward a creature
in range. Make a melee spell attack against the
target. If the attack hits, the creature takes 1d6
piercing damage, and if the creature is Large or
smaller, you pull the creature up to 10 feet closer
to you.

This spell’s damage increases by 1d6 when you
reach 5th level (2d6), 11th level (3d6), and 17th
level (4d6).

PHB 282

) DETECT MAGIC  Lv1

Range Self
Duration Q 10 minutes

Casting Time 1 action

*\-l' 'n) s

You reach out with your mind, feeling

for magical energies

For the duration, you sense the presence of magic
within 30 feet of you. If you sense magic in this
way, you can use your action to see a faint aura
around any visible creature or object in the area
that bears magic, and you learn its school of
magic, if any.

The spell can penetrate most barriers, but it is
blocked by 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood
or dirt.

PHB 231



FAERIE FIRE

Wizard
Range 60 ft Bard |
: . Cleric
Duration 1 minute
Q Druid |
Casting Time 1 action Sorcerer
Warlock

' Ranger
D) Paladin
“You can’t hide from me.”

Each object in a 20 foot cube within range is
outlined in blue, green, or violet light (your
choice). Any creature in the area when the spell is
cast is also outlined in light if it fails a Dexterity
saving throw. For the duration, objects and
affected creatures shed dim light in a 10 foot
radius.

Any attack roll against an affected creature or
object has advantage if the attacker can see it, and
the affected creature or object can’t benefit from
being invisible.

PHB 239

HEALING WORD Lv1

Wizard
Range 60 ft Bard |
Duration Instant Cleric [
Druid |

Casting Time Bonus Sorcerer

Warlock

' Ranger
D) Paladin
With a whisper, the wounds of your allies

begin to mend

A creature of your choice that you can see
within range regains hit points equal to 1d4
+ your spellcasting ability modifier. This
spell has no effect on undead or constructs.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, the
healing increases by 1d4 for each slot level
above 1st.

PHB 250

> FOG (CLOUD

Wizard |
Range 120 ft Bard
z Cleric
Duration 1 hour
uration ¥ Druid |
Casting Time 1 action  Sorcerer |
Warlock

' s Ranger |
)) Paladin

A dense fog blankets the area

You create a 20 foot radius sphere of fog centered
on a point within range. The sphere spreads
around corners, and its area is heavily obscured. It
lasts for the duration or until a wind of moderate
or greater speed (at least 10 miles per hour)
disperses it.

At Higher Levels. When you cast this spell using
a spell slot of 2nd level or higher, the radius of
the fog increases by 20 feet for each slot

level above 1st.

PHB 243

' THUNDERWAVE Lv1

Wizard |
Range Self Bard |
3 Cleric
Duration Instant
Druid |
Casting Time 1 action Sorcerer |
Warlock

<>
' N Ranger
D) Paladin
A blast of force that reels your enemies

A wave of thunderous force sweeps out from you. Each
creature in a 15 foot cube originating from you must make
a Constitution saving throw. On a failed save, a creature
takes 2d8 thunder damage and is pushed 10 feet away from
you. On a successful save, the creature takes half as much
damage and isn’t pushed. In addition, unsecured objects
that are completely within the area of effect are
automatically pushed 10 feet away from you by the spell’s
effect, and the spell emits a thunderous boom audible out
to 300 feet.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage increases by 1d8
for each slot level above 1st.

PHB 282






DUNGEONS & DRAGONS®

e — —
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CLASS & LEVEL BACKGROUND PLAYER NAME
Goblin
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————— ———
| INSPIRATION j \ // \\
STRENGTH pe—
- +2 ||| 30 ft.
@ PROFICIENCY BONUS j INITIATIVE SPEED /,
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7 N 20 — —~
(@ _+5_ Strength \
O _+2  Dexterity 20
® _+4  Constitution
'e) 41 Intelligence | CURRENT HIT POINTS Y | IDEALS y
O _1  Wisdom [ ] [~ ~
O _#1_ Charisma
\k SAVING THROWS ),
A TEMPORARY HIT POINTS /) BONDS
L~~~ —~J
’( \\ / \ / \ [~ ~]
O _+4  Acrobatics 2d10 successes O=O=0
O _-1_ Animal Handling FA'LURESO=O=O
O +—1 Arcana HIT DICE DEATH SAVES
CINTELLIGENCE ] ® 5 Athletics \ 7N / N FLAws o
+1 O _+1_ Deception 7 N 7 ~N
O 1 History longsword 45 108 + 3 slashing The wearer has disadvantage on
@ O -t Insight Dexterity (Stealth) checks.
@® _+1_ Intimidation handaxe +5 1d6 + 3 slashing
 wisbpom Y} | O _+1 Investigation Protection. When a creature you
O _1_ Medicine can see ‘_atta(_:kg a target other than
-1 O + Nature you that is within 5 feet of you, you
® L perception can use your reaction to impose
O bert disadvantage on the attack roll.
—— Terermene You must be wielding a shield.
m O _+1_ Persuasion
O _+1_ Religion Second Wind. You have a limited
+1 O _+2_ Sleight of Hand well of stamina that you can draw
O _+2_ Stealth on to protect yourself from harm.
@ ® 1 Sunival | On.your turn, you can use a bonus
k ) 7 action to regain hit points equal to
\N SKILLS A N ATTACKS & SPELLCASTING y 1d10 + 2.
= ~ Once you use this feature, you
N\ )
‘ 9 E) PASSIVE WISDOM (PERCEPTION) j chain mail must finish a short or long rest

Common, Goblin

light armor, medium armor,
heavy armor, shields
simple weapons, martial
weapons

) OTHER PROFICIENCIES & LANGUAGES L

2 handaxes

a backpack

a crowbar

a hammer

10 pitons

10 torches

a tinderbox

10 days of rations

a waterskin

50 feet of hempen rope

EQUIPMENT

before you can use it again.

