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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.
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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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