Action Surge. Starting at 2nd level,
you can push yourself beyond your
normal limits for a moment. On
your turn, you can take one
additional action.

Once you use this feature, you
must finish a short or long rest
before you can use it again.

FEATURES & TRAITS
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CHARACTER NAME EYES SKIN HAIR
e — —

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE




DUNGEONS & DRAGONS®

Monk 2
CLASS & LEVEL BACKGROUND PLAYER NAME
Goblin
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
————— ———
INSPIRATION \ 7 N
[ STRENGTH — j
N 15711 45 | || 40
+1 ARMOR
PROFICIENCY BONUS j CLASS INITIATIVE SPEED )
- PERSONALITY TRAITS
/( \\ 7 17 N :: ::
® _+3 Strength \
DEXTERITY 0] 5 D .
_+5 Dexterity 1 7
® _+2 Constitution
O 1 I . CURRENT HIT POINTS IDEALS
_-1 Intelligence L~ ] L~~~ —~
O _+2  Wisdom [ ] e ~]
O _#1_ Charisma
N SAVING THrows )’ A TEMPORARY HIT POINTS Y/ . BONDS N
’( \\ / \ / \ [~ ~]
O _+3  Acrobatics 2d8 successes O=O=0
O _+2 Animal Handling FAILURESO:O:O
O _1_ Arcana \ HIT DICE J B\ DEATH SAVES / A\ FLAWS )
® _+3  Athletics
O _+1_ Deception 7 N 7 <
O 1 History T +5 1d6 + 3 piercing Unarmored Defense. Beginning at
O _+4_ Insight 1st level, while you are wearing no
® _+1_ Intimidation unarmed strike 45 1d4 + 3 armor and not wielding a shield, your
O 1 Investigation dart . (443 AC ee\l;als 1(():1 + your Dex mod +
O _+2  Medicine ar * * your ¥\is mod.
O L Nature Ki Points: 2/2 Martial Arts. When you use the
®© _+2  Perception Ki Save DC: 12 Attack action with an unarmed strike
O _+1_ Performance or a monk weapon on your turn, you
— O _+1_ Persuasion can make one unarmed strike as a
CHARISMA O« relig bonus action.
_+1_ Religion
+1 O _+3  Sleight of Hand .
— Ki.
O & Stealth Flurry of Blows. Immediately after
® _+2 Survival ) < you take the Attack action on your
k SKILLS ) A ATTACKS & SPELLCASTING . turn, you can spend 1 ki point to
N 7N 7 make two unarmed strikes as a
N N bonus action.
‘ 12 E) PASSIVE WISDOM (PERCEPTION) j shortsword Patient Defense. You can spend 1 ki
a backpack point to take the Dodge action as a
1 r a crowbar bonus action on your turn.
Common, Goblin o hammer Step of the Wind. You can spend 1
imol hort rds ) ki point to take the Disengage or
simple ,Weapo"?S’ shortswo 10 pitons Dash action as a bonus action on
painter's supplies 10 torches your turn, and your jump distance is
herbalism kit a tinderbox doubled for the turn.
10 days of rations ,
a waterskin Unc?:morled Movemegt. Starting it
2nd level, your speed increases by
‘?O ;eet of hempen rope 10 feet while you are not wearing
0 darts armor or wielding a shield.
) OTHER PROFICIENCIES & LANGUAGES L EQUIPMENT Y, FEATURES & TRAITS J
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e — —

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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CHARACTER NAME

e— A\

| INSPIRATION j
STRENGTH N
\—

PROFICIENCY BONUS j
Cl

7
(@ +3 _ Strength

DEXTERITY
+1

'O

CONSTITUTION

+1_ Dexterity

+2 _ Constitution
+1_ Intelligence
+1 Wisdom

+4  Charisma

SAVING THROWS

3

y
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(O+_1 Acrobatics
O _-1_ Animal Handling
o
®
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®
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®
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O
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O]

Arcana

INTELLIGENCE +3  Athletics
+1 _+2  Deception

_+3  History

@ -1 Insight
_+2 Intimidation
WISDOM _+1_ Investigation

-1 Medicine

-1
(8 )

CHARISMA

+3  Nature

-1 Perception

+2  Performance
+4  Persuasion
+3  Religion

+1_ Sleight of Hand

\k SKILLS

3

y

Lay On Hands. 10/10

Fighting Style. Dueling. When
you are wielding a melee
weapon in one hand and no
other weapons, you gain a +2
bonus to damage rolls with that
weapon.

ATTACKS & SPELLCASTING /

PASSIVE WISDOM (PERCEPTION)

+2
_+1_ Stealth
-1 Survival
‘ 11 E)

morningstar
shield

-

Common, Goblin, Draconic
light armor, medium armor,
heavy armor, shields
simple weapons, martial
weapons

dragonchess

) OTHER PROFICIENCIES & LANGUAGES

5 javelins
priests pack
chain mail
holy symbol
dragonchess

EQUIPMENT

e — —
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CLASS & LEVEL BACKGROUND PLAYER NAME
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RACE ALIGNMENT EXPERIENCE POINTS
——— —
N 7 N
ARMOR
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X Chain Mail. The wearer has disadvantage on
Morningstar  +5 1d8 + 3 Dexterity (Stealth) checks.
Javelin +5 1d6 + 3 Divine Sense. As an action, you can open your

awareness to detect such forces. Until the end of
your next turn, you know the location of any
celestial, fiend, or undead within 60 feet of you that
is not behind total cover. You know the type
(celestial, fiend, or undead) of any being whose
presence you sense, but not its identity. Within the
same radius, you also detect the presence of any
place or object that has been consecrated or
desecrated, as with the hallow spell.

You can use this feature 3 times. When you finish a
long rest, you regain all expended uses.

Lay on Hands

You have a pool of healing power that replenishes
when you take a long rest. With that pool, you can
restore a total number of hit points equal to your
paladin level x 5.

As an action, you can touch a creature and draw
power from the pool to restore a number of hit points
to that creature, up to the maximum amount
remaining in your pool.

Alternatively, you can expend 5 hit points from your
pool of healing to cure the target of one disease or
neutralize one poison affecting it. You can cure
multiple diseases and neutralize multiple poisons
with a single use of Lay on Hands, expending hit
points separately for each one.

This feature has no effect on undead and
constructs.

Divine Smite

Starting at 2nd level, when you hit a creature with a
melee weapon attack, you can expend one spell slot
to deal radiant damage to the target, in addition to
the weapon's damage. The extra damage is 2d8 for
a 1st-level spell slot.

FEATURES & TRAITS J




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
e — —

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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CUREWOUNDS Lv1

Wizard

Range 30 ft Bard
Duration Q 1 minute Cleric |

Druid

Casting Time 1 action  Sorcerer

Warlock

' s 5} Ranger
) Paladin |
Your divine energy grants your allies a boon

You bless up to three creatures of your
choice within range. Whenever a target
makes an attack roll or a saving throw before
the spell ends, the target can roll a d4 and
add the number rolled to the attack roll or
saving throw.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, you
can target one additional creature for each
slot level above 1st.

PHB 219

Wizard
Range Touch Bard |
Duration Instant Cleric [
Druid |

Casting Time 1 action  Sorcerer

Warlock

' s Ranger |
) Paladin |

A staple for any healer

A creature you touch regains a number of

hit points equal to 1d8 + your spellcasting
ability modifier. This spell has no effect on
undead or constructs.

At Higher Levels. 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.

PHB 230
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+1 Arcana
INTELLIGENCE +4  Athletics
+1 -1 Deception
_+1_ History
@ _+2 Insight
-1 Intimidation
WISDOM +1_ Investigation
2 +2_ Medicine
+ +3  Nature
+4  Perception
G N _-1_ Performance
(m\' -1 Persuasion
+1_ Religion

-1

Sleight of Hand
Stealth

Survival

SKILLS

\

3

e — —
Ranger 2
CLASS & LEVEL BACKGROUND PLAYER NAME
Goblin
RACE ALIGNMENT EXPERIENCE POINTS
————— ———
\ 7 Y
ARMOR
CLASS INITIATIVE SPEED )
// \\ | PERSONALITY TRAITS .
18 [N "]
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L Favored Enemy. Beasts. You have
shortsword +4 1d6 + 2 plercing advantage on Wisdom (Survival) checks to
o track your favored enemies, as well as on
longbow +7 1d8 + 3 piercing Intelligence checks to recall information

Spell Save DC: 12
Spell Attack Modifier: +4
Spell Slots: 1st-level (2)

ATTACKS & SPELLCASTING

14

PASSIVE WISDOM (PERCEPTION)

leather armor
2 shortswords

Common, Goblin

light armor, medium armor,
shields

simple weapons, martial
weapons

OTHER PROFICIENCIES & LANGUAGES

longbow and 20 arrows
a backpack

a bedroll

a mess kit

a tinderbox

10 torches

10 days of rations

a waterskin

50 feet of hempen rope

EQUIPMENT Y,

|

about them.

Natural Explorer. Underdark. You are
particularly familiar with one type of natural
environment and are adept at traveling and
surviving in such regions. When you make an
Intelligence or Wisdom check related to your
favored terrain, your proficiency bonus is
doubled if you are using a skill that you're
proficient in.

While traveling for an hour or more in your
favored terrain, you gain the following
benefits:

Difficult terrain doesn't slow your group's
travel.

Your group can't become lost except by
magical means.

Even when you are engaged in another
activity while traveling (such as foraging,
navigating, or tracking), you remain alert to
danger.

If you are traveling alone, you can move
stealthily at a normal pace.

When you forage, you find twice as much
food as you normally would.

While tracking other creatures, you also learn
their exact number, their sizes, and how long
ago they passed through the area.

Fighting Style. At 2nd level, you adopt a
particular style of fighting as your specialty.
Archery. You gain a +2 bonus to attack rolls
you make with ranged weapons.

FEATURES & TRAITS

)




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
e — —

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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“ Wizard
Range Touch Bard
. Cleric
Duration Instant
Druid |
Casting Time 1 action  Sorcerer
Warlock

’ 8 i} Ranger |
) Paladin

Up to ten berries appear in your hand and
are infused with magic for the duration. A
creature can use its action to eat one berry.
Eating a berry restores 1 hit point, and the
berry provides enough nourishment to
sustain a creature for one day.

The berries lose their potency if they have
not been consumed within 24 hours of the
casting of this spell.

PHB 246

"2 HUNTER'S MARK ~ Lv 1

Wizard
Range 90 ft Bard
. Cleric

Dur 1 hour
uration Q S
Casting Time Bonus Sorcerer
Warlock

")) Paladlin

Used to cost 0 mana

You choose a creature you can see within range and
mystically mark it as your quarry. Until the spell ends, you
deal an extra 1d6 damage to the target whenever you hit it
with a weapon attack, and you have advantage on any
Wisdom (Perception) or Wisdom (Survival) check you
make to find it. If the target drops to 0 hit points before
this spell ends, you can use a bonus action on a subsequent
turn of yours to mark a new creature.

At Higher Levels. When you cast this spell using a spell
slot of 3rd or 4th level, you can maintain your
concentration on the spell for up to 8 hours. When you use
a spell slot of 5th level or higher, you can maintain your
concentration on the spell for up to 24 hours.

PHB 251



e — —
Sorcerer 2
CLASS & LEVEL BACKGROUND PLAYER NAME
Goblin
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
————— ———
| INSPIRATION j \ 7 N
[ STRENGTH p— 1 2 2 30 ft
ARMOR
PROFICIENCY BONUS CLASS INITIATIVE SPEED )
- PERSONALITY TRAITS
7/ N
v N [ 14 Y = @
(@ -1 Strength \
+2  Dexterity 1 4
+4  Constitution
. CURRENT HIT POINTS IDEALS
+0 Intelligence L~ o~ |~ ]
[~ "]
+1_ Wisdom el ~
+3  Charisma
SAVING THROW'S ),
A TEMPORARY HIT POINTS Y/ BONDS
L~~~ —~J
\\ / \ / \ [ "]
+2  Acrobatics 2d6 SUCCESSES O=O=O
+1_ Animal Handling 2d6 FAILURESO:O:O
O +0 Arcana
(_\ \ HIT DICE /BA\ DEATH SAVES /) \ FLAWS /
INTELLIGENCE ® -1 Athletics N r
+O O _+5_ Deception 7 N 7 <
O _+0_ History . . Wild Magic Surge. Immediately after you cast
O % Insight Fire Bolt +5 1d10 fire a sorcerer spell of 1st level or higher, the DM
- ) o can have you roll a d20. If you roll a 1, roll on
® _+3_ Intimidation Light Crossbow +5 1d8 + 3 piercing the Wild Magic Surge table to create a random
(W\' O 0 Investigation magical effect. A Wild Magic Surge can
- Dagger +5 1d4 + 3 happen once per turn.
O +1  Medicine
+1 O +0 Nature . Tides of Chaos. Starting at 1st level, you can
— Sorcery Points: 2/2 manipulate the forces of chance and chaos to
® _+1 Perception gain advantage on one attack roll, ability
O 3 Performance check, or saving throw. Once you do so, you
— must finish a long rest before you can use this
(m\ O _+5_ Persuasion feature again.
O +0 Religion Any time before you regain the use of this
g feature, the DM can have you roll on the Wild
+3 O _+2  Sleight of Hand Magic Surge table immediately after you cast a
O + Stealth sorcerer spell of 1st level or higher. You then
e = e regain the use of this feature.
® +1  Survival &
Sorcery Points. You have a number of sorcery
SKILLS ATTACKS & SPELLCASTING points equal to your sorcerer level, and you
N\ 7 N\ 7 Y/ Y
‘ 11 E)

-

DUNGEONS & DRAGONS®

PASSIVE WISDOM (PERCEPTION)

J

O light crossbow
A\ / arcane focus

Common, Goblin, sign
language

daggers, darts, slings,
quarterstaffs, light crossbows

OTHER PROFICIENCIES & LANGUAGES

two daggers

a backpack

a crowbar

a hammer

10 pitons

10 torches

a tinderbox

10 days of rations

a waterskin

50 feet of hempen rope

EQUIPMENT

can never have

more sorcery points than your sorcerer level.
You regain all

spent sorcery points when you finish a long
rest.

Create Spell Slots. You can transform
unexpended

sorcery points into one spell slot as a bonus
action on your turn. Any created spell slots
vanish at the end of a long rest.

+ 2 Sorcery Points = 1st Level Spell Slot

Convert a Spell Slot to Sorcery Points. As a
bonus

action on your turn, you can expend one spell
slot and gain a number of sorcery points equal
to the slot’s level.

FEATURES & TRAITS




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
e — —

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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. FIRE BorLt

Wizard |
Range 120 ft Bard
Duration Instant Cleric
Druid

Casting Time 1 action Sorcerer |
Warlock

' s Ranger
D) Paladin

Works equally well on goblins, or steak

You hurl a mote of fire at a creature or object
within range. Make a ranged spell attack against
the target. On a hit, the target takes 1d10 fire
damage. A flammable object hit by this spell
ignites if it isn’t being worn or carried.

This spell’s damage increases by 1d10 when you
reach 5th level (2d10), 11th level (3d10), and 17th
level (4d10).

PHB 242

Wizard |

Range 10 ft Bard |
Duration 1 hour Cleric
Druid

Casting Time 1 action  Sorcerer |

Warlock |

' s Ranger
D) Paladin

This spell is a minor magical trick that novice spellcasters
use for practice. You create one of the following magical
effects within range:

You create an instantaneous, harmless sensory effect.
You instantaneously light or snuff a small fire.
You instantaneously clean or soil a small object.

You chill, warm, or flavor up to 1 cubic foot of nonliving
material for 1 hour.

You make a color, a small mark, or a symbol appear on an
object or a surface for 1 hour.

You create a nonmagical trinket or an illusory image that
can fit in your hand and that lasts until the end

of your next turn.
PHB 267*

Wizard |

Range 30 ft Bard |
Duration 1 minute Cleric
Druid

Casting Time 1 action  Sorcerer |

Warlock |

<>
' N Ranger
D) Paladin
With a snap, a spectral hand appears

A spectral, floating hand appears at a point you choose
within range. The hand lasts for the duration or until you
dismiss it as an action. The hand vanishes if it is ever more
than 30 feet away from you or if you cast this spell again.

You can use your action to control the hand. You can use
the hand to manipulate an object, open an unlocked door
or container, stow or retrieve an item from an open
container, or pour the contents out of a vial. You can
move the hand up to 30 feet each time you use it.

The hand can’t attack, activate magic items,
or carry more than 10 pounds.

PHB 256

- SHOCKING (FRASPLv 0

Wizard |
Range Touch Bard
Duration Instant Cleric
Druid

Casting Time 1 action Sorcerer |
Warlock

<>
' N Ranger
D) Paladin
Impress your friends! Fool your enemies!

Lightning springs from your hand to deliver a
shock to a creature you try to touch. Make a melee
spell attack against the target. You have advantage
on the attack roll if the target is wearing armor
made of metal. On a hit, the target takes 1d8 light-
ning damage, and it canOt take reactions until the
start of its next turn.

The spellOs damage increases by 1d8 when you
reach 5th level (2d8), 11th level (3d8), and 17th
level (4d8).

PHB 275



' BURNING HANDS Lv1

Wizard |
Range Self Bard
Duration Instant Cleric
Druid

Casting Time 1 action Sorcerer |
Warlock

<>
' N Ranger
D) Paladin
A cone of flames bursts from your palms

As you hold your hands with thumbs touching and
fingers spread, a thin sheet of flames shoots forth from
your outstretched fingertips. Each creature in a 15 foot
cone must make a Dexterity saving throw. A creature
takes 3d6 fire damage on a failed save, or half as much
damage on a successful one.

The fire ignites any flammable objects in the area that
aren’t being worn or carried.

At Higher Levels. When you cast this spell using a
spell slot of 2nd level or higher, the damage increases
by 1d6 for each slot level above 1st.

PHB 220

- Wizard |
Range 90 ft Bard |
Duration 1 minute Cleric

Druid
Casting Time 1 action  Sorcerer |
Warlock

' s ﬁ Ranger
) Paladin
You compel creatures in an area to fall into

a deep slumber

This spell sends creatures into a magical slumber. Roll 5d8;
the total is how many hit points of creatures this spell can
affect. Creatures within 20 feet of a point you choose are
affected. Starting with the creature that has the lowest
current hit points, each creature affected by this spell falls
unconscious until the spell ends, the sleeper takes damage,
or someone uses an action to shake or slap the sleeper
awake.

Undead and creatures immune to being charmed aren’t
affected by this spell.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, roll an additional 2d8 for each

slot level above 1st.
PHB 276*

<2 DETECT MAGIC ~ Lv1

Range Self

Duration Q 10 minutes

Casting Time 1 action
- S7

w B ¥

You reach out with your mind, feeling
for magical energies

Warlock

For the duration, you sense the presence of magic
within 30 feet of you. If you sense magic in this
way, you can use your action to see a faint aura
around any visible creature or object in the area
that bears magic, and you learn its school of
magic, if any.

The spell can penetrate most barriers, but it is
blocked by 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood
or dirt.

PHB 231
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DUNGEONS & DRAGONS®

+3
G

Warlock 2
CLASS & LEVEL BACKGROUND PLAYER NAME
Goblin
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
_— ———
m | INSPIRATION j \ 7 N
N 13 )| 4+2 ||| 30t
ARMOR
PROFICIENCY BONUS CLASS, INITIATIVE SPEED )
- // \\ | PERSONALITY TRAITS .
7 N 17 ~_ -
(@ _-1_ Strength \
O _+2  Dexterity
® _+2 Constitution
O 1 Intelligence | CURRENT HIT POINTS N | IDEALS N
O _+3 Wisdom e ~ M ~1
O _+5 Charisma
N SAVING THrows )’ TEMPORARY HIT POINTS
N\ Y . BONDS N
7 N / \ 7 \ [~ ~]
(O _+2_ Acrobatics \ 208 successes O=O=0
O Animal Handling FAILURESO:O:O
O _+3 Arcana
m @ | Athletics \ HIT DICE /B\ DEATH SAVES / \\ FLAWS //
+1 O _+5_ Deception 7 N 7 ~N
8 +_j lH'S-tohry light crossbow  +4 1d8 + 2 piercing Pact of the Great Old One.
4! :: !t\ _+1  Insight
® 3 Intimidation dagger +4 1d4 + 2 piercing Awakened Mind Starting at
' wisbom O Investigation 1 t | I r | n
O w1 Wedicine greatclub +1 1d8 -1 blud. S eve,YOU. alie
+1 knowledge gives you the
O 1 Nature Spell Save DC: il i
o 1 bucent pell Save DC: 13 ability to touch the minds of
;@; o Spell Attack Modifier: +5 other creatures. You can
+3 rforman
puintiy g p :r:‘asiz:e Spell Slots: 1st-level (2) telepathically speak to any
CHARISMA 0t creature you can see within
O <2 Sleight of Hand 30 feet of you. You don't need
O +« Stealth to share a language with the
® + Suriva creature for it to understand
k your telepathic utterances, but
\N SKILLS A ATTACKS & SPELLCASTING y

1

PASSIVE WISDOM (PERCEPTION)

light crossbow, 20 bolts
arcane focus

Common, Goblin
light armor
simple weapons

OTHER PROFICIENCIES & LANGUAGES

leather armor

2 daggers
greatclub

a backpack

a crowbar

a hammer

10 pitons

10 torches

a tinderbox

10 days of rations
a waterskin

50 feet of hempen rope

EQUIPMENT

the creature must be able to
understand at least one
language.

FEATURES & TRAITS




AGE HEIGHT WEIGHT

CHARACTER NAME EYES SKIN HAIR
e — —
L \
CHARACTER APPEARANCE ALLIES & ORGANIZATIONS
3\ /4

Pact of the The Great Old One.
Your patron is a mysterious
entity whose nature is utterly
foreign to the fabric of reality. It
might come from the Far
Realm, the space beyond
reality, or it could be one of the
elder gods known only in
legends. Its motives are
incomprehensible to mortals,
and its knowledge so immense
and ancient that even the
greatest libraries pale in
comparison to the vast secrets
it holds. The Great Old One
might be unaware of your
existence or entirely indifferent
to you, but the secrets you
have learned allow you to draw
your magic from it. Entities of
this type include Ghaunadar,
called That Which Lurks;
Tharizdun, the Chained God;
Dendar, the Night Serpent;
Zargon, the Returner; Great
Cthulhu; and other
unfathomable beings.

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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' ELDRITCH BLAST Lvo

Wizard

Range 120 ft Bard

Duration Instant Cleric

Druid

Casting Time 1 action  Sorcerer
Warlock |

€—>
' N Ranger
D) Paladin
A blast of dark energy

A beam of crackling energy streaks toward a
creature within range. Make a ranged spell attack
against the target. On a hit, the target takes 1d10
force damage.

The spell creates more than one beam when you
reach higher levels: two beams at 5th level, three
beams at 11th level, and four beams at 17th level.
You can direct the beams at the same target or at
different ones. Make a separate attack roll for each
beam.

PHB 237

Wizard |

Range 10 ft Bard |
Duration 1 hour Cleric
Druid

Casting Time 1 action  Sorcerer |

Warlock |

' s Ranger
D) Paladin

This spell is a minor magical trick that novice spellcasters
use for practice. You create one of the following magical
effects within range:

You create an instantaneous, harmless sensory effect.
You instantaneously light or snuff a small fire.
You instantaneously clean or soil a small object.

You chill, warm, or flavor up to 1 cubic foot of nonliving
material for 1 hour.

You make a color, a small mark, or a symbol appear on an
object or a surface for 1 hour.

You create a nonmagical trinket or an illusory image that
can fit in your hand and that lasts until the end

of your next turn.
PHB 267*

> PoISoN §PRAY

Wizard |
Range 10 ft Bard
. Cleric
Duration Instant
uratio Druid I
Casting Time 1 action  Sorcerer |
Warlock |

' s Ranger
D) Paladin

The somatic component of this spell has
been much refined

You extend your hand toward a creature
you can see within range and project a puff
of noxious gas from your palm. The creature
must succeed on a Constitution saving
throw or take 1d12 poison damage.

This spell’s damage increases by 1d12 when

you reach 5th level (2d12), 11th level
(3d12), and 17th level (4d12).

PHB 266

[DISSONANT WHISPERS Lv 1

.' Wizard
Range 60 ft Bard |
Duration Instant Cleric

Druid
Casting Time 1 action  Sorcerer
Warlock

Ranger
")) Paladin

You whisper some really bad song lyrics

You whisper a discordant melody that only one creature of
your choice within range can hear, wracking it with terrible
pain. The target must make a Wisdom saving throw. On a
failed save, it takes 3d6 psychic damage and must
immediately use its reaction , if available, to move as far as
its speed allows away from you. The creature doesn’t move
into obviously dangerous ground, such as a fire or a pit. On
a successful save, the target takes half as much damage and
doesn’t have to move away. A deafened creature
automatically succeeds on the save.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage increases by 1d6 for

each slot level above 1st
PHB 234



- HELLISH REBUKE Lv 1

Wizard

Range 60 ft Bard
Duration Instant Clcr.l .
Druid

Casting Time Reaction Sorcerer

Warlock |

' s Ranger
))) Paladin

Flames lash out at your attacker

You point your finger, and the creature that
damaged you is momentarily surrounded by
hellish flames. The creature must make a
Dexterity saving throw. It takes 2d10 fire
damage on a failed save, or half as much
damage on a successful one.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, the
damage increases by 1d10 for each slot level

above 1st.
PHB 250

] Wizard
Range 90 ft Bard
: Cleric
Duration 1 hour
SLEGHO Q Druid
Casting Time Bonus Sorcerer
Warlock |

' s 5} Ranger
))) Paladin

Your weaken a creature and make them
vulnerable to further attacks

You place a curse on a creature that you can see within
range. Until the spell ends, you deal an extra 1d6 necrotic
damage to the target when ever you hit it with an attack.
Also, choose one ability when you cast the spell. The target
has disadvantage on ability checks made with the chosen
ability. If the target drops to 0 hit points before this spell
ends, you can use a bonus action on a turn of yours to
curse a new creature. A remove curse cast on the target
ends this spell early.

At Higher Levels. When you cast this spell using

a spell slot of 3rd or 4th level, you can maintain your
concentration on the spell for up to 8 hours. When you
use a spell slot of 5th level or higher, you can
maintain your concentration on the spell

for up to 24 hours.

PHB 251
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CHARACTER NAME
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| INSPIRATION j
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+2 _ Dexterity
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Wizard 2
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Goblin
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\ 7 N
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7 ] ~N P Py
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successes O=O=0
raiures Q=00
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7'\ N N
School of Necromanc
dagger +4 1d4 + 2 y

Spell Save DC: 13
Spell Attack Modifier: +5
Spell Slots: 1st-level (3)

A ATTACKS & SPELLCASTING )

PASSIVE WISDOM (PERCEPTION)

J

+1
D"
@

7 Y\ dagger
Q component pouch or

Common, Goblin
daggers, darts, slings,
quarterstaffs, light crossbows

a small knife for killing constructs or undead.
spellbook
) OTHER PROFICIENCIES & LANGUAGES L EQUIPMENT Y, (L FEATURES & TRAITS

arcane focus

a backpack

a book of lore

a bottle of ink

an ink pen

10 sheets of parchment
a little bag of sand

The School of Necromancy explores the
cosmic forces of life, death, and undeath.
As you focus your studies in this tradition,
you learn to manipulate the energy that
animates all living things. As you progress,
you learn to sap the life force from a
creature as your magic destroys its body,
transforming that vital energy into magical
power you can manipulate.

Most people see necromancers as
menacing, or even villainous, due to the
close association with death. Not all
necromancers are evil, but the forces they
manipulate are considered taboo by many
societies.

Necromancy Savant

Beginning when you select this school at
2nd level, the gold and time you must
spend to copy a necromancy spell into
your spellbook is halved.

Grim Harvest

At 2nd level, you gain the ability to reap
life energy from creatures you kill with
your spells. Once per turn when you kill
one or more creatures with a spell of 1st
level or higher, you regain hit points equal
to twice the spell's level, or three times its
level if the spell belongs to the School of
Necromancy. You don't gain this benefit




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
e — —

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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(CHILL JOUCH

Wizard |
Range 120 ft Bard
Duration 1 round Cleric
Druid

Casting Time 1 action  Sorcerer |

Warlock |

<>
' N Ranger
D) Paladin
A skeletal hand saps the warmth
from your enemies

You create a ghostly, skeletal hand in the space of a
creature within range. Make a ranged spell attack
against the creature to assail it with the chill of the
grave. On a hit, the target takes 1d8 necrotic damage,
and it can’t regain hit points until the start of your next
turn. Until then, the hand clings to the target. If you
hit an undead target, it also has disadvantage on attack
rolls against you until the end of your next turn.

At Higher Levels. This spell’s damage increases by
1d8 when you reach 5th level (2d8), 11th level (3d8),
and 17th level (4d8).

PHB 221

RAY OF FROST

Wizard |
Range 60 ft Bard
Duration Instant Cleric
Druid

Casting Time 1 action Sorcerer |
Warlock

<>
' N Ranger
D) Paladin
A beam of cold energy

A frigid beam of blue white light streaks toward a
creature within range. Make a ranged spell attack
against the target. On a hit, it takes 1d8 cold
damage, and its speed is reduced by 10 feet until
the start of your next turn.

The spell’s damage increases by 1d8 when you

reach 5th level (2d8), 11th level (3d8), and 17th
level (4d8).

PHB 271

' FIRE BOLT

Wizard |
Range 120 ft Bard
Duration Instant Cleric
Druid

Casting Time 1 action Sorcerer |
Warlock

' s Ranger
D) Paladin

Works equally well on goblins, or steak

You hurl a mote of fire at a creature or object
within range. Make a ranged spell attack against
the target. On a hit, the target takes 1d10 fire
damage. A flammable object hit by this spell
ignites if it isn’t being worn or carried.

This spell’s damage increases by 1d10 when you

reach 5th level (2d10), 11th level (3d10), and 17th
level (4d10).

PHB 242

SHOCKING (FRASPLv 0

Wizard |
Range Touch Bard
Duration Instant Cleric
Druid

Casting Time 1 action Sorcerer |
Warlock

<>
' N Ranger
D) Paladin
Impress your friends! Fool your enemies!

Lightning springs from your hand to deliver a
shock to a creature you try to touch. Make a melee
spell attack against the target. You have advantage
on the attack roll if the target is wearing armor
made of metal. On a hit, the target takes 1d8 light-
ning damage, and it canOt take reactions until the
start of its next turn.

The spellOs damage increases by 1d8 when you
reach 5th level (2d8), 11th level (3d8), and 17th
level (4d8).

PHB 275



Range Self
Duration Instant

Casting Time 1 action

'n) 3

A cone of flames bursts from your palms

As you hold your hands with thumbs touching and
fingers spread, a thin sheet of flames shoots forth from
your outstretched fingertips. Each creature in a 15 foot
cone must make a Dexterity saving throw. A creature
takes 3d6 fire damage on a failed save, or half as much
damage on a successful one.

The fire ignites any flammable objects in the area that
aren’t being worn or carried.

At Higher Levels. When you cast this spell using a

spell slot of 2nd level or higher, the damage increases
by 1d6 for each slot level above 1st.
PHB 220

o2 [DENTIFY Lv1

Range Touch
Duration Instant

Casting Time 1 minute

\” -IOng
'))) N ,i*”;n,ll:ui’ﬂ.’m

“Hello my friend, stay awhile and listen!”

You choose one object that you must touch
throughout the casting of the spell. If it is a magic item
or some other magic imbued object, you learn its
properties and how to use them, whether it requires
attunement to use, and how many charges it has, if
any. You learn whether any spells are affecting the
item and what they are. If the item was created by a
spell, you learn which spell created it.

If you instead touch a creature throughout the casting,
you learn what spells, if any, are currently affecting it.

PHB 252

DETECT MAGIC  Lv1

Range Self
Duration Q 10 minutes

Casting Time 1 action

\II '”) N

You reach out with your mind, feeling
for magical energies

For the duration, you sense the presence of magic
within 30 feet of you. If you sense magic in this
way, you can use your action to see a faint aura
around any visible creature or object in the area
that bears magic, and you learn its school of
magic, if any.

The spell can penetrate most barriers, but it is
blocked by 1 foot of stone, 1 inch of common

metal, a thin sheet of lead, or 3 feet of wood
or dirt.

PHB 231

(«2) MAGE ARMOR Lv 1

Range Touch

Duration 8 hours
Casting Time 1 action

S Q 5‘

ladin

Robes can be as mithril, in the right hands

You touch a willing creature who isn’t
wearing armor, and a protective magical
force surrounds it until the spell ends. The
target’s base AC becomes 13 + its Dexterity
modifier. The spell ends if the target dons
armor or if you dismiss the spell as an
action.

PHB 256



MAGIC MISSILE  Lv1

Wizard |
Range 120 ft Bard
Duration Instant Cleric
Druid

Casting Time 1 action Sorcerer |
Warlock

' s Ranger
))) Paladin

The first spell they teach at wizard school

You create three glowing darts of magical force.
Each dart hits a creature of your choice that you
can see within range. A dart deals 1d4 + 1 force
damage to its target. The darts all strike
simultaneously, and you can direct them to hit one
creature or several.

At Higher Levels. When you cast this spell using

a spell slot of 2nd level or higher, the spell creates
one more dart for each slot level above 1st.

PHB 257

RAY OF SICKNESS Lv 1

Wizard |
Range 60 ft Bard
Duration Instant Cleric
Druid

Casting Time 1 action  Sorcerer |
Warlock

<>
' N Ranger
))) Paladin
Usually follows a long night out

A ray of sickening greenish energy lashes out
toward a creature within range. Make a ranged
spell attack against the target. On a hit, the target
takes 2d8 poison damage and must make a
Constitution saving throw. On a failed save, it is
also poisoned until the end of your next turn.

At Higher Levels. When you cast this spell using

a spell slot of 2nd level or higher, the damage
increases by 1d8 for each slot level above 1st.

PHB 271

) SHIELD Lv 1

Range Self Bard
Duration 1 round Slenic
Druid

Casting Time Reaction
Warlock

' s Ranger
))) Paladin

A magical shield springs into existence
to protect you

An invisible barrier of magical force appears
and protects you. Until the start of your next
turn, you have a +5 bonus to AC, including
against the triggering attack, and you take
no damage from magic missile.

PHB 275

' THUNDERWAVE Lv1

Wizard |
Range Self Bard |
3 Cleric
Duration Instant
Druid |
Casting Time 1 action Sorcerer |
Warlock

<>
' N Ranger
))) Paladin
A blast of force that reels your enemies

A wave of thunderous force sweeps out from you. Each
creature in a 15 foot cube originating from you must make
a Constitution saving throw. On a failed save, a creature
takes 2d8 thunder damage and is pushed 10 feet away from
you. On a successful save, the creature takes half as much
damage and isn’t pushed. In addition, unsecured objects
that are completely within the area of effect are
automatically pushed 10 feet away from you by the spell’s
effect, and the spell emits a thunderous boom audible out
to 300 feet.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage increases by 1d8
for each slot level above 1st.

PHB 282



DUNGEONS & DRAGONS®

e — —
Rogue 2
CLASS & LEVEL BACKGROUND PLAYER NAME
Goblin
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
————— ———
INSPIRATION j \ 7/ N
STRENGTH pe— 3 30 ft
+1 ARMOR
PROFICIENCY BONUS CLASS INITIATIVE SPEED )
ol Y, \ PERSONALITY TRAITS
/ N [ 7 Y =
(@ +1_ Strength \
= P
DEXTERITY O _+5  Dexterity
+3 ® +2 Constitution
O i Intelligence | CURRENT HIT POINTS Y s IDEALS ]
[~ "]
O -1 Wisdom [~ ~]
O +1  Charisma
k SAVING THROWS )
N 7 A TEMPORARY HIT POINTS Y/ BONDS
L~ —~J
\\ / \ / \ [ "]
+3  Acrobatics 2d8 SUCCESSES O=O=O
-1 Animal Handling FAILURESO=O©
O _#2 Arcana HIT DICE DEATH SAVES
FLAWS
[ INTELLIGENCE ] ® +1  Athletics \ 4N g A &
+2 O _+3  Deception 7 N 7 ~N
O _+2_ History . : .
L rapier s 108 + 3 piercing Expertise. Thieves Tools and Stea.lth.
@ O _+1_ Insight At 1st level, choose two of your skill
® +1  Intimidation Shortbow +5 1d6 +3 piercing prOfiCienCieS, or one of your skill
7 wisoom J | O 3 Investigation pr_of|C|§nC|es' and your proficiency
) . dagger +5 1d4 + 3 piercing with thieves' tools. Your proficiency
- 1 o Medicine bonus is doubled for any ability check
O _+2_ Nature you make that uses either of the
@® _+1_ Perception chosen proficiencies.
C N O +1  Performance L
) Sneak Attack. Beginning at 1st level,
(_\ O +1  Persuasion R
CHARISMA you know how to strike subtly and
1 O _+2_ Religion exploit a foe's distraction. Once per
+ O _+5_ Sleight of Hand turn, you can deal an extra 1d6
O _+7_ Stealth damage to one creature you hit with
] ) an attack if you have advantage on
® -1 Survival
- < the attack roll. The attack must use a
\k SKILLS A ATTACKS & SPELLCASTING ) finesse or a ranged weapon.

PASSIVE WISDOM (PERCEPTION)

Common, Goblin

light armor

simple weapons, hand
crossbows, longswords,

rapiers, shortswords
thieves' tools

) OTHER PROFICIENCIES & LANGUAGES

rapier

shortbow and 20 arrows
Leather armor

two daggers

thieves' tools

a backpack

a bag of 1,000 ball bearings
10 feet of string

a bell

5 candles

a crowbar

a hammer

10 pitons

a hooded lantern

2 flasks of oil

5 days rations

a tinderbox

a waterskin

50 feet of hempen rope

EQUIPMENT

You don't need advantage on the
attack roll if another enemy of the
target is within 5 feet of it, that enemy
isn't incapacitated, and you don't
have disadvantage on the attack roll.

Cunning Action. Starting at 2nd level,
your quick thinking and agility allow
you to move and act quickly. You can
take a bonus action on each of your
turns in combat. This action can be
used only to take the Dash,
Disengage, or Hide action.

FEATURES & TRAITS J
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Thieves' Cant

During your rogue training
you learned thieves' cant, a
secret mix of dialect, jargon,
and code that allows you to
hide messages in seemingly
normal conversation. Only
another creature that knows
thieves' cant understands
such messages. It takes four
times longer to convey such a
message than it does to
speak the same idea plainly.

In addition, you understand a
set of secret signs and
symbols used to convey
short, simple messages, such
as whether an area is
dangerous or the territory of a
thieves' guild, whether loot is
nearby, or whether the people
in an area are easy marks or
will provide a safe house for
thieves on the run.

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE




