
T
his portfolio includes pregenerated characters 
of 1st through 5th level for the !"h edition of 
the world’s most popular roleplaying game. 
#ese characters were built to help players 

jump into the adventures in the books Sly Flourish’s 
Fantastic Adventures and Sly Flourish’s Fantastic 
Adventures: Ruins of the Grendleroot. #e character 
sheets have all the required information to run a 
character of 1st through 5th level for each of the 
twelve core character classes: barbarian, bard, cleric, 
druid, !ghter, monk, paladin, ranger, rogue, sorcerer, 
warlock, and wizard.

Leveling the Characters
Each of these character sheets includes character 
statistics from 1st through 5th level. Take note of and 
circle the boxes on the sheet that correspond to your 
current level. Areas of the sheet are labeled with the 
level at which they come into play. For example, the 
barbarian’s attack section has three columns: one for 
1st through 3rd level, one for 4th level, and one for 
5th level with increasing attack and damage bonuses 
noted.
 When running a single-session game using one of 
these character sheets, circle the areas of the sheet for 
the level of the character intended for the session. 
If you’re running one of these characters in a longer 
campaign, erase and mark the boxes supporting the 
new level of the character when you level up.

Character Backgrounds
#ese character sheets already include skill bonuses 
that would normally come from a background. When 
selecting a background for one of these pregenerated 
characters, do not add bonuses to skills. Instead, 
choose a background for thematic and roleplaying 
purposes.
 #e portfolio includes a set of backgrounds and 
background modi!cations speci!cally for use with 
Fantastic Adventures: Ruins of the Grendleroot. You 
can choose these backgrounds for these pregenerated 
characters but should not apply the skill modi!ers, 
since these have already been applied to the character 
sheet. #ese backgrounds, including skill modi!ers, 
can be used when generating a new character intended 
for use in Ruins of the Grendleroot.
 #ese Grendleroot-themed backgrounds are not 
intended for use with the !rst Fantastic Adventures 
book.

Blackclaw Mountain Player’s 
Guide
#is portfolio also includes a Blackclaw Mountain 
Player’s Guide. You can print a few copies of this short 
guide and hand it out to players before running an 
adventure or campaign from Fantastic Adventures: 
Ruins of the Grendleroot. #is helps the players 
understand the scenario and can help them build 
or tune their characters around the story of the 
adventure.

Printing this Portfolio
#e portfolio is intended to be printed double-sided. 
A number of blank pages appear in the portfolio to 
ensure character sheets print properly on both sides. 
Choose double-sided printing and print the whole 
portfolio as is for properly formatted sheets.

FANTASTIC ADVENTURES 
CHARACTER PORTFOLIO





T
his appendix is a short guide to help players 
understand the place of their characters in 
Blackclaw Mountain. Use the information 
here to help you build characters with a strong 

connection to the adventures to be found in the ruins 
of the Grendleroot.

Starting Point
Your adventures in Blackclaw Mountain begin 
in Deepdelver’s Enclave. !is lively settlement is 
found deep within the mountain, on a high cli" 
overlooking an enormous cavern and the ruined 
city of Shadowreach. Deepdelver’s Enclave is the 
central outpost and home base for the explorers and 
adventurers who work their way through Blackclaw, 
intent on uncovering the secrets of the Grendleroot.

Who Are You? 
Characters of all stripes are drawn to Blackclaw 
Mountain. You might be an explorer seeking the 
treasure and lore that can be found throughout the 
mountain’s tunnels, caverns, vaults, and ruins. You 
might be a historian intent on uncovering remnants 
of the countless civilizations that have risen and fallen 
within Blackclaw. You might be a sage seeking to 
understand the mysteries of the Grendleroot. Or you 
might be a servant of the Order of the White Sun, 
dedicated to ensuring that the darkness within the 
mountain does not spread.
 Whatever your speci#c purpose, though, you are 
#rst and foremost an adventurer who seeks to explore 
the mountain with your companions.

Four Truths of Blackclaw 
Mountain
All explorers who spend time in the tunnels and 
caverns of Blackclaw Mountain know the following 
truths.

ANCIENT LEGACY

!e mountain is deep, vast, and impossibly old. 
Hundreds of monstrous lairs and civilized settlements 
have been carved out within Blackclaw, and now lie 
forgotten in its depths. !e mountain is #lled with lost 
caverns, tunnels, vaults, warrens, ruins, graveyards, 
keeps, lakes, dungeons, and lairs. No one has ever fully 
explored the mountain, whose history goes back over 
a thousand thousand years.

LIGHT IN THE DARKNESS

Deepdelver’s Enclave serves as a beacon of civilization 
and hope against the endless night of Blackclaw. !e 
Enclave is a place of refuge, trade, companionship, 
joy, and camaraderie. Its people all share a sense of 
curiosity and wonder, and a hunger for exploration. 
!ey come to Deepdelver’s Enclave to uncover the 
mysteries of the mountain and study its ancient secrets.

LAYERS OF HISTORY

!e ruins of countless civilizations can be found within 
the ancient caverns and chambers of the mountain. 
Explorers can #nd remnants of lost history everywhere, 
from the enormous shrouded statues of the archmages 
of the Black Star to the monuments of the Order of the 
White Sun; from the half-buried remains of the rune 
titans who were the #rst rulers of Blackclaw Mountain, 
to the primitive paintings of the mysterious Caretakers 
who traveled with the mountain when it crashed to 
the world. Explorers of the mountain seek the lore and 
relics of these ancient civilizations, trading them in the 
enclave or studying their lost magic.

MYSTERY OF THE GRENDLEROOT

!roughout Blackclaw, the presence of large black 
metal spires thrusting out of solid rock mark the 
presence of the Grendleroot, an otherworldly 
sentience buried deep within the mountain. None 
know for sure what this entity is or what it wants, but 
the indestructible spires and the energy that thrums 
throughout the mountain speak of the Grendleroot’s 
tremendous power.

BLACKCLAW MOUNTAIN 
PLAYER’S GUIDE
Light your lantern and tighten your pack. Loosen your sword and ready your rope, as you get set to explore 
the depths of the unknown.



Ruins of the Grendleroot 
Backgrounds
!is section provides suggestions for connecting four 
classic character backgrounds to Blackclaw Mountain, 
in addition to two new backgrounds customized for 
your campaign: the Blackclaw Deepdelver and the 
Grendleroot Scholar.

ACOLYTE

A character with this background in Blackclaw 
Mountain could be an acolyte of the Order of the 
White Sun. Such acolytes serve as assistants to priests, 
squires to knights and paladins, and caretakers to the 
order’s few remaining temples and fortresses. As the 
order continues to fade into obscurity, the number of 
new recruits continues to fall, giving acolytes more 
responsibilities in already thankless positions. 
 As an acolyte, you might have been sent to 
Blackclaw by the Order of the White Sun, charged 
with investigating recent happenings in the mountain, 
or to seek out lore and relics from the fall of the order 
centuries ago. 

OUTLANDER

Characters with this background are likely Blackclaw 
outlanders—folk who have lived their whole lives 
within the caves and tunnels of the mountain. As 
an outlander, you are intimately familiar with the 
mysteries of Blackclaw Mountain, and with its dangers. 
Instead of the Wanderer feature from this background, 
you could take the Deep Survival feature from the 
Blackclaw deepdelver background.

SAGE

If your character has the sage background, you might 
study a subject speci"c to Blackclaw Mountain, rolled 
on or chosen from the Blackclaw Sage Specialties table.

BLACKCLAW SAGE SPECIALTIES

d6 Specialty
1 Magocracy of the Black Star

2 Order of the White Sun

3 Legends of the Black Star

4 Origins of the Grendleroot

5 Flora of Blackclaw Mountain

6 Fauna of Blackclaw Mountain

SOLDIER

As a character in Blackclaw Mountain with the soldier 
background, you might be a veteran of the !ousand 
Spear War—a deadly con#ict between dwarves, 
humans, elves, and goblinoids a decade ago. Perhaps 
you found yourself ill-suited to life in the settlements 
of the surface world, but discovered that the freedom 
and choice of work in Deepdelver’s Enclave is much 
to your liking. Moreover, you have the respect of Ruth 
Willowmane, another veteran of that bloody con#ict.
 Alternatively, a character with this background in 
Blackclaw Mountain could be a knight of the Order 
of the White Sun. Such knights are sometimes sent 
by the order to assess the dangers of newly uncovered 
areas within the mountain, to look for signs that 
the magocracy is active, and to destroy any evil in 
Blackclaw, whether descended from the Magocracy of 
the Black Star or not.

BLACKCLAW DEEPDELVER

You are a longstanding member of Deepdelver’s 
Enclave, knowledgeable in the mysteries, dangers, 
and treasures to be found in Blackclaw Mountain. 
You might have previously undertaken some minor 
missions of exploration, but you are ready now for 
greater things. What have you experienced on your 
previous expeditions? What do you expect to face 
now? What do you hope to gain? And what might you 
lose?
 You have friends and rivals in the enclave who have 
witnessed your victories, your teamwork, and your 
reveling—but they also know your failures and fears. 
!e folk of Deepdelver’s Enclave are your family, and 
you have embraced the love of exploration common to 
all of them, and their goal of standing out as a light in 
the dark.
Skill Pro!ciencies: Perception, Survival
Tool Pro!ciencies: Cartographer’s tools, thieves’ tools
Equipment: A small piece of black metal found in 

the mountain and carved with a mysterious rune, a 
bullseye lantern, a map drawn by a friend who never 
returned from a delve, a set of common clothes, a 
two-person tent, and a purse containing 15 gp

FEATURE: DEEP SURVIVAL
You are experienced at traveling and surviving the 
caves and tunnels of Blackclaw Mountain. While in 
the mountain, you can retrace your steps to any place 
to which you have previously traveled. Additionally, 
when you enter a new location in the mountain, you 
immediately recall a single piece of lore about that 



location, provided by the GM. !e lore could be about 
hazards or monsters rumored to be in the area, edible 
or harmful fauna or "ora, or a historical fact or legend.
SUGGESTED CHARACTERISTICS
Deepdelvers are shaped by the truths of the enclave. 
Most are curious team players who embrace life, 
but living in Deepdelver’s Enclave isn’t all fun and 
games. Regardless of the dangers they have faced, the 
deepdelvers hang on to their love of the mystery of 
the mountain. Nothing excites them more than an 
unexplored crevasse or a statue of an ancient people 
not seen in millennia.

GRENDLEROOT SCHOLAR

!e mysteries of Blackclaw Mountain call to you—
sometimes literally. You know that the Grendleroot 
connects the mountain to other worlds and unknown 
beings through eldritch power. !ese entities leave 
mysterious messages in the mountain that you are 
determined to decipher. As a Grendleroot scholar, you 
have studied the strange, maddening lore surrounding 
the mountain, and are always searching for the 
answers you seek.
 Your reasons for choosing to study the Grendleroot 
are your own. Perhaps you search for someone you 
lost to the mountain, or you hunger to control the 
eldritch power contained in the Grendleroot. Perhaps 
you simply can’t resist the mysteries the mountain has 
to o#er. Whatever the reason, your studies have helped 
you touch the mountain’s otherworldly madness, and 
you sometimes hear the thoughts of the Grendleroot 
through the eldritch power it channels.
Skill Pro!ciencies: Arcana, History
Languages: Two of your choice
Equipment: A small bag of sand, a bottle of ink, 

a quill, a journal, a mysterious tome found in 
Blackclaw Mountain and written in a forgotten 
language, and a purse containing 25 gp

FIRST TOUCH
Many sages study the Grendleroot and never 
experience the madness connected to Blackclaw 
Mountain. You are not one of them. What were the 
terms of your $rst brush with the Grendleroot’s 
madness, shaping your connection to Blackclaw 
Mountain? You can roll on or choose from the 
Grendleroot First Touch table to answer this question, 
or let the options on the table inspire your own story.

d8 Personality Traits
1 When I am faced with a mystery or puzzle, it con-

ƐƵŵĞƐ�ŵǇ�ƚŚŽƵŐŚƚƐ�ƵŶƟů�/�ƵŶĐŽǀĞƌ�Ă�ƐŽůƵƟŽŶ͘

2 /�Ăŵ�ĂůǁĂǇƐ�ƚŚĞ�ĮƌƐƚ�ƚŽ�ǀŽůƵŶƚĞĞƌ�ĨŽƌ�ĚĂŶŐĞƌŽƵƐ�ƚĂƐŬƐ͘

3 /�ĮŶĚ�Ă�ǁĂǇ�ƚŽ�ŚĂǀĞ�ĨƵŶ�ŶŽ�ŵĂƩĞƌ�ǁŚĞƌĞ�/�ŐŽ͘

4 /�ůŝŬĞ�ƚŽ�ƚĞůů�ĞǆĐŝƟŶŐ�ƐƚŽƌŝĞƐ�ŽĨ�ŵǇ�ĂĚǀĞŶƚƵƌĞƐ�ǁŚĞŶ-
ĞǀĞƌ�/�ĐĂŶ͘

5 /�ĐĂŶ�ǁŽƌŬ�ǁŝƚŚ�ĂůŵŽƐƚ�ĂŶǇŽŶĞ͘

6 If I see someone who isn’t smiling, I do my best to 
ĐŚĂŶŐĞ�ƚŚĂƚ͘

7 I prefer the safety and comfort of darkness to bright 
ůŝŐŚƚ͘

8 /�ƐĞĞŬ�ŶŽǀĞůƚǇ�ŝŶ�Ăůů�ƚŚŝŶŐƐ�ĂŶĚ�ďĞĐŽŵĞ�ďŽƌĞĚ�ĞĂƐŝůǇ͘

d6 Ideal
1 Community. I would do anything for my fellow 

ĚĞůǀĞƌƐ͘�;�ŶǇͿ

2 Knowledge. Blackclaw Mountain holds secrets I must 
ƵŶĐŽǀĞƌ͘ �;�ŶǇͿ

3 WƌŽƚĞĐƟŽŶ͘�/�ĚĞůǀĞ�ŝŶƚŽ�ƚŚĞ�ŵŽƵŶƚĂŝŶ�ƚŽ�ŬĞĞƉ�ŝƚƐ�
ŚŽƌƌŽƌƐ�ĨƌŽŵ�ƐƉŝůůŝŶŐ�ŝŶƚŽ�ƚŚĞ�ǁŽƌůĚ͘�;'ŽŽĚͿ

4 Freedom.��ĞůǀĞƌƐ�ĚŽŶ͛ƚ�ŶĞĞĚ�ůĂǁƐ�ďĞĐĂƵƐĞ��ůĂĐŬĐůĂǁ�
DŽƵŶƚĂŝŶ�ƌĞƋƵŝƌĞƐ�ĐŽŶƐƚĂŶƚ�ĂĚĂƉƚĂƟŽŶ͘�;�ŚĂŽƟĐͿ

5 Fun.��ǀĞƌǇ�ĚĂǇ�ŝŶ��ůĂĐŬĐůĂǁ�DŽƵŶƚĂŝŶ�ŝƐ�ďůŝƐƐĨƵůůǇ�
ƵŶŝƋƵĞ͘�;�ŚĂŽƟĐͿ

6 �ĞƐƟŶǇ͘�/�ĐĂŶŶŽƚ�ƌĞƐŝƐƚ�ƚŚĞ�ŵǇƐƚĞƌǇ�ĂŶĚ�ĂĚǀĞŶƚƵƌĞ�
ǁŝƚŚŝŶ��ůĂĐŬĐůĂǁ�DŽƵŶƚĂŝŶ͘�;�ŶǇͿ

d6 Bond
1 /�Ăŵ�ĚĞƚĞƌŵŝŶĞĚ�ƚŽ�ƵŶĐŽǀĞƌ�ƚŚĞ�ŽƌŝŐŝŶ�ŽĨ�ĂŶ�ƵŶŝĚĞŶ-

ƟĮĞĚ�ŽďũĞĐƚ�/�ĨŽƵŶĚ�ŝŶ�ƚŚĞ�ŵŽƵŶƚĂŝŶ͘

2 /�ůĞŌ�ĨƌŝĞŶĚƐ�ďĞŚŝŶĚ�ĂŌĞƌ�Ă�ĐĂǀĞͲŝŶ�ƐĞƉĂƌĂƚĞĚ�ƵƐ͕�ĂŶĚ�
/�ŚĂǀĞ�ǇĞƚ�ƚŽ�ĮŶĚ�ƚŚĞŵ͘

3 /�ŚĂǀĞ�Ă�ƌŝǀĂů�ŝŶ��ĞĞƉĚĞůǀĞƌ Ɛ͛��ŶĐůĂǀĞ�ǁŚŽ�ƚƌŝĞƐ�ƚŽ�
ƐŚŽǁ�ŵĞ�ƵƉ͘

4 dŚĞ�ĞŶĐůĂǀĞ�ŝƐ�ƚŚĞ�ŽŶůǇ�ŚŽŵĞ�/�ŚĂǀĞ�ĞǀĞƌ�ŬŶŽǁŶ͘

5 dŚĞƌĞ�ŝƐ�Ă�ƉƵǌǌůĞ�ŝŶ�Ă�ĐĂǀĞƌŶ�ŽĨ��ůĂĐŬĐůĂǁ�DŽƵŶƚĂŝŶ�
ƚŚĂƚ�/�ĐĂŶŶŽƚ�ĐƌĂĐŬ͘

6 /�ǁŝĞůĚ�ƚŚĞ�ǁĞĂƉŽŶ�ŽĨ�Ă�ĚĞůǀĞƌ�ĂůůǇ�ǁŚŽ�ĚŝĞĚ�ŝŶ��ůĂĐŬ-
ĐůĂǁ�DŽƵŶƚĂŝŶ͘�

d6 Flaw
1 My obsession with exploring the mountain is more 

ŝŵƉŽƌƚĂŶƚ�ƚŚĂŶ�Ăůů�ŽƚŚĞƌ�ƚĂƐŬƐ�ĂŶĚ�ƌĞůĂƟŽŶƐŚŝƉƐ͘

2 /�ƚĂŬĞ�ĐƌĞĚŝƚ�ĨŽƌ�ƚŚĞ�ĂĐĐŽŵƉůŝƐŚŵĞŶƚƐ�ŽĨ�ŽƚŚĞƌƐ͘

3 �ǀĞƌǇŽŶĞ�/�ŵĞĞƚ�ŵƵƐƚ�ƐƵƌĞůǇ�ůŽǀĞ�ŵĞ͘

4 /�ĂĐƚ�ďĞĨŽƌĞ�/�ƚŚŝŶŬ͘

5 /�ĚĞƐĞƌǀĞ�Ă�ďŝŐŐĞƌ�ƐŚĂƌĞ�ŽĨ�ƚƌĞĂƐƵƌĞ�ďĞĐĂƵƐĞ�/�Ăŵ�
ďĞƩĞƌ�Ăƚ�ĂĚǀĞŶƚƵƌŝŶŐ�ƚŚĂŶ�ĞǀĞƌǇŽŶĞ�ĞůƐĞ͘

6 /�ůŽǀĞ�ƉƌĂŶŬƐͶĞƐƉĞĐŝĂůůǇ�ĚĂŶŐĞƌŽƵƐ�ŽŶĞƐ͊



GRENDLEROOT FIRST TOUCH

d6 First Touch
1 zŽƵ�ƌĞĂĚ�ƚŚĞ�ũŽƵƌŶĂů�ŽĨ�ĂŶŽƚŚĞƌ�'ƌĞŶĚůĞƌŽŽƚ�ƐĐŚŽůĂƌ͕ �

ĞǆƉŽƐŝŶŐ�ǇŽƵ�ƚŽ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ŵǇƐƚĞƌŝĞƐ͘

2 zŽƵ�ĚĞĐŝƉŚĞƌĞĚ�Ă�ĐŽĚĞĚ�ŵĞƐƐĂŐĞ�ĐĂƌǀĞĚ�ŽŶ�ƚŚĞ�ǁĂůůƐ�
of a tunnel in Blackclaw Mountain, exposing you to 
ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ĂŶĐŝĞŶƚ�ŚŝƐƚŽƌǇ͘

3 zŽƵ�ĮƌƐƚ�ĞǆƉĞƌŝĞŶĐĞĚ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ǀĂƐƚ�ŝŶƚĞůůĞĐƚ�
ĚƵƌŝŶŐ�Ă�ĚƌĞĂŵ�ǁŚŝůĞ�ǇŽƵ�ƐůĞƉƚ�ǁŝƚŚŝŶ�ƚŚĞ�ŵŽƵŶƚĂŝŶ͘

4 ��ŵĂĚ�ĂƌĐĂŶŝƐƚ�ǁŽƌƐŚŝƉŝŶŐ�ƚŚĞ��ůĂĐŬ�^ƚĂƌ�ĂǁĂŬĞŶĞĚ�
ǇŽƵƌ�ŵŝŶĚ�ƚŽ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ĂǁĂƌĞŶĞƐƐ͘

5 You touched a relic found in Blackclaw Mountain that 
ĐŽŶŶĞĐƚĞĚ�ǇŽƵ�ƚŽ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ŝŶƚĞůůĞĐƚ͘

6 You ate a unique fungus found in Blackclaw Moun-
ƚĂŝŶ͕�ĞǆƉŽƐŝŶŐ�ǇŽƵ�ƚŽ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ĐĂůů͘

FEATURE: VOICES OF THE GRENDLEROOT
Whenever you take a long rest in Blackclaw Mountain, 
roll a d20. On a 19 or 20, you receive a message from 
the eldritch powers connected to the Grendleroot. 
!e message you receive might be vague or need to 
be deciphered. It could take the form of a vision, alien 
whispers, or any other medium the GM chooses. !is 
message contains a warning or piece of information 
that pertains to an upcoming adventure.
 Additionally, when you enter a new location in 
the mountain bearing signs of the Grendleroot, you 
immediately know a single piece of lore about the 
location, provided by the GM. !e lore could be about 
hazards or monsters rumored to be in the area, edible 
or harmful fauna or "ora, or a historical fact or legend.
SUGGESTED CHARACTERISTICS
Grendleroot scholars touch madness with their 
minds, giving them strange idiosyncrasies. !ey are 
o#en distracted and temperamental, as though their 
thoughts were consumed with the mysteries of the 
mountain. Even those scholars most in control are still 
eccentric, and those with no control are downright 
mad.

d8 Personality Traits
1 /�ŵƵƩĞƌ�ƚŽ�ŵǇƐĞůĨ�ĂďŽƵƚ�ŵǇƐƚĞƌŝĞƐ�/�ŚĂǀĞ�ǇĞƚ�ƚŽ�

ƐŽůǀĞ͘

2 /�ŽŌĞŶ�ŐĞƚ�ĚŝƐƚƌĂ�͙�ǁŚĂƚ�ǁĞƌĞ�ǁĞ�ƚĂůŬŝŶŐ�ĂďŽƵƚ͍

3 /�ƐƉĞĂŬ�ƐŽ�ƋƵŝĐŬůǇ�ƚŚĂƚ�ŶŽ�ŽŶĞ�ĐĂŶ�ŬĞĞƉ�ƵƉ�ǁŝƚŚ�ŵĞ͘

4 Speaking of toast, you can always count on me for a 
ŶŽŶ�ƐĞƋƵŝƚƵƌ͘

5 /�ƌĞĂůůǇ�ĚŽŶ͛ƚ�ůŝŬĞ�ďĞŝŶŐ�ƚŽƵĐŚĞĚ͕�ŽŬĂǇ͍

6 /�ĚŽŶ͛ƚ�ĐĂƌĞ�ĂďŽƵƚ�ŵǇ�ƉĞƌƐŽŶĂů�ĂƉƉĞĂƌĂŶĐĞ͘

7 /�ŚĂǀĞ�Ă�ĐĂƚĐŚƉŚƌĂƐĞ�ƚŚĂƚ�/�ǇĞůů�ǁŚĞŶĞǀĞƌ�/�ĚŝƐĐŽǀĞƌ�
ƐŽŵĞƚŚŝŶŐ�Žƌ�ƐŽůǀĞ�Ă�ƉƵǌǌůĞ͘

8 /�ƌĂƌĞůǇ�ƉƌŽǀŝĚĞ�ĐŽŶƚĞǆƚ�ǁŚĞŶ�/�ƉƌĞƐĞŶƚ�ŵǇ�ƚŚŽƵŐŚƚƐ�
ĂŶĚ�ŝĚĞĂƐ͘

d6 Ideal
1 Knowledge.�/Ĩ�/�ĐĂŶ�ƵŶƌĂǀĞů�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ŵǇƐ-

ƚĞƌŝĞƐ͕�/�ĐĂŶ�ƐŽůǀĞ�ĂŶǇ�ƉƵǌǌůĞ͘�;�ŶǇͿ

2 Power. Once I harness the Grendleroot’s power, all 
ǁŝůů�ďŽǁ�ďĞĨŽƌĞ�ŵĞ͘�;�ǀŝůͿ

3 Greater Good.�/�Ăŵ�ƐĂĐƌŝĮĐŝŶŐ�ŵǇ�ŵŝŶĚ�ƐƚƵĚǇŝŶŐ�
ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ�ƐŽ�ƚŚĂƚ�ŽƚŚĞƌƐ�ĐĂŶ�ďĞŶĞĮƚ�ǁŝƚŚŽƵƚ�
ŚĂƌŵ͘�;'ŽŽĚͿ

4 Discovery.�/�ǁĂŶƚ�ƚŽ�ƵŶĐŽǀĞƌ�Ă�ƐĞĐƌĞƚ�ƚŚĂƚ�ǁŝůů�
ĐŚĂŶŐĞ�ƚŚĞ�ǁŽƌůĚ�ĨŽƌ�ƚŚĞ�ďĞƩĞƌ͘ �;'ŽŽĚͿ

5 No Limits. People should be able to study any sub-
ũĞĐƚ�ƚŚĞǇ�ĐŚŽŽƐĞ͕�ƌĞŐĂƌĚůĞƐƐ�ŽĨ�ƚĂďŽŽƐ͘�;�ŚĂŽƟĐͿ

6 Beauty. The turmoil of madness is the only true 
ďĞĂƵƚǇ�ŝŶ�ƚŚŝƐ�ǁŽƌůĚ͘�;�ŚĂŽƟĐͿ

d6 Bond
1 /�ĐŽŶƐŝĚĞƌ�ŽŶĞ�ŽĨ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ǀŽŝĐĞƐ�Ă�ƉĞƌƐŽŶĂů�

ĨƌŝĞŶĚ͘

2 /�ŚĂǀĞ�Ă�ƌĞĐƵƌƌŝŶŐ�ĚƌĞĂŵ�ĂďŽƵƚ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ͘

3 ��ƐŚĂƌĚ�ŽĨ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ�ŝƐ�ĞŵďĞĚĚĞĚ�ŝŶ�ŵǇ�ďŽĚǇ͘

4 /�ŚĂǀĞ�Ă�ƐƚƵĚĞŶƚ�ǁŚŽ�ŝƐ�ůĞĂƌŶŝŶŐ�ƚŚĞ�ŵǇƐƚĞƌŝĞƐ�ŽĨ�ƚŚĞ�
'ƌĞŶĚůĞƌŽŽƚ�ĨƌŽŵ�ŵĞ͘

5 DǇ�ŵĞŶƚŽƌ�ŚĂƐ�ŶŽƚ�ďĞĞŶ�ŚĞĂƌĚ�ĨƌŽŵ�ƐŝŶĐĞ�ĚĞůǀŝŶŐ�
ŝŶƚŽ��ůĂĐŬĐůĂǁ�DŽƵŶƚĂŝŶ�ŽŶ�ĂŶ�ĂĚǀĞŶƚƵƌĞ͘

6 /�ŚĂǀĞ�Ă�ĨĂǀŽƌŝƚĞ�ĐĂǀĞƌŶ�ŝŶ�ƚŚĞ�ŵŽƵŶƚĂŝŶ�ǁŚĞƌĞ�/�ĐĂŶ�
ŵŽƐƚ�ĐůĞĂƌůǇ�ŚĞĂƌ�ƚŚĞ�ǀŽŝĐĞƐ�ŽĨ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ͘

d6 Flaw
1 DǇ�ŵŽŽĚ�ĐŚĂŶŐĞƐ�ĨŽƌ�ĂďƐŽůƵƚĞůǇ�ŶŽ�ƌĞĂƐŽŶ͘

2 DǇ�ƚĞŵƉĞƌ�ŝƐ�ƐŚŽƌƚĞƌ�ƚŚĂŶ�Ă�ŬŽďŽůĚ͘

3 /�ƉůĂĐĞ�ŶŽ�ǀĂůƵĞ�ŽŶ�ƚŚĞ�ŽƉŝŶŝŽŶƐ�ŽĨ�ŽƚŚĞƌƐ͘

4 /�ĚŽŶ͛ƚ�ŚĂǀĞ�ƟŵĞ�ƚŽ�ďĂƚŚĞ�ǁŚŝůĞ�ƚŚĞƌĞ�ĂƌĞ�ŵǇƐƚĞƌŝĞƐ�
ƚŽ�ďĞ�ƐŽůǀĞĚ͊

5 /�ƚĂůŬ�ĂƌŽƵŶĚ�ƚŚĞ�ƉƌŽďůĞŵƐ�/�ŚĂǀĞ�ǁŝƚŚ�ŽƚŚĞƌƐ�ƌĂƚŚĞƌ�
ƚŚĂŶ�ƐƉĞĂŬŝŶŐ�ĚŝƌĞĐƚůǇ͘

6 WĞƌƐŽŶĂů�ƐƉĂĐĞ�ŝƐŶ͛ƚ�ƐŽŵĞƚŚŝŶŐ�/�ƵŶĚĞƌƐƚĂŶĚ͘



Pregenerated Characters
Got a player who needs a character? !e following pregenerated characters are optimized for new players, but people with all levels of 
experience can enjoy using them. It takes minutes to put the customizable "nishing touches on these characters. If you’re starting at 
level 1, have your players pick one of the twelve character options and then follow the simple instructions below. If you’re starting above 
level 1, each pregenerated character has instructions for quick leveling to level 5.
Before You Play…
You should customize your pregenerated character in the following ways before you play:

1.  Fill in all the entries in BOX 1 on your character’s sheet.
2.  In BOX 2 select a Background. !is should be a one-word title that hints at your character’s past like soldier, farmer, sage, 

acolyte, or entertainer. Your character can obtain free meals and lodging from people who "t a similar description in 
exchange for work, and they can tap into networks of those people to gather information and rumors.

3.  In BOX 3 select one extra language you know and one set of tools with which you are pro"cient. If the tools costs 25 gp or less, 
you begin play with that set of tools.

4.  In BOX 4 you can add one set of clothes regardless of cost and two other items of your choice that cost 10 gp or less each to 
your character’s equipment.

5.  In BOX 5 roll for or choose two Personality Traits (one from table A and one from table B), one Ideal, one Bond, and one Flaw 
from the tables that follow. You can also use the tables as examples to make your own Personality Traits, Ideal, Bond, and Flaw.

!at’s it! You’re ready for a fantastic adventure!

d20 Personality Trait

1 I constantly smack my lips when I think.
2 Nothing pleases me like a great meal.
3 I have a so# spot for cute animals.
4 I twitch when I am nervous.
5 I prefer my clothes clean and pressed in the latest fashion.
6 I like to make notes about interesting $ora and fauna I "nd.
7 I answer insults with injury.
8 I am happiest on the road.
9 I like to hum music while I concentrate on tasks.
10 Baths are for the weak.
11 I really enjoy a good pun.
12 Nothing relaxes me like a good tabletop game.
13 I can’t pass up a good bet.
14 !ere’s nothing wrong with a good romance novel.
15 My curiosity draws me to look behind every door.
16 I quickly fall in love with every potential partner I meet.
17 !ere’s nothing I hate more than a bad smell.
18 I have a personal battle cry.
19 In tough situations my "rst reaction is to pray to the gods.
20 I can stare down a horde of orcs without blinking.

d20 Personality Trait

1 I laugh at inappropriate times.
2 I prefer action to speaking.
3 Why use "ve words to explain something when I can  

use twenty!
4 I never insult people behind their backs. To their faces is 

another matter.
5 I constantly apologize even when something is not my fault.
6 No one can ever tell when I’m joking. I like it that way.
7 I see the shortcomings in everything I do.
8 I try to "nd the bright side in any situation.
9 I never back down from a challenge.
10 It’s "ne for me to cheat as long as I don’t get caught.
11 I can turn any conversation into one about myself.
12 I simply shut down when I am angry or upset.
13 I love to tell long-winded stories. Did I ever tell you about 

the time…
14 I take great interest in the hobbies of others.
15 Planning is not as fun as winging it.
16 I am slow to trust but once it is earned, my faith in a 

person does not waiver.
17 I treat new people as new friends.
18 I always stand up to bullies.
19 A detailed plan makes any quest a success.
20 When it’s time to celebrate, I do it like there’s no tomorrow.

Personality Traits A Personality Traits B



Pregenerated Characters

d20 Bond

1 Another player character saved my life and I must repay the debt.

2 Whitesparrow is my childhood home.

3 I view another player character as my rival.

4  I serve as a bodyguard for another player character.

5 My favorite piece of equipment was forged in Whitesparrow.

6 I consider another player character my greatest friend.

7 My aunt serves as Whitesparrow’s sheri%.

8 I used to be the servant of another player character, but now I 
consider us equals.

9 I used to be in love with a person from Whitesparrow.

10 !e person I trust most in the world is another player character.

11 My favorite food or drink is only available in Whitesparrow.

12 Another player character recruited me into this adventuring 
party by promising it would, “Change my life.”

13 I trained for my old profession in Whitesparrow.

14 I owe another player character a great deal of money.

15 My mother always told me I am a distant relative of King Marlin 
Whitesparrow.

16 When I was young, a soothsayer told me I would make  
a name for myself in Whitesparrow.

17 I have a dark secret known only to one other player character.

18 I learned my background trade in Whitesparrow before 
adventuring.

19 I consider another player character my mentor.

20 I have a recurring dream in which I see another party member 
die in Whitesparrow.

d20 Flaw

1 I despise being alone in the dark.

2 When I feel I’ve failed, I drink. A lot.

3 I make others do tasks I do not want to do.

4 It’s more important for me to win an argument than to be right.

5 !e opinions of my friends are more important than my own.

6 If given an order, I do the opposite out of spite.

7 Violence solves most problems.

8 I do not know when to shut up.

9 I don’t take advice because I always know best.

10 Flattery gets you everywhere with me.

d20 Flaw

11 I am easily distracted.

12 I am jealous of anyone who is praised when I am not.

13 I do not ask for help when I need it.

14 I borrow money with no intention of paying it back.

15 I do not open my mind to the morals of others.

16 I sometimes wander o% without telling anyone.

17 Anyone who pays attention to me gets what they want from me.

18 I enjoy practical jokes that harm others.

19 I’d rather be angry than try to solve my problem.

20 Frivolity is a waste of time. I don’t like unnecessary fun.

d20 Ideal

1 Greater Good. I adventure to make the world a better place. 
(Good)

2 Protection. !e innocent need heroes to shield them from forces 
of evil. (Good)

3 Community. I will see the people of Whitesparrow prosper. 
(Neutral)

4 Freedom. No people should answer to an authority higher than 
themselves. (Chaotic)

5 Creativity. !e beauty of free expression is worthy dying for. 
(Chaotic)

6 Order. Societies must police themselves to avoid corruption. 
(Lawful)

7 Tyranny. !e most powerful deserve to rule. (Evil)

8 Responsibility. It is up to those with power to change the world for 
the better. (Lawful)

9 Hierarchy. Every soldier should listen to his commander to avoid 
chaos. (Lawful)

10 Greed. !ere’s big money in adventuring and it’s all mine. (Evil)

11 Generosity. I give all I can to the needy of Whitesparrow. (Good)

12 Vengeance. No person should have to feel the pain of a loved one 
dying. (Neutral)

13 Mercy. I will change the ways of my enemies by giving them what 
they deny others. (Good)

14 Labor. Adventuring is a calling others ignore that I cannot. 
(Lawful)

15 Fun. !ere is no thrill like adventuring. (Chaotic)

16 Independence. !e only rules I play by are my own. (Chaotic)

17 Aspiration. I will make the people who believe in me proud. (Any)

18 Knowledge. Every new discovery brings wisdom that could 
change the world. (Neutral)

19 Faith. I will bring the words of my deity to others through my 
deeds. (Any)

20 Destiny. I am meant to do great things. (Neutral)

Ideals Bonds

FLAWS



Hit Dice  [1d12+3 per Level]:          

Max Hit pointsArmor Class: 14
Initiative: +1
Death Saves   Y:       

N:      

ATTACKS

Greataxe. Melee Weapon Attack.  
+5 to hit, reach 5 !., one target.  +6 to hit +7 to hit 
Hit: 1d12 + 3 slashing damage. 1d12 + 4 damage

Javelin. Melee or Ranged Weapon Attack.  
+5 to hit, reach 5 !. or range 30/120 !., one target.  +6 to hit +7 to hit 
Hit: 1d6 + 3 piercing damage. 1d6 + 4 damage

Handaxe. Melee or Ranged Weapon Attack. 
+5 to hit, reach 5 !. or range 20/60 !., one target. +6 to hit +7 to hit 
Hit: 1d6 + 3 slashing damage or 1d6 slashing 1d6 + 4 damage 
damage if the attack was made as a bonus  or 1d6 damage 
action as part of two-weapon "ghting. 

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Athletics (Str)

PASSIVE PERCEPTION

+1
+4
-1
+7
+0
-1
+1
+3
-1
+1
-1
+4
-0
+0
-1
+1
+1
+4

BARBARIAN
As a barbarian, you are a primal warrior capable of !ying into battle rages that make you 
tougher to kill and hit your enemies harder. You know how to survive and thrive in the wild.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Half-orc Medium 30 feet  |  40 feet
BACKGROUND RACE SIZE SPEED
Barbarian 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: +5 +6 +7
  Dexterity: +1 +1 +1
  Constitution: +5 +5 +6
  Intelligence: -1  -1 -1
  Wisdom: +1 +1 +1
  Charisma: +0 +0 +0

16
+2

+3
+3

10 +0

12 +1

18 +4

8 #1

16 +3

13 +1

d20 
modi!er

at 
Level 5

at 
Level 4

at 
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at 
Level 5

LEVEL 4 ABILITY SCORE 
IMPROVEMENT: STRENGTH

+1
+3
-1
+5
+0
-1
+1
+2
-1
+1
-1
+3
-0
+0
-1
+1
+1
+3

+6

13 14
at 

Level 5

atLevel 5

3

Armor: Light armor,  
medium armor, shields
Weapons: Simple weapons,
martial weapons

Tools:

Languages: Common, Orc

 PROFICIENCIES

15 25 35 45 55

at Level 4 at Level 5

Rages Used:      |   at Level 5



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 dim light. 
You can’t discern color in darkness, only shades of gray.
Relentless Endurance. When you are reduced to 0 hit points 
but not killed outright, you can drop to 1 hit point instead. 
You can’t use this feature again until you "nish a long rest.
Savage Attacks. When you score a critical hit with a melee 
weapon attack, you can roll one of the weapon’s damage dice 
one additional time and add it to the extra damage of the 
critical hit.

RACIAL FEATURES

   Rage (2/Long Rest). You can enter a rage as a bonus action. 
While raging, you gain the following bene"ts if you aren’t 
wearing heavy armor:

•   You have advantage on Strength checks and Strength 
saving throws.

•   When you make a melee weapon attack using Strength, 
you gain a +2 bonus to damage rolls.

•   You have resistance to bludgeoning, piercing, and 
slashing damage.

   Your rage lasts for 1 minute. It ends early if you are 
knocked unconscious or if your turn ends and you haven’t 
attacked a hostile creature since your last turn or taken 
damage since then. You can also end your rage on your 
turn as a bonus action.

   Unarmored Defense. While you aren’t wearing any armor, 
your AC equals 14. You can use a shield and still gain this 
bene"t.

   [LEVEL 2] Danger Sense. You have advantage on Dexterity 
saving throws against e$ects that you can see, such as 
traps and spells. To gain this bene"t, you can’t be blinded, 
deafened, or incapacitated.

   [LEVEL 2] Reckless Attack. When you make your "rst 
attack on your turn, you can decide to attack recklessly. 
Doing so gives you advantage on melee weapon attack rolls 
using Strength during this turn, but attack rolls against 
you have advantage until your next turn.

   [LEVEL 3] Frenzy. You can go into a frenzy when you rage. 
If you do so, for the duration of your rage you can make a 
single melee weapon attack as a bonus action on each of 
your turns a!er this one. When your rage ends, you su$er 
one level of exhaustion.

   [LEVEL 3] Rage (3/Long Rest). %e number of times you 
can rage between long rests increases to 3.

   [LEVEL 5] Extra Attack. Whenever you take the Attack 
action on your turn, you can make two attacks, instead of 
one, as part of taking that action.

   [LEVEL 5] Fast Movement. Your speed increases by 10 feet 
while you aren’t wearing heavy armor.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP: 

Other coins:  

 
WEALTH 

Chainmail Backpack
Greataxe Bedroll
Flail Mess Kit
2 Handaxes Tinderbox
4 Javelins 10 Torches
Waterskin 10 Days of Rations
50 Feet of Hempen Rope Belt Pouch
 

EQUIPMENT



Hit Dice  [1d8+2 per Level]:          

Max Hit pointsArmor Class: 14
Initiative: +3  +4
Death Saves   Y:     

N:      

ATTACKS

Rapier. Melee Weapon Attack. 
+5 to hit, reach 5 ! ., one target.   +6 to hit
Hit: 1d8 + 3 piercing damage.

Dagger. Melee or Ranged Weapon Attack. 
+5 to hit, range 20/60 ! ., one target.   +6 to hit
Hit: 1d4 + 3 piercing damage.

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 2
+1 to all untrained skill checks above

at Level 4
 Deception (Cha)
 Intimidation (Cha)
 Performance (Cha)
 Persuasion (Cha)

PASSIVE PERCEPTION

BONUS PROFICIENCIES
At Level 3, gain pro" ciency with any 3 skills.  Fill 
in the pro" cency circle, cross out the listed skill 
bonus, and make a note of the new skill check 
modi" er (ability modi" er + pro" ciency bonus).

EXPERTISE
At Level 3, choose two of your skill pro" ciencies. 
Your pro" ciency bonus is doubled for any ability 
check with these skills. Note the new total skill 
check modi" er below.

+6
+1
+2
+0
+7
+4
+1
+4
+4
+1
+2
+1
+7
+7
+2
+6
+4
+1

BARD
As a bard, you use songs and performance to cast spells that enchant your enemies and 
bolster your allies. Your worldly experience makes you a jack-of-all-trades with the ability 
to inspire heroics in others.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Half-elf Medium 30 feet
BACKGROUND RACE SIZE SPEED
Bard 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: -1 -1 -1
  Dexterity: +5 +5 +6
  Constitution: +2 +2 +2
  Intelligence: +1  +1 +1
  Wisdom: +0 +0 +0
  Charisma: +5 +6 +7

8
+2

#1
+3

16 +3

10 +0

18 +4

12 +1

14 +2

16 +3

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at
Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: CHARISMA

+5
+0
+1
-1
+5
+3
+0
+3
+3
+0
+1
+0
+5
+5
+1
+5
+3
+0

+6
+5
+6
+6

10

10 17 24 31 38

at Level 4 at Level 5

11
at

Level 2

at
Level 2

Bardic Inspiration:     1d6 at Level 1  |  1d8 at Level 5  



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 dim light. 
You can’t discern color in darkness, only shades of gray.
Fey Ancestry. You have advantage on saving throws against 
being charmed, and magic can’t put you to sleep.

RACIAL FEATURES

  Bardic Inspiration (3/Long Rest). You can use a bonus 
action to choose one creature other than yourself within 60 
feet of you who can hear you. $ at 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. $ e creature can wait until a! er 
it rolls the d20 before deciding to use the Bardic Inspiration 
die, but must decide before the GM 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.

   Spellcasting. Charisma is your spellcasting ability for 
your spells. $ e saving throw DC to resist a spell you cast is 
8 + your Charisma modi" er + your pro" ciency bonus. Your 
attack bonus when you make an attack with a spell is your 
Charisma modi" er + your pro" ciency bonus.

  [LEVEL 2] Jack of All Trades. You can add half your 
pro" ciency bonus, rounded down, to any ability check you 
make that doesn’t already include your pro" ciency bonus. 
$ is applies to ability checks, initiative rolls, and untrained 
skill checks.

  [LEVEL 2] Song of Rest. 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.

  [LEVEL 3] Bonus Pro! ciencies. You gain pro" ciency with 
three skills of your choice.

  [LEVEL 3] Cutting Words. When a creature that you 
can see within 60 feet of you makes an attack roll, an 
ability check, or a damage roll, you can use your reaction 
to expend one of your uses of Bardic Inspiration, rolling 
a Bardic Inspiration die and subtracting the number 
rolled from the creature’s roll. You can choose to use this 
feature a! er the creature makes its roll, but before the 
GM determines whether the attack roll or ability check 
succeeds or fails, or before the creature deals its damage. 
$ e creature is immune if it can’t hear you or if it’s immune 
to being charmed.

  [LEVEL 3] Expertise. Choose two of your skill pro" ciencies. 
Your pro" ciency bonus is doubled for any ability check you 
make that uses either of the chosen pro" ciencies.

  [LEVEL 5] Bardic Inspiration Die Increase. Your Bardic 
Inspiration die becomes a d8.

  [LEVEL 5] Font of Inspiration. You regain all of your 
expended uses of Bardic Inspiration when you " nish a 
short or long rest.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Leather Armor Backpack
Rapier Bedroll
Warhammer Mess Kit
Dagger Waterskin
Lute 5 Candles
Drum 5 Days of Rations
2 Costumes Belt Pouch
50 Feet of Hempen Rope 

EQUIPMENT

3

Armor: Light armor
Weapons: Simple weapons, hand crossbows, longswords,
rapiers, shortswords
Instruments: Lute, bagpipes, drums
Tools:
Languages: Common, Elvish, Goblin

PROFICIENCIES



BARD LEVEL 1

Cantrips (2 known, cast at-will)
minor illusion
vicious mockery
1st Level Spells Slots Used:   
4 Known Spells:
charm person
faerie ! re
healing word
thunderwave

BARD LEVEL 2

Cantrips (2 known, cast at-will)
minor illusion
vicious mockery
1st Level Spells Slots Used:      
5 Known Spells:

BARD LEVEL 3

Cantrips (2 known, cast at-will)
minor illusion
vicious mockery
1st Level Spells Slots Used:       
2nd Level Spells Slots Used:   
6 Known Spells:

BARD LEVEL 4

Cantrips (3 known, cast at-will)
minor illusion
vicious mockery

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:     
7 Known Spells:

Recommended Spells:
If you are unsure which spells to learn at each 
level, or which cantrip to learn at fourth level, 
these are recommended:

Bard Level 2: silent image
Bard Level 3: suggestion
Bard Level 4: prestidigitation (new cantrip), 
invisibility
Bard Level 5: hypnotic pattern
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SPELL SHEET: BARD Spell Save DC Spell attack bonus

Spellcasting ability: charisma

Known Spells

BARD LEVEL 5

Cantrips (3 known, cast at-will)
minor illusion
vicious mockery

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:     
3rd Level Spells Slots Used:   
8 Known Spells:

NOTE: When you gain a bard level, you 
may choose one of the bard spells you know 
and replace it with another spell from the 
bard spell list, which also must be of a level 
for which you have spell slots.
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BARD SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: charisma

CANTRIPS

PRESTIDIGITATION
Transmutation cantrip
Casting Time: 1 action
Range: 10 feet
Components: V, S
Duration: Up to 1 hour
$ is spell is a minor magical trick that novice spellcasters use 
for practice. You create one of the following magical e% ects 
within range:

•   You create an instantaneous, harmless sensory e% ect, 
such as a shower of sparks, a pu%  of wind, faint musical 
notes, or an odd odor.

•   You instantaneously light or snu%  out a candle, a torch, or 
a small camp" re.

•   You instantaneously clean or soil an object no larger than 
1 cubic foot.

•   You chill, warm, or & avor 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 " t in your hand and that lasts until the end of your 
next turn.

If you cast this spell multiple times, you can have up to three 
of its non-instantaneous e% ects active at a time, and you can 
dismiss such an e% ect as an action.

VICIOUS MOCKERY
Enchantment cantrip
Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Instantaneous
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.
$ is spell’s damage increases by 1d4 when you reach 5th level 
(2d4), 11th level (3d4), and 17th level (4d4).

1ST LEVEL

CHARM PERSON
1st-level enchantment
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 hour
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 " ghting 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. $ e 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. $ e creatures must be within 30 feet 
of each other when you target them.

FAERIE FIRE
1st-level evocation
Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Concentration, up to 1 minute
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 a% ected 
creatures shed dim light in a 10-foot radius.
Any attack roll against an a% ected creature or object has 
advantage if the attacker can see it, and the a% ected creature 
or object can’t bene" t from being invisible.

HEALING WORD
1st-level evocation
Casting Time: 1 bonus action
Range: 60 feet
Components: V
Duration: Instantaneous
A creature of your choice that you can see within range regains 
hit points equal to 1d4 + your spellcasting ability modi" er. 
$ is spell has no e% ect 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.
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Spellcasting ability: charisma

SILENT IMAGE
1st-level illusion
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a bit of & eece)
Duration: Concentration, up to 10 minutes
You create the image of an object, a creature, or some other 
visible phenomenon that is no larger than a 15-foot cube. 
$ e image appears at a spot within range and lasts for the 
duration. $ e image is purely visual; it isn’t accompanied by 
sound, smell, or other sensory e% ects.
You can use your action to cause the image to move to any 
spot within range. As the image changes location, you can 
alter its appearance so that its movements appear natural for 
the image. For example, if you create an image of a creature 
and move it, you can alter the image so that it appears to be 
walking.
Physical interaction with the image reveals it to be an illusion, 
because things can pass through it. A creature that uses 
its action to examine the image can determine that it is an 
illusion with a successful Intelligence (Investigation) check 
against your spell save DC. If a creature discerns the illusion 
for what it is, the creature can see through the image.

THUNDERWAVE
1st-level evocation
Casting Time: 1 action
Range: Self (15-foot cube)
Components: V, S
Duration: Instantaneous
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 e% ect are automatically pushed 10 feet away from you 
by the spell’s e% ect, 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.

2ND LEVEL

SUGGESTION
2nd-level enchantment
Casting Time: 1 action
Range: 30 feet
Components: V, M (a snake’s tongue and either a bit of honey-
comb or a drop of sweet oil)
Duration: Concentration, up to 8 hours
You suggest a course of activity (limited to a sentence or two) and 
magically in& uence a creature you can see within range that can 
hear and understand you. Creatures that can’t be charmed are 
immune to this e% ect. $ e suggestion must be worded in such a 
manner as to make the course of action sound reasonable. Asking 
the creature to stab itself, throw itself onto a spear, immolate 
itself, or do some other obviously harmful act ends the spell.
$ e target must make a Wisdom saving throw. On a failed save, 
it pursues the course of action you described to the best of its 
ability. $ e suggested course of action can continue for the 
entire duration. If the suggested activity can be completed in 
a shorter time, the spell ends when the subject " nishes what it 
was asked to do.
You can also specify conditions that will trigger a special 
activity during the duration. For example, you might suggest 
that a knight give her warhorse to the " rst beggar she meets. If 
the condition isn’t met before the spell expires, the activity isn’t 
performed.
If you or any of your companions damage the target, the 
spell ends.

3RD LEVEL

HYPNOTIC PATTERN
3rd-level illusion
Casting Time: 1 action
Range: 120 feet
Components: S, M (a glowing stick of incense or a crystal vial 
" lled with phosphorescent material)
Duration: Concentration, up to 1 minute
You create a twisting pattern of colors that weaves through the 
air inside a 30-foot cube within range. $ e pattern appears for 
a moment and vanishes. Each creature in the area who sees the 
pattern must make a Wisdom saving throw. On a failed save, the 
creature becomes charmed for the duration. While charmed by 
this spell, the creature is incapacitated and has a speed of 0.
$ e spell ends for an a% ected creature if it takes any damage or if 
someone else uses an action to shake the creature out of its stupor.





Hit Dice  [1d8+2 per Level]:          

Max Hit pointsArmor Class: 18
Initiative: -1
Death Saves   Y:     

N:      

ATTACKS

Warhammer. Melee Weapon Attack. 
+4 to hit, reach 5 ! ., one target.   +5 to hit
Hit: 1d8 + 2 bludgeoning damage.

Light Crossbow. Ranged Weapon Attack. 
+1 to hit, range 80/320 ! ., one target.   +2 to hit
Hit: 1d8 - 1 piercing damage.

Sacred Flame. Cantrip.
Dexterity save DC 13, range 60 ! ., one target; DC 14 DC 15
" e target gains no bene# t from cover for this 
saving throw.  2d8 radiant
Failed save: 1d8 radiant damage.  damage

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Animal Handling (Wis)
 Insight (Wis)
 Medicine (Wis)
 Perception (Wis)
 Survival (Wis)

PASSIVE PERCEPTION

-1
+4
+0
+2
+1
+0
+7
+1
+0
+7
+0
+4
+1
+4
+3
-1
-1
+4

CLERIC
As a cleric, you are granted divine spells from the god, or gods, you worship. Your holy 
abilities allow you to heal and bolster your allies while blasting enemies with divine light.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Hill Dwarf Medium 25 feet
BACKGROUND RACE SIZE SPEED
Cleric 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: +2 +2 +2
  Dexterity: -1 -1 -1
  Constitution: +2 +2 +2
  Intelligence: +0  +0 +0
  Wisdom: +5 +6 +7
  Charisma: +3 +3 +4

14
+2

+2
+3

12 +1

16 +3

18 +4

10 +0

15 +2

8 $1

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at
Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: WISDOM

-1
+3
+0
+2
+1
+0
+5
+1
+0
+5
+0
+3
+1
+3
+2
-1
-1
+3

+4
+6
+6
+4
+4
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3

Armor: light armor, medium
armor, heavy armor, shields
Weapons: Simple weapons,
battleaxes, handaxes, light
hammers, warhammers
Tools: Smith’s tools

Languages: Common, Dwarvish

 PROFICIENCIES

11 19 27 35 43

at Level 4 at Level 5 14



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 dim light. 
You can’t discern color in darkness, only shades of gray. 
Dwarven Movement. Your speed is not reduced by wearing 
heavy armor.
Dwarven Resilience. You have advantage on saving throws 
against poison, and you have resistance against poison 
damage.
Dwarven Toughness. Your hit point maximum increases by 
1, and it increases by 1 every time you gain a level (included).
Stonecunning. Whenever you make an Intelligence (History) 
check related to the origin of stonework, you are considered 
pro# cient in the History skill and add double your pro# ciency 
bonus to the check, instead of your normal pro# ciency bonus.

RACIAL FEATURES

  Spellcasting. Wisdom is your spellcasting ability for your 
spells. " e saving throw DC to resist a spell you cast is 8 + 
your Wisdom modi# er + your pro# ciency bonus. Your attack 
bonus when you make an attack with a spell is your Wisdom 
modi# er + your pro# ciency bonus.

  Disciple of Life. Whenever you use a spell of 1st level or 
higher to restore hit points to a creature, the creature regains 
additional hit points equal to 2 + the spell’s level.

  [LEVEL 2] Turn Undead or Preserve Life. Both e% ects 
require you to use an action and present your holy symbol. 
When you use your Channel Divinity, you choose which 
e% ect to create. You must then # nish a short or long rest to 
use your Channel Divinity again.

•  Turn Undead. When you use Turn Undead, each 
undead that can see or hear you within 30 feet of 
you must make a Wisdom saving throw against your 
spellcasting DC. 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 e% ect that prevents 
it from moving. If it has nowhere it can move, the 
creature can use the Dodge action.

•  Preserve Life. When you use Preserve Life, choose 
one or more creatures within 30 feet of you to heal, 
then distribute up to 10 hit points among them. " is 
feature can restore a creature to no more than half of 
its hit point maximum. At 3rd level, you can distribute 
15 hit points, at 4th level 20, and at 5th level 25.

  [LEVEL 5] Destroy Undead. When an undead fails its saving 
throw against your Turn Undead feature, the creature is 
instantly destroyed  if its challenge rating is 1/2 or lower.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Chainmail Backpack
Shield Bedroll
Warhammer Mess Kit
Light Crossbow Tinderbox
20 Bolts 10 Torches
Holy Symbol 10 Days of Rations
Waterskin Belt Pouch
50 Feet of Hempen Rope 

EQUIPMENT



CLERIC LEVEL 1

Cantrips (3 known, cast at-will)
guidance
sacred ! ame
spare the dying
1st Level Spells Slots Used:    
Life Domain Spells:
bless
cure wounds
Prepare 4 Additional Spells:
command
detect evil and good
guiding bolt
shield of faith

CLERIC LEVEL 2

Cantrips (3 known, cast at-will)
guidance
sacred ! ame
spare the dying
1st Level Spells Slots Used:      
Life Domain Spells:
bless
cure wounds
Prepare 5 Additional Spells:

CLERIC LEVEL 3

Cantrips (3 known, cast at-will)
guidance
sacred ! ame
spare the dying
1st Level Spells Slots Used:       
2nd Level Spells Slots Used:   
Life Domain Spells:
bless
cure wounds
lesser restoration
spiritual weapon
Prepare 6 Additional Spells:

CLERIC LEVEL 4

Cantrips (4 known, cast at-will)
guidance
sacred ! ame
spare the dying

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:     
Life Domain Spells:
bless
cure wounds
lesser restoration
spiritual weapon
Prepare 8 Additional Spells:

Recommended Spells:
If you are unsure which spells to prepare at 
each level, or which cantrip to learn at fourth 
level, these are recommended:

Cleric Level 2: healing word
Cleric Level 3: prayer of healing
Cleric Level 4: light (new cantrip), 
calm emotions, zone of truth
Cleric Level 5: spirit guardians

13 +515 +7
at

Level 5
at

Level 5

14 +6
at

Level 4
at

Level 4

SPELL SHEET: CLERIC Spell Save DC Spell attack bonus

Spellcasting ability: wisdom Divine Domain: Life

Prepared Spells

CLERIC LEVEL 5

Cantrips (4 known, cast at-will)
guidance
sacred ! ame
spare the dying

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:     
3rd Level Spells Slots Used:   
Life Domain Spells:
beacon of hope
bless
cure wounds
lesser restoration
revivify
spiritual weapon
Prepare 9 Additional Spells:
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Spellcasting ability: wisdom Divine Domain: Life

CANTRIPS

GUIDANCE
Divination cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute
You touch one willing creature. Once before the spell ends, the 
target can roll a d4 and add the number rolled to one ability 
check of its choice. It can roll the die before or a! er making 
the ability check. " e spell then ends.

LIGHT
Evocation cantrip
Casting Time: 1 action
Range: Touch
Components: V, M (a # re& y or phosphorescent moss)
Duration: 1 hour
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. 
" e light can be colored as you like. Completely covering the 
object with something opaque blocks the light. " e 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 Dexterity saving throw to avoid 
the spell.

SACRED FLAME
Evocation cantrip
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous
Flame-like radiance descends on a creature that you can see 
within range. " e target must succeed on a Dexterity saving 
throw or take 1d8 radiant damage. " e target gains no bene# t 
from cover for this saving throw.
" e spell’s damage increases by 1d8 when you reach 5th level 
(2d8), 11th level (3d8), and 17th level (4d8).

SPARE THE DYING
Necromancy cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
You touch a living creature that has 0 hit points. " e creature 
becomes stable. " is spell has no e% ect on undead or constructs.
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1ST LEVEL

BLESS
1st-level enchantment
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a sprinkling of holy water)
Duration: Concentration, up to 1 minute
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.

COMMAND
1st-level enchantment
Casting Time: 1 action
Range: 60 feet
Components: V
Duration: 1 round
You speak a one-word command to a creature you can see 
within range. " e target must succeed on a Wisdom saving 
throw or follow the command on its next turn. " e spell has 
no e% ect if the target is undead, if it doesn’t understand your 
language, or if your command is directly harmful to it.
Some typical commands and their e% ects follow. You might 
issue a command other than one described here. If you do so, 
the DM determines how the target behaves. If the target can’t 
follow your command, the spell ends.

•   Approach. " e target moves toward you by the shortest 
and most direct route, ending its turn if it moves within 
5 feet of you.

•   Drop. " e target drops whatever it is holding and then 
ends its turn.

•   Flee. " e target spends its turn moving away from you 
by the fastest available means.

•   Grovel. " e target falls prone and then ends its turn.
•   Halt. " e target doesn’t move and takes no actions. A 

& ying creature stays alo! , provided that it is able to do 
so. If it must move to stay alo! , it & ies the minimum 
distance needed to remain in the air.

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

CURE WOUNDS
1st-level evocation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
A creature you touch regains a number of hit points equal 
to 1d8 + your spellcasting ability modi# er. " is spell has no 
e% ect 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.

DETECT EVIL AND GOOD
1st-level divination
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes
For the duration, you know if there is an aberration, celestial, 
elemental, fey, # end, or undead within 30 feet of you, as well 
as where the creature is located. Similarly, you know if there is 
a place or object within 30 feet of you that has been magically 
consecrated or desecrated.
" e 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.

GUIDING BOLT
1st-level evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: 1 round
A & ash of light streaks toward a creature of your choice within 
range. Make a ranged spell attack against the target. On a hit, 
the target takes 4d6 radiant damage, and the next attack roll 
made against this target before the end of your next turn has 
advantage, thanks to the mystical dim light glittering on the 
target until then.
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.
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HEALING WORD
1st-level evocation
Casting Time: 1 bonus action
Range: 60 feet
Components: V
Duration: Instantaneous
A creature of your choice that you can see within range regains 
hit points equal to 1d4 + your spellcasting ability modi# er. 
" is spell has no e% ect 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.

SHIELD OF FAITH
1st-level abjuration
Casting Time: 1 bonus action
Range: 60 feet
Components: V, S, M (a small parchment with a bit of holy 
text written on it)
Duration: Concentration, up to 10 minutes
A shimmering # eld appears and surrounds a creature of your 
choice within range, granting it a +2 bonus to AC for the duration.

2ND LEVEL

CALM EMOTIONS
2nd-level enchantment
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 minute
You attempt to suppress strong emotions in a group of people. 
Each humanoid in a 20-foot-radius sphere centered on a point 
you choose within range must make a Charisma saving throw; 
a creature can choose to fail this saving throw if it wishes. If 
a creature fails its saving throw, choose one of the following 
two e% ects.
You can suppress any e% ect causing a target to be charmed or 
frightened. When this spell ends, any suppressed e% ect resumes, 
provided that its duration has not expired in the meantime.
Alternatively, you can make a target indi% erent about creatures 
of your choice that it is hostile toward. " is indi% erence ends if 
the target is attacked or harmed by a spell or if it witnesses any 
of its friends being harmed. When the spell ends, the creature 
becomes hostile again, unless the DM rules otherwise.

LESSER RESTORATION
2nd-level abjuration
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
You touch a creature and can end either one disease or one 
condition a'  icting it. " e condition can be blinded, deafened, 
paralyzed, or poisoned.

PRAYER OF HEALING
2nd-level evocation
Casting Time: 10 minutes
Range: 30 feet
Components: V
Duration: Instantaneous
Up to six creatures of your choice that you can see within range 
each regain hit points equal to 2d8 + your spellcasting ability 
modi# er. " is spell has no e% ect on undead or constructs.
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, the healing increases by 1d8 for each slot 
level above 2nd.

SPIRITUAL WEAPON
2nd-level evocation
Casting Time: 1 bonus action
Range: 60 feet
Components: V, S
Duration: 1 minute
You create a & oating, spectral weapon within range that lasts 
for the duration or until you cast this spell again. When you 
cast the spell, you can make a melee spell attack against a 
creature within 5 feet of the weapon. On a hit, the target takes 
force damage equal to 1d8 + your spellcasting ability modi# er.
As a bonus action on your turn, you can move the weapon up to 
20 feet and repeat the attack against a creature within 5 feet of it.
" e weapon can take whatever form you choose. Clerics of 
deities who are associated with a particular weapon (as St. 
Cuthbert is known for his mace and " or for his hammer) 
make this spell’s e% ect resemble that weapon.
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, the damage increases by 1d8 for every two 
slot levels above 2nd.
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ZONE OF TRUTH
2nd-level enchantment
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: 10 minutes
You create a magical zone that guards against deception in a 
15-foot-radius sphere centered on a point of your choice within 
range. Until the spell ends, a creature that enters the spell’s area 
for the # rst time on a turn or starts its turn there must make a 
Charisma saving throw. On a failed save, a creature can’t speak 
a deliberate lie while in the radius. You know whether each 
creature succeeds or fails on its saving throw.
An a% ected creature is aware of the spell and can thus avoid 
answering questions to which it would normally respond with 
a lie. Such a creature can be evasive in its answers as long as it 
remains within the boundaries of the truth.

3RD LEVEL

REVIVIFY
3rd-level necromancy
Casting Time: 1 action
Range: Touch
Components: V, S, M (diamonds worth 300 gp, which the spell 
consumes)
Duration: Instantaneous
You touch a creature that has died within the last minute. " at 
creature returns to life with 1 hit point. " is spell can’t return 
to life a creature that has died of old age, nor can it restore any 
missing body parts.

SPIRIT GUARDIANS
3rd-level conjuration
Casting Time: 1 action
Range: Self (15-foot radius)
Components: V, S, M (a holy symbol)
Duration: Concentration, up to 10 minutes
You call forth spirits to protect you. " ey & it around you to a 
distance of 15 feet for the duration. If you are good or neutral, 
their spectral form appears angelic or fey (your choice). If you 
are evil, they appear # endish.
When you cast this spell, you can designate any number 
of creatures you can see to be una% ected by it. An a% ected 
creature’s speed is halved in the area, and when the creature 
enters the area for the # rst time on a turn or starts its turn 
there, it must make a Wisdom saving throw. On a failed 
save, the creature takes 3d8 radiant damage (if you are good 
or neutral) or 3d8 necrotic damage (if you are evil). On a 
successful save, the creature takes half as much damage.
At Higher Levels. When you cast this spell using a spell slot of 
4th level or higher, the damage increases by 1d8 for each slot 
level above 3rd.





Hit Dice  [1d8 + 2 per Level]:          

Max Hit pointsArmor Class: 15
Initiative: +2
Death Saves   Y:     

N:      

ATTACKS

Scimitar. Melee Weapon Attack. 
+4 to hit, reach 5 ! ., one target.   +5 to hit
Hit: 1d6 + 2 slashing damage.

Club. Melee Weapon Attack. 
+2 to hit, reach 5 ! ., one target.   +3 to hit
Hit: 1d4 bludgeoning damage.

Shillelagh (Club). Cantrip/Melee Weapon Attack.
+5 to hit, reach 5 ! ., one target.  +6 to hit +7 to hit
Hit: 1d8 + 3 magic bludgeoning damage 1d8 + 4 damage

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex)
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str) 
 Deception (Cha) 
 History (Int) 
 Insight (Wis) 
 Intimidation (Cha) 
 Investigation (Int) 
 Medicine (Wis) 
 Nature (Int) 
 Perception (Wis) 
 Performance (Cha) 
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex) 
 Stealth (Dex) 
 Survival (Wis)

at Level 4
 Animal Handling (Wis)
 Insight (Wis)
 Medicine (Wis)
 Perception (Wis)
 Survival (Wis)

PASSIVE PERCEPTION

+2
+7
+1
+0
-1
+1
+4
-1
+1
+4
+4
+7
-1
-1
+1
+2
+2
+7

DRUID
As a druid, your connection to nature grants you spells and the abilities that allow you to tap 
into the energies of plants, animals, and the elements. As you gain power, you can harness 
nature’s power to turn into di! erent animals.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Human Medium 30 feet
BACKGROUND RACE SIZE SPEED
Druid 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: +0 +0 +0
  Dexterity: +2 +2 +2
  Constitution: +2 +2 +2
  Intelligence: +3  +3 +4
  Wisdom: +5 +6 +7
  Charisma: -1 -1 -1

11
+2

+0
+3

9 "1

16 +3

18 +4

13 +1

14 +2

15 +2

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at
Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: WISDOM

+2
+5
+1
+0
-1
+1
+3
-1
+1
+3
+3
+5
-1
-1
+1
+2
+2
+5

+6
+4
+4
+6
+6

15
at

Level 4

3

Armor: Light armor, medium 
armor, shields, (druids will not wear
armor or use shields made of metal)
Weapons: Clubs, daggers, darts,
javelins, maces, quartersta# s,
scimitars, sickles, slings, spears
Tools: Herbalism kit

Languages: Common, Druidic, 
Elvish
 PROFICIENCIES

10 17 24 31 38

at Level 4 at Level 5 16
at

Level 5

17



  Druidic. You know Druidic, the secret language of 
druids. You can speak the language and use it to leave 
hidden messages. You and others who know this language 
automatically spot such a message. Others spot the 
message’s presence with a successful DC 15 Wisdom 
(Perception) check but can’t decipher it without magic.

  Spellcasting. Wisdom is your spellcasting ability for your 
spells. $ e saving throw DC to resist a spell you cast is 8 + 
your Wisdom modi% er + your pro% ciency bonus. Your attack 
bonus when you make an attack with a spell is your Wisdom 
modi% er + your pro% ciency bonus.

  [LEVEL 2] Natural Recovery. During a short rest, you choose 
expended spell slots to recover. $ e spell slots can have a 
combined level that is equal to or less than half your druid 
level (rounded up). You can’t use this feature again until you 
% nish a long rest.

  [LEVEL 2] Wild Shape (2/Short or Long Rest). You can 
transform into any beast that has a challenge rating of 1/4 or 
lower that doesn’t have a & ying or swimming speed. You can 
stay in a beast shape for a number of hours equal to half your 
druid level (rounded down). 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. 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 pro% ciencies, 
in addition to gaining those of the creature. If the 
creature has the same pro% ciency 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.

•   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. 
If you revert as a result of dropping to 0 hit points, any 
excess damage carries over to your normal form. 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, 
or prevent you from taking actions that are part of a 
spell, such as call lightning, that you’ve already cast.

•   You retain the bene% t of any features from your class, 
race, or other source and can use them if the new form 
is physically capable of doing so. 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. Equipment that merges with the 
form has no e# ect until you leave the form.

  [LEVEL 4] Wild Shape Improvement You can transform 
into any beast that has a challenge rating of 1/2 or lower that 
doesn’t have a & ying speed.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Leather Armor Backpack
Shield Bedroll
Scimitar Mess Kit
Club Tinderbox
Druidic Focus 10 Torches
Waterskin 10 Days of Rations
50 Feet of Hempen Rope Belt Pouch

EQUIPMENT



DRUID LEVEL 1

Cantrips (2 known, cast at-will)
shillelagh
produce " ame
1st Level Spells Slots Used:    
cure wounds
entangle
faerie # re
thunderwave

DRUID LEVEL 2

Cantrips (3 known, cast at-will)
shillelagh
produce " ame

1st Level Spells Slots Used:      
Prepare 5 Spells:

DRUID LEVEL 3

Cantrips (3 known, cast at-will)
shillelagh
produce " ame

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:   
Forest Circle Spells:
barkskin
spider climb
Prepare 6 Additional Spells:

DRUID LEVEL 4

Cantrips (4 known, cast at-will)
shillelagh
produce " ame

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:     
Forest Circle Spells:
barkskin
spider climb
Prepare 8 Additional Spells:

Recommended Spells:
If you are unsure which spells to prepare at 
each level, or which cantrips to learn at second 
and fourth levels, these are recommended:

Druid Level 2: druidcra$  (new cantrip), 
speak with animals
Druid Level 3: heat metal
Druid Level 4: guidance (new cantrip), 
locate object, moonbeam
Druid Level 5: conjure animals

13 +515 +7
at

Level 5
at

Level 5

14 +6
at

Level 4
at

Level 4

SPELL SHEET: DRUID Spell Save DC Spell attack bonus

Spellcasting ability: wisdom Circle of the Land: Forest

Prepared Spells

DRUID LEVEL 5

Cantrips (4 known, cast at-will)
shillelagh
produce " ame

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:     
3rd Level Spells Slots Used:   
Forest Circle Spells:
barkskin
spider climb
call lightning
plant growth
Prepare 9 Additional Spells:
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Level 5
at

Level 5

14 +6
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Level 4
at

Level 4

DRUID SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: wisdom Circle of the Land: Forest

CANTRIPS

DRUIDCRAFT
Transmutation cantrip
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: Instantaneous
Whispering to the spirits of nature, you create one of the 
following e# ects within range:

•  You create a tiny, harmless sensory e# ect that predicts 
what the weather will be at your location for the next 24 
hours. $ e e# ect might manifest as a golden orb for clear 
skies, a cloud for rain, falling snow& akes for snow, and so 
on. $ is e# ect persists for 1 round.

•  You instantly make a & ower blossom, a seed pod open, or 
a leaf bud bloom.

•  You create an instantaneous, harmless sensory e# ect, 
such as falling leaves, a pu#  of wind, the sound of a small 
animal, or the faint odor of skunk. $ e e# ect must % t in 
a 5-foot cube.

•  You instantly light or snu#  out a candle, a torch, or a 
small camp% re.

GUIDANCE
Divination cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute
You touch one willing creature. Once before the spell ends, the 
target can roll a d4 and add the number rolled to one ability 
check of its choice. It can roll the die before or a! er making 
the ability check. $ e spell then ends.

PRODUCE FLAME
Conjuration cantrip
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 10 minutes
A & ickering & ame appears in your hand. $ e & ame remains 
there for the duration and harms neither you nor your 
equipment. $ e & ame sheds bright light in a 10-foot radius 
and dim light for an additional 10 feet. $ e spell ends if you 
dismiss it as an action or if you cast it again.
You can also attack with the & ame, although doing so ends 
the spell. When you cast this spell, or as an action on a later 
turn, you can hurl the & ame at a creature within 30 feet of 
you. Make a ranged spell attack. On a hit, the target takes 
1d8 % re damage.
$ is spell’s damage increases by 1d8 when you reach 5th level 
(2d8), 11th level (3d8), and 17th level (4d8).

SHILLELAGH
Transmutation cantrip
Casting Time: 1 bonus action
Range: Touch
Components: V, S, M (mistletoe, a shamrock leaf, and a club 
or quartersta# )
Duration: 1 minute
$ e wood of a club or quartersta#  you are holding is imbued 
with nature’s power. For the duration, you can use your 
spellcasting ability instead of Strength for the attack and 
damage rolls of melee attacks using that weapon, and the 
weapon’s damage die becomes a d8. $ e weapon also becomes 
magical, if it isn’t already. $ e spell ends if you cast it again or 
if you let go of the weapon.
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DRUID SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: wisdom Circle of the Land: Forest

1ST LEVEL

CURE WOUNDS
1st-level evocation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
A creature you touch regains a number of hit points equal 
to 1d8 + your spellcasting ability modi% er. $ is spell has no 
e# ect 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.

ENTANGLE
1st-level conjuration
Casting Time: 1 action
Range: 90 feet
Components: V, S
Duration: Concentration, up to 1 minute
Grasping weeds and vines sprout from the ground in a 20-foot 
square starting from a point within range. For the duration, 
these plants turn the ground in the area into di'  cult terrain.
A creature in the area when you cast the spell must succeed 
on a Strength saving throw or be restrained by the entangling 
plants until the spell ends. A creature restrained by the plants 
can use its action to make a Strength check against your spell 
save DC. On a success, it frees itself.
When the spell ends, the conjured plants wilt away.

FAERIE FIRE
1st-level evocation
Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Concentration, up to 1 minute
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 a# ected 
creatures shed dim light in a 10-foot radius.
Any attack roll against an a# ected creature or object has 
advantage if the attacker can see it, and the a# ected creature 
or object can’t bene% t from being invisible.

SPEAK WITH ANIMALS
1st-level divination (ritual)
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 10 minutes
You gain the ability to comprehend and verbally communicate 
with beasts for the duration. $ e knowledge and awareness of 
many beasts is limited by their intelligence, but at minimum, 
beasts can give you information about nearby locations and 
monsters, including whatever they can perceive or have 
perceived within the past day. You might be able to persuade a 
beast to perform a small favor for you, at the DM’s discretion.

THUNDERWAVE
1st-level evocation
Casting Time: 1 action
Range: Self (15-foot cube)
Components: V, S
Duration: Instantaneous
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 e# ect are automatically pushed 10 feet away from you 
by the spell’s e# ect, 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.
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DRUID SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: wisdom Circle of the Land: Forest

2ND LEVEL

BARKSKIN
2nd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M (a handful of oak bark)
Duration: Concentration, up to 1 hour
You touch a willing creature. Until the spell ends, the target’s 
skin has a rough, bark-like appearance, and the target’s AC can’t 
be less than 16, regardless of what kind of armor it is wearing.

HEAT METAL
2nd-level transmutation
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a piece of iron and a & ame)
Duration: Concentration, up to 1 minute
Choose a manufactured metal object, such as a metal weapon 
or a suit of heavy or medium metal armor, that you can see 
within range. You cause the object to glow red-hot. Any 
creature in physical contact with the object takes 2d8 % re 
damage when you cast the spell. Until the spell ends, you can 
use a bonus action on each of your subsequent turns to cause 
this damage again.
If a creature is holding or wearing the object and takes the 
damage from it, the creature must succeed on a Constitution 
saving throw or drop the object if it can. If it doesn’t drop the 
object, it has disadvantage on attack rolls and ability checks 
until the start of your next turn.
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, the damage increases by 1d8 for each slot 
level above 2nd.

LOCATE OBJECT
2nd-level divination
Casting Time: 1 action
Range: Self
Components: V, S, M (a forked twig)
Duration: Concentration, up to 10 minutes
Describe or name an object that is familiar to you. You sense 
the direction to the object’s location, as long as that object is 
within 1,000 feet of you. If the object is in motion, you know 
the direction of its movement.
$ e spell can locate a speci% c object known to you, as long 
as you have seen it up close—within 30 feet—at least once. 

Alternatively, the spell can locate the nearest object of a 
particular kind, such as a certain kind of apparel, jewelry, 
furniture, tool, or weapon.
$ is spell can’t locate an object if any thickness of lead, even 
a thin sheet, blocks a direct path between you and the object.

MOONBEAM
2nd-level evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (several seeds of any moonseed plant 
and a piece of opalescent feldspar)
Duration: Concentration, up to 1 minute
A silvery beam of pale light shines down in a 5-foot-radius, 
40-foot-high cylinder centered on a point within range. Until 
the spell ends, dim light % lls the cylinder.
When a creature enters the spell’s area for the % rst time on a 
turn or starts its turn there, it is engulfed in ghostly & ames 
that cause searing pain, and it must make a Constitution 
saving throw. It takes 2d10 radiant damage on a failed save, or 
half as much damage on a successful one.
A shapechanger makes its saving throw with disadvantage. If 
it fails, it also instantly reverts to its original form and can’t 
assume a di# erent form until it leaves the spell’s light.
On your turns a! er you cast this spell, you can use an action 
to move the beam up to 60 feet in any direction.
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, the damage increases by 1d10 for each slot 
level above 2nd.

SPIDER CLIMB
2nd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M (a drop of bitumen and a spider)
Duration: Concentration, up to 1 hour
Until the spell ends, one willing creature you touch gains the 
ability to move up, down, and across vertical surfaces and 
upside down along ceilings, while leaving its hands free. $ e 
target also gains a climbing speed equal to its walking speed.
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DRUID SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: wisdom Circle of the Land: Forest

3RD LEVEL

CALL LIGHTNING
3rd-level conjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 10 minutes
A storm cloud appears in the shape of a cylinder that is 10 feet 
tall with a 60-foot radius, centered on a point you can see 100 
feet directly above you. $ e spell fails if you can’t see a point 
in the air where the storm cloud could appear (for example, if 
you are in a room that can’t accommodate the cloud).
When you cast the spell, choose a point you can see within 
range. A bolt of lightning & ashes down from the cloud to that 
point. Each creature within 5 feet of that point must make 
a Dexterity saving throw. A creature takes 3d10 lightning 
damage on a failed save, or half as much damage on a 
successful one. On each of your turns until the spell ends, you 
can use your action to call down lightning in this way again, 
targeting the same point or a di# erent one.
If you are outdoors in stormy conditions when you cast this 
spell, the spell gives you control over the existing storm 
instead of creating a new one. Under such conditions, the 
spell’s damage increases by 1d10.
At Higher Levels. When you cast this spell using a spell slot of 
4th or higher level, the damage increases by 1d10 for each slot 
level above 3rd.

CONJURE ANIMALS
3rd-level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 hour
You summon fey spirits that take the form of beasts and 
appear in unoccupied spaces that you can see within range. 
Choose one of the following options for what appears:

•   One beast of challenge rating 2 or lower
•   Two beasts of challenge rating 1 or lower
•   Four beasts of challenge rating 1/2 or lower
•   Eight beasts of challenge rating 1/4 or lower

Each beast is also considered fey, and it disappears when it 
drops to 0 hit points or when the spell ends.
$ e summoned creatures are friendly to you and your 
companions. Roll initiative for the summoned creatures as a 

group, which has its own turns. $ ey obey any verbal commands 
that you issue to them (no action required by you). If you don’t 
issue any commands to them, they defend themselves from 
hostile creatures, but otherwise take no actions.
$ e DM has the creatures’ statistics.
At Higher Levels. When you cast this spell using certain 
higher-level spell slots, you choose one of the summoning 
options above, and more creatures appear: twice as many with 
a 5th-level slot, three times as many with a 7th-level slot, and 
four times as many with a 9th-level slot.

PLANT GROWTH
3rd-level transmutation
Casting Time: 1 action or 8 hours
Range: 150 feet
Components: V, S
Duration: Instantaneous
$ is spell channels vitality into plants within a speci% c area. 
$ ere are two possible uses for the spell, granting either 
immediate or long-term bene% ts.
If you cast this spell using 1 action, choose a point within 
range. All normal plants in a 100-foot radius centered on 
that point become thick and overgrown. A creature moving 
through the area must spend 4 feet of movement for every 1 
foot it moves.
You can exclude one or more areas of any size within the 
spell’s area from being a# ected.
If you cast this spell over 8 hours, you enrich the land. All 
plants in a half-mile radius centered on a point within range 
become enriched for 1 year. $ e plants yield twice the normal 
amount of food when harvested.





Hit Dice  [1d10 + 2 per Level]:          

Max Hit pointsArmor Class: 16
Initiative: +1
Death Saves   Y:       

N:      

ATTACKS

Greatsword. Melee Weapon Attack.  
+5 to hit, reach 5 !., one target.  +6 to hit +7 to hit 
Hit: 2d6 + 3 slashing damage. 2d6 + 4 damage

Flail. Melee Weapon Attack.  
+5 to hit, reach 5 !., one target.  +6 to hit +7 to hit 
Hit: 1d8 + 3 bludgeoning damage. 1d8 + 4 damage

Handaxe. Melee or Ranged Weapon Attack. 
+5 to hit, reach 5 !. or range 20/60 !., one target. +6 to hit +7 to hit 
Hit: 1d6 + 3 slashing damage. 1d6 + 4 damage

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Athletics (Str)

PASSIVE PERCEPTION

+4
+2
+0
+7
-1
+0
+2
+2
+0
+1
+0
+5
-1
-1
+0
+1
+1
+2

FIGHTER
As a !ghter, you are a master with weapons. Your skills in combat are unparalleled and you 
can take as much damage as you dish out.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Human Medium 30 feet
BACKGROUND RACE SIZE SPEED
Fighter 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: +5 +6 +7
  Dexterity: +1 +1 +1
  Constitution: +4 +4 +5
  Intelligence: +0  +0 +0
  Wisdom: +2 +2 +2
  Charisma: -1 -1 -1

16
+2

+3
+3

9 "1

14 +2

18 +4

11 +0

15 +2

13 +1

d20 
modi!er

at 
Level 5

at 
Level 4

at 
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at 
Level 5

LEVEL 4 ABILITY SCORE 
IMPROVEMENT: STRENGTH

+3
+2
+0
+5
-1
+0
+2
+1
+0
+1
+0
+4
-1
-1
+0
+1
+1
+2

+6

14 15
at 

Level 5

3

Armor: Light armor, medium
armor, heavy armor, shields
Weapons: Simple weapons,
martial weapons

Tools:

Languages: Common, Orc

 PROFICIENCIES

12 20 28 36 44

at Level 4 at Level 5



   Great Weapon Fighting Style. When you roll a 1 or 2 on 
a damage die for an attack you make with a melee weapon 
that you are wielding with two hands, you can reroll the 
die and must use the new roll, even if the new roll is a 1 
or a 2. #e weapon must have the two-handed or versatile 
property for you to gain this bene$t.

   Second Wind. You have a limited well of stamina that you 
can draw on to protect yourself from harm. On your turn, 
you can use a bonus action to regain hit points equal to 
1d10 + your $ghter level. #is ability recharges a!er a short 
or long rest.

   [LEVEL 2] Action Surge. You can push yourself beyond 
your normal limits for a moment. On your turn, you can 
take one additional action on top of your regular action 
and a possible bonus action. #is ability recharges a!er a 
short or long rest.

   [LEVEL 3] Improved Critical. Your weapon attacks score 
a critical hit on a roll of 19 or 20.

   [LEVEL 5] Extra Attack. Whenever you take the Attack 
action on your turn, you can make two attacks, instead of 
one, as part of taking that action.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP: 

Other coins:  

 
WEALTH 

Chainmail Backpack
Greatsword Bedroll
Flail Mess Kit
2 Handaxes Tinderbox
Waterskin 10 Torches
50 Feet of Hempen Rope 10 Days of Rations
 Belt Pouch
 

EQUIPMENT



CHARACTER PORTRAIT OR SYMBOL

MONK
As a monk, you turn your body and soul into a living weapon through focusing a mystical 
energy called ki. You are agile, quick, strong, and wise.

1

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

3

Armor: None
Weapons: Simple weapons,
shortswords

Tools: Forgery kit

Languages: Common, Elvish

 PROFICIENCIES

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Acrobatics (Dex)
 Sleight of Hand (Dex)
 Stealth (Dex)

PASSIVE PERCEPTION

+7
+2
+0
+4
-1
+0
+5
-1
+0
+2
+0
+2
-1
-1
+0
+3
+7
+2

at
Level 5

+5
+2
+0
+3
-1
+0
+4
-1
+0
+2
+0
+2
-1
-1
+0
+3
+5
+2

+6
+4
+6

12Hit Dice  [1d8+2 per Level]:          

Max Hit points

ATTACKS

Shortsword. Melee Weapon Attack. 
+5 to hit, reach 5 ! ., one target.  +6 to hit +7 to hit
Hit: 1d6 + 3 piercing damage. 1d6 + 4 damage

Unarmed Strike. Melee Weapon Attack. 
+5 to hit, reach 5 ! ., one target.  +6 to hit +7 to hit
Hit: 1d4 + 3 bludgeoning damage. 1d4 + 4 damage 1d6 + 4 damage

Dart. Ranged Weapon Attack.
+5 to hit, range 20/60 ! ., one target. +6 to hit +7 to hit
Hit: 1d4 + 3 piercing damage. 1d4 + 4 damage

Current / Temp HP

2

 Human Medium 30 feet  |  40 feet
BACKGROUND RACE SIZE SPEED
Monk 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: +3 +3 +4
  Dexterity: +5 +6 +7
  Constitution: +2 +2 +2
  Intelligence: +0  +0 +0
  Wisdom: +2 +2 +2
  Charisma: -1 -1 -1

13
+2

+1
+3

9 "1

15 +2

18 +4

11 +0

14 +2

16 +3

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: DEXTERITY

10 17 24 31 38

at Level 4 at Level 5

at Level 2

Ki Points:  at Level 2  |  at Level 3

at Level 4  |  at Level 5

Attack Save DC: 12 13 at
Level 5

Armor Class: 15 16
Initiative: +3
Death Saves   Y:     

N:      

at 
Level 4



  Unarmed Defense. Beginning at 1st level, while you are 
wearing no armor and not wielding a shield, your AC equals 
10 + your Dexterity modi# er + your Wisdom modi# er.

   Martial Arts. When you use the Attack action while you 
are unarmed or wielding only monk weapons and you 
aren’t wearing armor or wielding a shield, you can make 
one unarmed strike as a bonus action.

  [LEVEL 2] Ki. You gain 2 ki points can spend these to 
fuel various ki features. When you spend a ki point, it is 
unavailable until you # nish a short or long rest, at the end 
of which you regain all of your expended ki points. You 
must spend at least 30 minutes of the rest meditating to 
regain your ki points. Your ki point maximum increases by 
1 each time you gain a level in the monk class.

  [LEVEL 2] Flurry of Blows. Immediately a! er you take 
the Attack action on your turn, you can spend 1 ki point to 
make two unarmed strikes as a bonus action.

  [LEVEL 2] Patient Defense. You can spend 1 ki point to 
take the Dodge action as a bonus action on your turn.

  [LEVEL 2] Step of the Wind. You can spend 1 ki point 
to take the Disengage or Dash action as a bonus action on 
your turn, and your jump distance is doubled for the turn.

  [LEVEL 2] Unarmored Movement. Your speed increases 
by 10 feet while you are not wearing armor or wielding a 
shield.

  [LEVEL 3] De" ect Missiles. You can use your reaction to 
de$ ect or catch the missile when you are hit by a ranged 
weapon attack. When you do so, the damage you take from 
the attack is reduced by 1d10 + your Dexterity modi# er + 
your monk level.

  If you reduce the damage to 0, you can catch the missile if 
it is small enough for you to hold in one hand and you have 
at least one hand free. If you catch a missile in this way, 
you can spend 1 ki point to make a ranged attack (range 
20 feet/60 feet) with the weapon or piece of ammunition 
you just caught, as part of the same reaction. You make 
this attack with pro# ciency, regardless of your weapon 
pro# ciencies, and the missile counts as a monk weapon for 
the attack.

  [LEVEL 3] Open Hand Technique. Whenever you hit a creature 
with one of the attacks granted by your Flurry of Blows, you can 
impose one of the following e% ects on that target:

•   It must succeed on a Dexterity saving throw or be 
knocked prone.

•   It must make a Strength saving throw. If it fails, you 
can push it up to 15 feet away from you.

•   It can’t take reactions until the end of your next turn.
  [LEVEL 4] Slow Fall. You can use your reaction when you 

fall to reduce any falling damage you take by an amount 
equal to # ve times your monk level.

  [LEVEL 5] Extra Attack. Whenever you take the Attack 
action on your turn, you can make two attacks, instead of 
one, as part of taking that action.

  [LEVEL 5] Martial Arts Improvement. & e damage die 
for your unarmed strike increases to a d6.

  [LEVEL 5] Stunning Strike. When you hit another 
creature with a melee weapon attack, you can spend 1 ki 
point to attempt a stunning strike. & e target must succeed 
on a Constitution saving throw or be stunned until the end 
of your next turn.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Shortsword Backpack
10 Darts Bedroll
10 Torches Mess Kit
Belt Pouch Tinderbox
Waterskin 10 Torches
50 Feet of Hempen Rope 10 Days of Rations

EQUIPMENT



Hit Dice  [1d10+1 per Level]:          

Max Hit pointsArmor Class: 18
Initiative: -1
Death Saves   Y:     

N:      

ATTACKS

Longsword. Melee Weapon Attack. 
+5 to hit, reach 5 ! ., one target.  +6 to hit +7 to hit
Hit: 1d8 + 3 slashing damage. 1d8 + 6 damage*

AT LEVEL 2: 1d8 + 5 slashing damage.*

Javelin. Melee or Ranged Weapon Attack. 
+5 to hit, reach 5 ! . or range 30/120 ! ., one target.  +6 to hit +7 to hit
Hit: 1d6 + 3 piercing damage. 1d6 + 4 damage

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Athletics (Str)

PASSIVE PERCEPTION

-1
+1
+0
+7
+3
+0
+1
+6
+0
+1
+0
+1
+3
+6
+3
-1
-1
+1

PALADIN
As a paladin, you are a holy warrior who makes a sacred oath of honesty, courage, 
compassion, honor, and duty. Your melee abilities are fueled by your strength and your 
divine powers come from your devotion to your oath.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Gold Dragonborn Medium 30 feet
BACKGROUND RACE SIZE SPEED
Paladin 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: +3 +4 +4
  Dexterity: -1 -1 -1
  Constitution: +1 +1 +1
  Intelligence: +0  +0 +0
  Wisdom: +3 +3 +4
  Charisma: +5 +5 +6

16
+2

+3
+3

16 +3

12 +1

18 +4

10 +0

13 +1

8 "1

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at
Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: STRENGTH

-1
+1
+0
+5
+3
+0
+1
+5
+0
+1
+0
+1
+3
+5
+2
-1
-1
+1

+6

11

3

Armor: Light armor, medium
armor, heavy armor, shields
Weapons: Simple weapons,
martial weapons

Tools:

Languages: Common, Draconic

 PROFICIENCIES

11 18 25 32 39

at Level 4 at Level 5

11 12
at

Level 5

breath weapon  Save DC*Includes +2 to damage granted by Duelist Fighting Style. (See CLASS FEATURES.)



5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Chainmail Backpack
Shield Bedroll
Holy Symbol Mess Kit
Longsword Tinderbox
Five Javelins 10 Torches
Waterskin 10 Days of Rations
50 Feet of Hempen Rope Belt Pouch

EQUIPMENT

  Divine Sense (4/Long Rest). As an action, you can open your 
awareness to detect evil and good. Until the end of your next 
turn, you know the location of any celestial, # end, or undead 
within 60 feet of you that is not behind total cover. You know 
the type (celestial, # end, 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. 

  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 
a$ ecting 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.

  % is feature has no e$ ect on undead or constructs.
   [LEVEL 2] Divine Smite. 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. % e 
extra damage is 2d8 for a 1st-level spell slot, plus 1d8 for each 
spell level higher than 1st, to a maximum of 5d8. % e damage 
increases by 1d8 if the target is an undead or a # end.

  [LEVEL 2] Duelist Fighting Style. 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.

  [LEVEL 2] Spellcasting. Charisma is your spellcasting ability 
for your spells. % e saving throw DC to resist a spell you cast 
is 8 + your Charisma modi# er + your pro# ciency bonus. Your 
attack bonus when you make an attack with a spell is your 
Charisma modi# er + your pro# ciency bonus.

  [LEVEL 3] Divine Health. % e divine magic & owing through 
you makes you immune to disease.

  [LEVEL 3] Channel Divinity. You can use divine energy to 
fuel one of two magical e$ ects: Sacred Weapon or Turn the 
Unholy. Both e$ ects require you to use an action and present 
your holy symbol. When you use your Channel Divinity, you 
choose which e$ ect to create. You must then # nish a short or 
long rest to use your Channel Divinity again.

•   Sacred Weapon. When you use Sacred Weapon, for 1 
minute, you add your Charisma bonus to attack rolls made 
with that weapon. % e weapon also emits bright light in 
a 20-foot radius and dim light 20 feet beyond that. If the 
weapon is not already magical, it becomes magical for the 
duration. You can end this e$ ect on your turn as part of 
any other action. If you are no longer holding or carrying 
this weapon, or if you fall unconscious, this e$ ect ends.

•  Turn the Unholy. When you use Turn the Unholy, each 
# end or undead that can see or hear you within 30 feet 
of you must make a Wisdom saving throw against your 
spellcasting DC. If the creature fails its saving throw, it 
is turned for 1 minute or until it takes 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 e$ ect that prevents it from moving. If there’s 
nowhere to move, the creature can use the Dodge action.

  [LEVEL 5] Extra Attack. Whenever you take the Attack 
action on your turn, you can make two attacks, instead of 
one, as part of taking that action.

CLASS FEATURES

Breath Weapon (1/Short or Long Rest). You can use 
your action to exhale a 15-foot cone of # re. Each creature 
in the area must make a Constitution saving throw, 
taking 2d6 # re damage on a failed save, and half as much 
damage on a successful one. % e saving throw DC is 8 + 
your Constitution modi# er + your pro# ciency bonus.
Fire Resistance. You have resistance against # re damage.

RACIAL FEATURES



PALADIN LEVEL 1

No Spellcasting Ability

PALADIN LEVEL 2

1st Level Spells Slots Used:    
Prepare 4 Spells:

PALADIN LEVEL 3

1st Level Spells Slots Used:     
Oath of Devotion Spells:
protection from evil and good
sanctuary
Prepare 4 Additional Spells:

PALADIN LEVEL 4

1st Level Spells Slots Used:     
Oath of Devotion Spells:
protection from evil and good
sanctuary
Prepare 5 Additional Spells:

Recommended Spells:
If you are unsure which spells to prepare at 
each level, these are recommended:

Paladin Level 2: bless, command,
cure wounds, heroism
Paladin Level 4: ! nd steed

13 +514 +6
at

Level 5
at

Level 5

SPELL SHEET: PALADIN Spell Save DC Spell attack bonus

Spellcasting ability: charisma

Prepared Spells

PALADIN LEVEL 5

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:   
Oath of Devotion Spells:
lesser restoration
protection from evil and good
sanctuary
zone of truth
Prepare 5 Additional Spells:

Sacred Oath: Devotion

NOTE: Mark o$  a spell slot as used if it is used 
for spellcasting OR a smite attack.



13 +514 +6
at

Level 5
at

Level 5

PALADIN SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: charisma Sacred Oath: Devotion

1ST LEVEL

BLESS
1st-level enchantment
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a sprinkling of holy water)
Duration: Concentration, up to 1 minute
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.

CURE WOUNDS
1st-level evocation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
A creature you touch regains a number of hit points equal 
to 1d8 + your spellcasting ability modi# er. % is spell has no 
e$ ect 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.

HEROISM
1st-level enchantment
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute
A willing creature you touch is imbued with bravery. Until 
the spell ends, the creature is immune to being frightened 
and gains temporary hit points equal to your spellcasting 
ability modi# er at the start of each of its turns. When the 
spell ends, the target loses any remaining temporary hit 
points from this spell.
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.

PROTECTION FROM EVIL AND GOOD
1st-level abjuration
Casting Time: 1 action
Range: Touch
Components: V, S, M (holy water or powdered silver and iron, 
which the spell consumes)
Duration: Concentration up to 10 minutes
Until the spell ends, one willing creature you touch is 
protected against certain types of creatures: aberrations, 
celestials, elementals, fey, # ends, and undead.
% e protection grants several bene# ts. Creatures of those 
types have disadvantage on attack rolls against the target. 
% e target also can’t be charmed, frightened, or possessed 
by them. If the target is already charmed, frightened, or 
possessed by such a creature, the target has advantage on any 
new saving throw against the relevant e$ ect.

SANCTUARY
1st-level abjuration
Casting Time: 1 bonus action
Range: 30 feet
Components: V, S, M (a small silver mirror)
Duration: 1 minute
You ward a creature within range against attack. Until the 
spell ends, any creature who targets the warded creature 
with an attack or a harmful spell must # rst make a Wisdom 
saving throw. On a failed save, the creature must choose 
a new target or lose the attack or spell. % is spell doesn’t 
protect the warded creature from area e$ ects, such as the 
explosion of a # reball.
If the warded creature makes an attack or casts a spell that 
a$ ects an enemy creature, this spell ends.



13 +514 +6
at

Level 5
at

Level 5

PALADIN SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: charisma Sacred Oath: Devotion

2ND LEVEL

FIND STEED
2nd-level conjuration
Casting Time: 10 minutes
Range: 30 feet
Components: V, S
Duration: Instantaneous
You summon a spirit that assumes the form of an unusually 
intelligent, strong, and loyal steed, creating a long-lasting 
bond with it. Appearing in an unoccupied space within 
range, the steed takes on a form that you choose: a warhorse, 
a pony, a camel, an elk, or a masti$ . (Your DM might allow 
other animals to be summoned as steeds.) % e steed has the 
statistics of the chosen form, though it is a celestial, fey, or 
# end (your choice) instead of its normal type. Additionally, 
if your steed has an Intelligence of 5 or less, its Intelligence 
becomes 6, and it gains the ability to understand one language 
of your choice that you speak.
Your steed serves you as a mount, both in combat and out, 
and you have an instinctive bond with it that allows you to 
# ght as a seamless unit. While mounted on your steed, you 
can make any spell you cast that targets only you also target 
your steed.
When the steed drops to 0 hit points, it disappears, leaving 
behind no physical form. You can also dismiss your steed at 
any time as an action, causing it to disappear. In either case, 
casting this spell again summons the same steed, restored to 
its hit point maximum.
While your steed is within 1 mile of you, you can communicate 
with it telepathically.
You can’t have more than one steed bonded by this spell at a 
time. As an action, you can release the steed from its bond at 
any time, causing it to disappear.

LESSER RESTORATION
2nd-level abjuration
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
You touch a creature and can end either one disease or one 
condition a'  icting it. % e condition can be blinded, deafened, 
paralyzed, or poisoned.

ZONE OF TRUTH
2nd-level enchantment
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: 10 minutes
You create a magical zone that guards against deception in a 
15-foot-radius sphere centered on a point of your choice within 
range. Until the spell ends, a creature that enters the spell’s area 
for the # rst time on a turn or starts its turn there must make a 
Charisma saving throw. On a failed save, a creature can’t speak 
a deliberate lie while in the radius. You know whether each 
creature succeeds or fails on its saving throw.
An a$ ected creature is aware of the spell and can thus avoid 
answering questions to which it would normally respond 
with a lie. Such a creature can be evasive in its answers as 
long as it remains within the boundaries of the truth.





Hit Dice  [1d10 + 1 per Level]:          

Max Hit points

ATTACKS

Longbow. Ranged Weapon Attack. 
+5 to hit, range 150/600 ! ., one target.  +8 to hit* +9 to hit*

Hit: 1d8 + 3 piercing damage. 1d8 + 4 damage
AT LEVEL 2: +7 to hit.*

Shortsword. Melee Weapon Attack.
+5 to hit, reach 5 ! ., one target. +6 to hit +7 to hit
Hit: 1d6 + 3 piercing damage or 1d6 piercing  1d6 + 4 damage
damage if the attack was made as a bonus or 1d6 damage 
action as part of two-weapon " ghting.  

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

RANGER
As a ranger, you are a ! erce ambush ! ghter who can survive in the wild. A relentless hunter, 
you never lets prey get away.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 High Elf Medium 30 feet
BACKGROUND RACE SIZE SPEED
Ranger 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: +3 +3 +4
  Dexterity: +5 +6 +7
  Constitution: +1 +1 +1
  Intelligence: +0  +0 +0
  Wisdom: +2 +2 +2
  Charisma: -1 -1 -1

12
+2

+1
+3

8 #1

14 +2

19 +4

11 +0

13 +1

17 +3

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: DEXTERITY

11 18 25 32 39

at Level 4 at Level 5

*Includes +2 to attack rolls granted by Archery Fighting Style. (See CLASS FEATURES.)

Armor Class: 14 15
Initiative: +3 +4
Death Saves   Y:     

N:      

at
Level 4

SKILL CHECKS
 Acrobatics (Dex)
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha) 
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex) 
 Survival (Wis)

at Level 4
 Acrobatics (Dex)
 Sleight of Hand (Dex)
 Stealth (Dex)

PASSIVE PERCEPTION

+4
+5
+0
+4
-1
+0
+2
-1
+0
+2
+3
+5
-1
-1
+0
+4
+7
+5

at
Level 5

+3
+4
+0
+3
-1
+0
+2
-1
+0
+2
+2
+4
-1
-1
+0
+3
+5
+4

+4
+4
+6

14 15
at

Level 5

3

Armor: Light armor, medium
armor, shields
Weapons: Simple weapons,
martial weapons
Tools:

Languages: Common, Elvish,
Goblin, Orc
 PROFICIENCIES



5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Leather Armor Backpack
Longbow Bedroll
Quiver of 20 Arrows Mess Kit
2 Shortswords Tinderbox
Waterskin 10 Torches
50 Feet of Hempen Rope 10 Days of Rations
 Belt Pouch

EQUIPMENT

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 dim light. 
You can’t discern color in darkness, only shades of gray.
Fey Ancestry. You have advantage on saving throws against 
being charmed, and magic can’t put you to sleep.
Trance. You don’t need to sleep. Instead, you meditate deeply, 
remaining semiconscious, for 4 hours a day. A! er resting in 
this way, you gain the same bene" t that a human does from 8 
hours of sleep.
Cantrip. You can cast true strike.

RACIAL FEATURES

  Favored Enemy. You have advantage on Wisdom (Survival) 
checks to track goblinoids and orcs, as well as on Intelligence 
checks to recall information about them.

  Natural Explorer. When you make an Intelligence or Wisdom 
check related to forest terrain, your pro" ciency bonus is 
doubled if you are using a skill that you’re pro" cient in. While 
traveling for an hour or more in forest terrain, you gain the 
following bene" ts:

•  Di$  cult 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 " nd 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.

  [LEVEL 2] Archery Fighting Style. You gain a +2 bonus to 
attack rolls you make with ranged weapons.

  [LEVEL 2] Spellcasting. Wisdom is your spellcasting ability 
for your spells. % e saving throw DC to resist a spell you cast 
is 8 + your Wisdom modi" er + your pro" ciency bonus. Your 
attack bonus when you make an attack with a spell is your 
Wisdom modi" er + your pro" ciency bonus.

  [LEVEL 3] Colossus Slayer. When you hit a creature with 
a weapon attack, the creature takes an extra 1d8 damage if 
it’s below its hit point maximum. You can deal this extra 
damage only once per turn.

  [LEVEL 3] Primeval Awareness. You can use your action 
and expend one ranger spell slot to focus your awareness 
on the region around you. For 1 minute per level of the 
spell slot you expend, you can sense whether the following 
types of creatures are present within 1 mile of you (or 
within up to 6 miles if you are in your favored terrain): 
aberrations, celestials, dragons, elementals, fey, " ends, and 
undead. % is feature doesn’t reveal the creatures’ location 
or number.

  [LEVEL 5] Extra Attack. Whenever you take the Attack 
action on your turn, you can make two attacks, instead of 
one, as part of taking that action.

CLASS FEATURES



12 +413 +5
at

Level 5
at

Level 5

SPELL SHEET: RANGER Spell Save DC Spell attack bonus

Spellcasting ability: Wisdom

known Spells

RANGER LEVEL 2

Cantrips (1 known, cast at-will)
true strike
1st Level Spells Slots Used:    
2 Known Spells:

RANGER LEVEL 3

Cantrips (1 known, cast at-will)
true strike
1st Level Spells Slots Used:     
3 Known Spells:

RANGER LEVEL 4

Cantrips (1 known, cast at-will)
true strike
1st Level Spells Slots Used:     
3 Known Spells:

Recommended Spells:
If you are unsure which spells to learn at each 
level, these are recommended:

Ranger Level 2: hunter’s mark, fog cloud
Ranger Level 3: cure wounds
Ranger Level 4: —
Ranger Level 5: pass without trace

RANGER LEVEL 5

Cantrips (1 known, cast at-will)
true strike
1st Level Spells Slots Used:       
2nd Level Spells Slots Used:   
4 Known Spells:

NOTE: When you gain a Ranger level, you 
may choose one of the Ranger spells you 
know and replace it with another spell from 
the Ranger spell list, which also must be of a 
level for which you have spell slots.

RANGER LEVEL 1

No Spellcasting Ability



12 +413 +5
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Level 5
at

Level 5

RANGER SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: Wisdom

CANTRIP

TRUE STRIKE
Divination cantrip
Casting Time: 1 action
Range: 30 feet
Components: S
Duration: Concentration, up to 1 round
You extend your hand and point a " nger at a target in range. 
Your magic grants you a brief insight into the target’s defenses. 
On your next turn, you gain advantage on your " rst attack roll 
against the target, provided that this spell hasn’t ended.

1ST LEVEL

CURE WOUNDS
1st-level evocation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
A creature you touch regains a number of hit points equal 
to 1d8 + your spellcasting ability modi" er. % is spell has no 
e& ect 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.

FOG CLOUD
1st-level conjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 1 hour
You create a 20-foot-radius sphere of fog centered on a point 
within range. % e 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.

HUNTER’S MARK
1st-level divination
Casting Time: 1 bonus action
Range: 90 feet
Components: V
Duration: Concentration, up to 1 hour
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 " nd 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.

2ND LEVEL

PASS WITHOUT TRACE
2nd-level abjuration
Casting Time: 1 action
Range: Self
Components: V, S, M (ashes from a burned leaf of mistletoe 
and a sprig of spruce)
Duration: Concentration, up to 1 hour
A veil of shadows and silence radiates from you, masking you 
and your companions from detection. For the duration, each 
creature you choose within 30 feet of you (including you) has 
a +10 bonus to Dexterity (Stealth) checks and can’t be tracked 
except by magical means. A creature that receives this bonus 
leaves behind no tracks or other traces of its passage.



Hit Dice  [1d8+2 per Level]:          

Max Hit pointsArmor Class: 14 15
Initiative: +3 +4
Death Saves   Y:       

N:      

ATTACKS

Shortsword. Melee Weapon Attack.  
+5 to hit, reach 5 !., one target.  +6 to hit +7 to hit 
Hit: 1d6 + 3 piercing damage. 1d6 + 4 damage

Shortbow. Ranged Weapon Attack.  
+5 to hit, range 80/320 !., one target.  +6 to hit +7 to hit 
Hit: 1d6 + 3 piercing damage. 1d6 + 4 damage

Dagger. Melee or Ranged Weapon Attack. 
+5 to hit, reach 5 !. or range 20/60 !., one target. +6 to hit +7 to hit 
Hit: 1d4 + 3 piercing damage or 1d4 piercing  1d4 + 4 damage 
damage if the attack was made as a bonus or 1d4 damage  
action as part of two-weapon "ghting.  

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Acrobatics (Dex)
 Sleight of Hand (Dex)
 Stealth (Dex)

PASSIVE PERCEPTION

+7
+0
+1
-1
+5
+1
+0
+2
+4
+0
+1
+3
+2
+2
+1
+7
+10
+0

ROGUE
As a rogue, you are a skilled in!ltration expert. You accomplish your goals through stealth 
and deception. In addition, you aid your fellow adventurers by !nding and disarming traps 
in dungeons.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Lightfoot Hal#ing Small 25 feet
BACKGROUND RACE SIZE SPEED
Rogue 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: -1 -1 -1
  Dexterity: +5 +6 +7
  Constitution: +2 +2 +2
  Intelligence: +3  +3 +4
  Wisdom: +0 +0 +0
  Charisma: +2 +2 +2

8
+2

$1
+3

14 +2

10 +0

19 +4

12 +1

14 +2

17 +3

d20 
modi!er

at 
Level 5

at 
Level 4

at 
Level 4

at 
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at 
Level 5

LEVEL 4 ABILITY SCORE 
IMPROVEMENT: DEXTERITY

+5
+0
+1
-1
+4
+1
+0
+2
+3
+0
+1
+2
+2
+2
+1
+5
+7
+0

+6
+6
+8

12

3

Armor: Light armor
Weapons: Simple weapons, 
hand crossbows, longswords, 
rapiers, shortswords
Tools: %ieves’ tools (Expertise +4;
+6 at Level 5)

Languages: Common, Hal#ing,
%ieves’ Cant
 PROFICIENCIES

10 17 24 31 38

at Level 4 at Level 5

13

Sneak Attack:  1d6 at Level 1   |   2d6 at Level 3   |   3d6 at Level 5



Lucky. When you roll a 1 on the d20 for an attack roll, ability check, 
or saving throw, you can reroll the die and must use the new roll.
Brave. You have advantage on saving throws against being 
frightened.
Hal"ing Nimbleness. You can move through the space of any 
creature that is of a size larger than yours.
Naturally Stealthy. You can attempt to hide even when you are 
obscured only by a creature that is at least one size larger than you.

RACIAL FEATURES

   Expertise. When you make a Dexterity (Stealth) check or a 
check using thieves’ tools, your pro"ciency bonus is doubled. 
%is bene"t is included in your Stealth skill bonus. 

   Sneak Attack. Once per turn, you can deal an extra 1d6 
damage to one creature you hit with an attack if you have 
advantage on the attack roll. %e attack must use a "nesse or 
a ranged weapon. Your sneak attack damage increases to 2d6 
at Level 2 and increases to 3d6 at Level 5.
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.

   #ieves’ Cant. You know 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.

   [LEVEL 2] Cunning Action. Your quick thinking and 
agility allow you to move and act quickly, so you can take a 
bonus action on each of your turns in combat. %is action 
can be used only to take the Dash, Disengage, or Hide 
action.

   [LEVEL 3] Fast Hands. You can use the bonus action 
granted by your Cunning Action to make a Dexterity 
(Sleight of Hand) check, take the Use an Object action, or 
use your thieves’ tools to try to disarm a trap or open a lock.

   [LEVEL 3] Second-Story Work. You gain the ability to 
climb faster than normal, so climbing no longer costs you 
extra movement. In addition, when you make a running 
jump, the distance you can cover increases by a number of 
feet equal to your Dexterity modi"er.

   [LEVEL 5] Uncanny Dodge. When an attacker you can see 
hits you with an attack roll, you can use your reaction to 
halve the attack’s damage against you.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP: 

Other coins:  

 
WEALTH 

Leather Armor Backpack
Shortsword Quiver
2 Daggers Bedroll
Shortbow Belt Pouch
20 Arrows Hooded Lantern
%ieves’ Tools 5 Candles
Bag of 1,000 Ball Bearings Bell
10 Feet of String Crowbar
50 Feet of Hempen Rope Hammer
5 Days of Rations 10 Pitons 
Tinderbox 2 Flasks of Oil

EQUIPMENT



Hit Dice  [1d6 + 2 per Level]:          

Max Hit points Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Deception (Cha)
 Intimidation (Cha)
 Performance (Cha)
 Persuasion (Cha)

PASSIVE PERCEPTION

+6
+1
+3
-1
+7
+0
+1
+7
+0
+1
+0
+4
+4
+7
+0
+3
+3
+1

SORCERER
As a sorcerer, you have an innate ability to cast and control magic. You are touched by the 
arcane, and your raw power comes from a supernatural origin.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Half-elf Medium 30 feet
BACKGROUND RACE SIZE SPEED
Sorcerer 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: -1 -1 -1
  Dexterity: +3 +3 +3
  Constitution: +4 +4 +5
  Intelligence: +0 +0 +0
  Wisdom: +1 +1 +1
  Charisma: +5 +6 +7

8
+2

!1
+3

16 +3

12 +1

18 +4

10 +0

14 +2

16 +3

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at
Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: CHARISMA

+5
+1
+2
-1
+5
+0
+1
+5
+0
+1
+0
+3
+3
+5
+0
+3
+3
+1

+6
+6
+4
+6 

13

3

Armor:
Weapons: Daggers, darts, slings,
quartersta" s, light crossbows
Tools:

Languages: Common, Draconic,
Dwarvish, Elvish
 PROFICIENCIES

9 16 23 30 37
Armor Class: 16
Initiative: +3
Death Saves   Y:     

N:      

at Level 4 at Level 5ATTACKS

Fire Bolt. Ranged Spell Attack.   
+5 to hit, range 120 # ., one target.  +6 to hit +7 to hit
Hit: 1d10 $ re damage.  2d10 damage

Light Crossbow. Ranged Weapon Attack. 
+5 to hit, range 80/320 # ., one target.   +6 to hit
Hit: 1d8 + 3 piercing damage.

Dagger. Melee or Ranged Weapon Attack. 
+5 to hit, reach 5 # . or range 20/60 # ., one target.   +6 to hit
Hit: 1d4 + 3 piercing damage or 1d4 piercing 
damage if the attack was made as a bonus action 
as part of two-weapon $ ghting.

at
Level 5

14



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 dim light. 
You can’t discern color in darkness, only shades of gray.
Fey Ancestry. You have advantage on saving throws against 
being charmed, and magic can’t put you to sleep.

RACIAL FEATURES

  Spellcasting. Charisma is your spellcasting ability for your 
spells. % e saving throw DC to resist a spell you cast is 8 
+ your Charisma modi$ er + your pro$ ciency bonus. Your 
attack bonus when you make an attack with a spell is your 
Charisma modi$ er + your pro$ ciency bonus.

  Gold Dragon Ancestor. Whenever you make a Charisma 
check when interacting with dragons, your pro$ ciency 
bonus is doubled if it applies to the check.

  Draconic Resilience. Your hit point maximum increases 
by 1 and increases by 1 again whenever you gain a level in 
this class (already included). Additionally, when you aren’t 
wearing armor, your AC equals 13 + your Dexterity modi$ er.

  [LEVEL 2] Sorcery Points. You have a number of sorcery 
points equal to your sorcerer level, and you can never have 
more sorcery points than your sorcerer level. You regain all 
spent sorcery points when you $ nish a long rest.

  [LEVEL 2] Create Spell Slots. You can transform unexpended 
sorcery points into one spell slot as a bonus action on your turn. 
% e created spell slots vanish at the end of a long rest.

•  2 Sorcery Points = 1st Level Spell Slot
•  3 Sorcery Points = 2nd Level Spell Slot
•  5 Sorcery Points = 3rd Level Spell Slot

  [LEVEL 2] 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.

  [LEVEL 3] Quickened Spell. When you cast a spell that has 
a casting time of 1 action, you can spend 2 sorcery points to 
change the casting time to 1 bonus action for this casting.

  [LEVEL 3] Twinned Spell. When you cast a spell that targets 
only one creature and doesn’t have a range of self, you can 
spend a number of sorcery points equal to the spell’s level 
to target a second creature in range with the same spell (1 
sorcery point if the spell is a cantrip). To be eligible, a spell 
must be incapable of targeting more than one creature at the 
spell’s current level.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Arcane Focus Backpack
Light Crossbow Bedroll
Tinker’s Tools Waterskin
20 Bolts 10 Days of Rations
2 Daggers Belt Pouch
Hammer Tinderbox
Crowbar 10 Pitons
50 Feet of Hempen Rope 10 Torches

EQUIPMENT



SORCERER LEVEL 1

Cantrips (4 known, cast at-will)
! re bolt
mage hand
prestidigitation
shocking grasp
1st Level Spell Slots Used:     
2 Known Spells:
burning hands
sleep 

SORCERER LEVEL 2

Cantrips (4 known, cast at-will)
! re bolt
mage hand
prestidigitation
shocking grasp
1st Level Spell Slots Used:       
3 Known Spells:

SORCERER LEVEL 3

Cantrips (4 known, cast at-will)
! re bolt
mage hand
prestidigitation
shocking grasp
1st Level Spell Slots Used:         
2nd Level Spell Slots Used:     
4 Known Spells:

SORCERER LEVEL 4

Cantrips (5 known, cast at-will)
! re bolt
mage hand
prestidigitation
shocking grasp

1st Level Spell Slots Used:         
2nd Level Spell Slots Used:       
5 Known Spells:

SORCERER LEVEL 5

Cantrips (5 known, cast at-will)
! re bolt
mage hand
prestidigitation
shocking grasp

1st Level Spell Slots Used:         
2nd Level Spell Slots Used:     
3rd Level Spell Slots Used:   
6 Known Spells:

Recommended Spells:
If you are unsure which spells to learn at 
each Sorcerer level, or which cantrip to learn 
at fourth level, these are recommended:

Sorcerer Level 2: detect magic
Sorcerer Level 3: scorching ray
Sorcerer Level 4: mending (new cantrip), 
detect thoughts
Sorcerer Level 5: ! reball

Sorcerer Level 2:   

Sorcerer Level 3:     

Sorcerer Level 4:        

Sorcerer Level 5:          

SORCERY POINTS

13 +515 +7
at

Level 5
at

Level 5

14 +6
at

Level 4
at

Level 4

SPELL SHEET: SORCERER Spell Save DC Spell attack bonus

Spellcasting ability: Charisma

known Spells

NOTE: When you gain a Sorcerer level, 
you can choose one of the Sorcerer spells 
you know and replace it with another 
spell from the Sorcerer spell list, which 
also must be of a level for which you have 
spell slots.

Sorcerous Origin: Draconic Bloodline
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Level 5
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Level 4
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Level 4

SORCERER SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: Charisma Sorcerous Origin: Draconic Bloodline

CANTRIPS

FIRE BOLT
Evocation cantrip
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous
You hurl a mote of $ re at a creature or object within range. 
Make a ranged spell attack against the target. On a hit, the 
target takes 1d10 $ re damage. A & ammable object hit by this 
spell ignites if it isn’t being worn or carried.
% is spell’s damage increases by 1d10 when you reach 5th level 
(2d10), 11th level (3d10), and 17th level (4d10).

MAGE HAND
Conjuration cantrip
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 minute
A spectral, & oating hand appears at a point you choose within 
range. % e hand lasts for the duration or until you dismiss it 
as an action. % e 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.
% e hand can’t attack, activate magic items, or carry more 
than 10 pounds.

MENDING
Transmutation cantrip
Casting Time: 1 minute
Range: Touch
Components: V, S, M (two lodestones)
Duration: Instantaneous
% is spell repairs a single break or tear in an object you touch, 
such as a broken chain link, two halves of a broken key, a torn 
cloak, or a leaking wineskin. As long as the break or tear is no 
larger than 1 foot in any dimension, you mend it, leaving no 
trace of the former damage.
% is spell can physically repair a magic item or construct, but 
the spell can’t restore magic to such an object.

PRESTIDIGITATION
Transmutation cantrip
Casting Time: 1 action
Range: 10 feet
Components: V, S
Duration: Up to 1 hour
% is spell is a minor magical trick that novice spellcasters use 
for practice. You create one of the following magical e" ects 
within range:

•   You create an instantaneous, harmless sensory e" ect, 
such as a shower of sparks, a pu"  of wind, faint musical 
notes, or an odd odor.

•   You instantaneously light or snu"  out a candle, a torch, or 
a small camp$ re.

•   You instantaneously clean or soil an object no larger than 
1 cubic foot.

•   You chill, warm, or & avor 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 $ t in your hand and that lasts until the end of your 
next turn.

If you cast this spell multiple times, you can have up to three 
of its non-instantaneous e" ects active at a time, and you can 
dismiss such an e" ect as an action.

SHOCKING GRASP
Evocation cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
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 
lightning damage, and it can’t take reactions until the start of 
its next turn.
% e spell’s damage increases by 1d8 when you reach 5th level 
(2d8), 11th level (3d8), and 17th level (4d8).
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SORCERER SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: Charisma Sorcerous Origin: Draconic Bloodline

1ST LEVEL

BURNING HANDS
1st-level evocation
Casting Time: 1 action
Range: Self (15-foot cone)
Components: V, S
Duration: Instantaneous
As you hold your hands with thumbs touching and $ ngers 
spread, a thin sheet of & ames shoots forth from your 
outstretched $ ngertips. Each creature in a 15-foot cone 
must make a Dexterity saving throw. A creature takes 3d6 
$ re damage on a failed save, or half as much damage on a 
successful one.
% e $ re ignites any & ammable 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.

DETECT MAGIC
1st-level divination (ritual)
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes
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.
% e 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.

SLEEP
1st-level enchantment
Casting Time: 1 action
Range: 90 feet
Components: V, S, M (a pinch of $ ne sand, rose petals, or a 
cricket)
Duration: 1 minute
% is spell sends creatures into a magical slumber. Roll 5d8; the 
total is how many hit points of creatures this spell can a" ect. 
Creatures within 20 feet of a point you choose within range 
are a" ected in ascending order of their current hit points 
(ignoring unconscious creatures).
Starting with the creature that has the lowest current hit 
points, each creature a" ected 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. Subtract 
each creature’s hit points from the total before moving on to 
the creature with the next lowest hit points. A creature’s hit 
points must be equal to or less than the remaining total for 
that creature to be a" ected.
Undead and creatures immune to being charmed aren’t 
a" ected 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.
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SORCERER SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: Charisma Sorcerous Origin: Draconic Bloodline

2ND LEVEL

DETECT THOUGHTS
2nd-level divination
Casting Time: 1 action
Range: Self
Components: V, S, M (a copper piece)
Duration: Concentration, up to 1 minute
For the duration, you can read the thoughts of certain 
creatures. When you cast the spell and as your action on each 
turn until the spell ends, you can focus your mind on any one 
creature that you can see within 30 feet of you. If the creature 
you choose has an Intelligence of 3 or lower or doesn’t speak 
any language, the creature is una" ected.
You initially learn the surface thoughts of the creature—what 
is most on its mind in that moment. As an action, you can 
either shi#  your attention to another creature’s thoughts or 
attempt to probe deeper into the same creature’s mind. If 
you probe deeper, the target must make a Wisdom saving 
throw. If it fails, you gain insight into its reasoning (if any), 
its emotional state, and something that looms large in its 
mind (such as something it worries over, loves, or hates). If it 
succeeds, the spell ends. Either way, the target knows that you 
are probing into its mind, and unless you shi#  your attention 
to another creature’s thoughts, the creature can use its action 
on its turn to make an Intelligence check contested by your 
Intelligence check; if it succeeds, the spell ends.
Questions verbally directed at the target creature naturally 
shape the course of its thoughts, so this spell is particularly 
e" ective as part of an interrogation.
You can also use this spell to detect the presence of thinking 
creatures you can’t see. When you cast the spell or as your 
action during the duration, you can search for thoughts within 
30 feet of you. % e spell can penetrate barriers, but 2 feet of 
rock, 2 inches of any metal other than lead, or a thin sheet of 
lead blocks you. You can’t detect a creature with an Intelligence 
of 3 or lower or one that doesn’t speak any language.
Once you detect the presence of a creature in this way, you 
can read its thoughts for the rest of the duration as described 
above, even if you can’t see it, but it must still be within range.

SCORCHING RAY
2nd-level evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous
You create three rays of $ re and hurl them at targets within 
range. You can hurl them at one target or several.
Make a ranged spell attack for each ray. On a hit, the target 
takes 2d6 $ re damage.
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, you create one additional ray for each slot 
level above 2nd.

3RD LEVEL

FIREBALL
3rd-level evocation
Casting Time: 1 action
Range: 150 feet
Components: V, S, M (a tiny ball of bat guano and sulfur)
Duration: Instantaneous
A bright streak & ashes from your pointing $ nger to a point 
you choose within range and then blossoms with a low roar 
into an explosion of & ame. Each creature in a 20-foot-radius 
sphere centered on that point must make a Dexterity saving 
throw. A target takes 8d6 $ re damage on a failed save, or half 
as much damage on a successful one.
% e $ re spreads around corners. It ignites & ammable objects 
in the area that aren’t being worn or carried.
At Higher Levels. When you cast this spell using a spell slot of 
4th level or higher, the damage increases by 1d6 for each slot 
level above 3rd.



Hit Dice  [1d8 + 2 per Level]:          
Damage Resistance: Fire

Max Hit points Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Deception (Cha)
 Intimidation (Cha)
 Performance (Cha)
 Persuasion (Cha)

PASSIVE PERCEPTION

+2
-1
+4
+0
+7
+1
-1
+7
+4
-1
+1
-1
+3
+3
+1
+2
+2
-1

WARLOCK
As a warlock, you make a pact with a powerful supernatural being who grants you spells and 
magical abilities in return for your service.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Tie! ing Medium 30 feet
BACKGROUND RACE SIZE SPEED
Warlock 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: +0 +0 +0
  Dexterity: +2 +2 +2
  Constitution: +1 +1 +1
  Intelligence: +1  +1 +1
  Wisdom: +1 +1 +2
  Charisma: +5 +6 +7

10
+2

+0
+3

17 +3

8 "1

19 +4

13 +1

13 +1

14 +2

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at
Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: CHARISMA

+2
-1
+3
+0
+5
+1
-1
+5
+3
-1
+1
-1
+3
+3
+1
+2
+2
-1

+6
+6
+4
+4 

9

3

Armor: Light armor
Weapons: Simple weapons

Tools:

Languages: Common, Infernal

 PROFICIENCIES

10 16 22 28 34

at Level 4 at Level 5

Armor Class: 13
Initiative: +2
Death Saves   Y:     

N:      

ATTACKS

Eldritch Blast. Ranged Spell Attack.   
+5 to hit, range 120 # ., one target.  +6 to hit +7 to hit
Hit: 1d10 force damage. 1d10 + 4 damage* 2 beams, one or
AT LEVEL 2: 1d10 + 3 force damage.*  two targets

Light Crossbow. Ranged Weapon Attack. 
+4 to hit, range 80/320 # ., one target.   +5 to hit
Hit: 1d8 + 2 piercing damage.

Dagger. Melee or Ranged Weapon Attack. 
+4 to hit, reach 5 # . or range 20/60 # ., one target.   +5 to hit
Hit: 1d4 + 2 piercing damage or 1d4 piercing 
damage if the attack was made as a bonus action 
as part of two-weapon $ ghting.

at Level 4 at Level 5

*Includes increased damage granted by 
Agonizing Blast. (See CLASS FEATURES.)



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 dim light. 
You can’t discern color in darkness, only shades of gray.
Hellish Resistance. You have resistance to $ re damage.
Infernal Legacy. You know the thaumaturgy cantrip.

RACIAL FEATURES

  Pact Magic. Charisma is your spellcasting ability for your 
spells. % e saving throw DC to resist a spell you cast is 8 + 
your Charisma modi$ er + your pro$ ciency bonus. Your 
attack bonus when you make an attack with a spell is your 
Charisma modi$ er + your pro$ ciency bonus.

  Dark One’s Blessing. Starting at 1st level, when you reduce 
a hostile creature to 0 hit points, you gain temporary hit 
points equal to your Charisma modi$ er + your warlock 
level (minimum of 1).

  [LEVEL 2] Agonizing Blast. When you cast eldritch blast, 
add +3 to the damage it deals on a hit.

  [LEVEL 2] Eldritch Sight. You can cast detect magic at 
will, without expending a spell slot.

  [LEVEL 3] Infernal Legacy. You can cast the hellish rebuke
spell as a 2nd-level spell once with this trait and regain the 
ability to do so when you $ nish a long rest. % e spell save 
DC for this spell is the same as the DC for your warlock 
spells.

  [LEVEL 3] Pact of the Tome. Your patron gives you a 
grimoire called a Book of Shadows. When you gain this 
feature, choose three cantrips from any class’s spell list 
(the three needn’t be from the same list). While the book 
is on your person, you can cast those cantrips at will. 
% ey don’t count against your number of cantrips known. 
If they don’t appear on the warlock spell list, they are 
nonetheless warlock spells for you. If you lose your Book 
of Shadows, you can perform a 1-hour ceremony to receive 
a replacement from your patron. % is ceremony can be 
performed during a short or long rest, and it destroys the 
previous book. % e book turns to ash when you die.

  [LEVEL 5] Infernal Legacy. You can cast the darkness spell 
once with this trait and regain the ability to do so when you 
$ nish a long rest.

  [LEVEL 5] Book of Ancient Secrets. Choose two 1st-level 
spells that have the ritual tag from any class’s spell list (the 
two needn’t be from the same list). % e spells appear in 
your Book of Shadows and don’t count against the number 
of spells you know. With your book in hand, you can cast 
the chosen spells as rituals. You can’t cast the spells except 
as rituals, unless you’ve learned them by some other means. 
You can also cast a warlock spell you know as a ritual if it 
has the ritual tag.   You can add other ritual spells to your 
Book of Shadows. When you $ nd such a spell, you can add 
it to the book if the spell’s level is equal to or less than half 
your warlock level (rounded up) and if you can spare the 
time to transcribe the spell. For each level of the spell, the 
transcription process takes 2 hours and costs 50 gp for the 
rare inks needed to inscribe it.

CLASS FEATURES

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Leather Armor Backpack
Arcane Focus Bedroll
Light Crossbow Waterskin
Tinker’s Tools 10 Days of Rations
20 Bolts Belt Pouch
3 Daggers Tinderbox
Hammer 10 Pitons
Crowbar 10 Torches
50 Feet of Hempen Rope

EQUIPMENT



WARLOCK LEVEL 1

Cantrips (3 known, cast at-will)
eldritch blast
minor illusion
thaumaturgy
Spell Slots Used:  
2 Known Spells:
burning hands
command

WARLOCK LEVEL 2

Cantrips (3 known, cast at-will)
eldritch blast
minor illusion
thaumaturgy
Eldritch Sight (cast at-will)
detect magic
1st Level Spell Slots Used:   
3 Additional Known Spells:

WARLOCK LEVEL 3

Cantrips (3 known, cast at-will)
eldritch blast
minor illusion
thaumaturgy
Eldritch Sight (cast at-will)
detect magic
Infernal Legacy (recharge: long rest)

   hellish rebuke
2nd Level Spell Slots Used:   
4 Additional Known Spells:

WARLOCK LEVEL 4

Cantrips (4 known, cast at-will)
eldritch blast
minor illusion
thaumaturgy

Eldritch Sight (cast at-will)
detect magic
Infernal Legacy (recharge: long rest)

   hellish rebuke
2nd Level Spell Slots Used:   
5 Additional Known Spells:

WARLOCK LEVEL 5

Cantrips (4 known, cast at-will)
eldritch blast
minor illusion
thaumaturgy

Eldritch Sight (cast at-will)
detect magic
Infernal Legacy (recharge: long rest)

   darkness
   hellish rebuke

3rd Level Spell Slots Used:   
6 Additional Known Spells:

Cantrips (3 from any class spell list)

Rituals (from any class spell list)

BOOK OF SHADOWS

Recommended Spells:
If you are unsure which spells to learn at each 
warlock level, or which cantrip to learn at 
fourth level, these are recommended:

Warlock Level 2: unseen servant
Warlock Level 3: blindness/deafness
Warlock Level 4: mage hand (new cantrip), 
misty step
Warlock Level 5: major image

13 +515 +7
at

Level 5
at

Level 5

14 +6
at

Level 4
at

Level 4

SPELL SHEET: WARLOCK Spell Save DC Spell attack bonus

Spellcasting ability: Charisma

known Spells

NOTE: When you gain a warlock level, you 
can choose one of the warlock spells you 
know and replace it with another spell from 
the warlock spell list, which also must be of a 
level for which you have spell slots.

Pact Boon: Pact of the Tome



13 +515 +7
at

Level 5
at

Level 5

14 +6
at

Level 4
at

Level 4

WARLOCK SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: Charisma Pact Boon: Pact of the Tome

CANTRIPS

ELDRITCH BLAST
Evocation cantrip
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous
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.
% e 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 di& erent ones. Make a separate attack roll 
for each beam.

MAGE HAND
Conjuration cantrip
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 minute
A spectral, ! oating hand appears at a point you choose within 
range. % e hand lasts for the duration or until you dismiss it 
as an action. % e 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.
% e hand can’t attack, activate magic items, or carry more 
than 10 pounds.

MINOR ILLUSION
Illusion cantrip
Casting Time: 1 action
Range: 30 feet
Components: S, M (a bit of ! eece)
Duration: 1 minute
You create a sound or an image of an object within range that 
lasts for the duration. % e 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. % e sound 
continues unabated throughout the duration, or you can make 
discrete sounds at di& erent times before the spell ends.
If you create an image of an object—such as a chair, muddy 
footprints, or a small chest—it must be no larger than a 5-foot 
cube. % e image can’t create sound, light, smell, or any other 
sensory e& ect. Physical interaction with the image reveals it to 
be an illusion, because things can pass through it.
If a creature uses its action to examine the sound or image, the 
creature can determine that it is an illusion with a successful 
Intelligence (Investigation) check against your spell save DC. 
If a creature discerns the illusion for what it is, the illusion 
becomes faint to the creature.

THAUMATURGY
Transmutation cantrip
Casting Time: 1 action
Range: 30 feet
Components: V
Duration: Up to 1 minute
You manifest a minor wonder, a sign of supernatural power, 
within range. You create one of the following magical e& ects 
within range:

•   Your voice booms up to three times as loud as normal for 
1 minute.

•   You cause ! ames to ! icker, brighten, dim, or change color 
for 1 minute.

•   You cause harmless tremors in the ground for 1 minute.
•   You create an instantaneous sound that originates from 

a point of your choice within range, such as a rumble of 
thunder, the cry of a raven, or ominous whispers.

•   You instantaneously cause an unlocked door or window 
to ! y open or slam shut.

•   You alter the appearance of your eyes for 1 minute.
If you cast this spell multiple times, you can have up to three 
of its 1-minute e& ects active at a time, and you can dismiss 
such an e& ect as an action.



13 +515 +7
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14 +6
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Level 4
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Level 4

WARLOCK SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: Charisma Pact Boon: Pact of the Tome

1ST LEVEL

BURNING HANDS
1st-level evocation
Casting Time: 1 action
Range: Self (15-foot cone)
Components: V, S
Duration: Instantaneous
As you hold your hands with thumbs touching and $ ngers 
spread, a thin sheet of ! ames shoots forth from your 
outstretched $ ngertips. Each creature in a 15-foot cone must 
make a Dexterity saving throw. A creature takes 3d6 $ re damage 
on a failed save, or half as much damage on a successful one.
% e $ re ignites any ! ammable 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.

COMMAND
1st-level enchantment
Casting Time: 1 action
Range: 60 feet
Components: V
Duration: 1 round
You speak a one-word command to a creature you can see 
within range. % e target must succeed on a Wisdom saving 
throw or follow the command on its next turn. % e spell has 
no e& ect if the target is undead, if it doesn’t understand your 
language, or if your command is directly harmful to it.
Some typical commands and their e& ects follow. You might 
issue a command other than one described here. If you do so, 
the DM determines how the target behaves. If the target can’t 
follow your command, the spell ends.

•   Approach. % e target moves toward you by the shortest 
and most direct route, ending its turn if it moves within 
5 feet of you.

•   Drop. % e target drops whatever it is holding and then 
ends its turn.

•   Flee. % e target spends its turn moving away from you 
by the fastest available means.

•   Grovel. % e target falls prone and then ends its turn.
•   Halt. % e target doesn’t move and takes no actions. A 

! ying creature stays alo# , provided that it is able to do 
so. If it must move to stay alo# , it ! ies the minimum 
distance needed to remain in the air.

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

DETECT MAGIC
1st-level divination (ritual)
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes
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.
% e 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.

HELLISH REBUKE
1st-level evocation
Casting Time: 1 reaction, which you take in response to being 
damaged by a creature within 60 feet of you that you can see
Range: 60 feet
Components: V, S
Duration: Instantaneous
You point your $ nger, and the creature that damaged you is 
momentarily surrounded by hellish ! ames. % e creature must 
make a Dexterity saving throw. It takes 2d10 $ re 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.

UNSEEN SERVANT
1st-level conjuration (ritual)
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a piece of string and a bit of wood)
Duration: 1 hour
% is spell creates an invisible, mindless, shapeless force that 
performs simple tasks at your command until the spell ends. 
% e servant springs into existence in an unoccupied space 
on the ground within range. It has AC 10, 1 hit point, and a 
Strength of 2, and it can’t attack. If it drops to 0 hit points, the 
spell ends.
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WARLOCK SPELLS Spell Save DC Spell attack bonus

Spellcasting ability: Charisma Pact Boon: Pact of the Tome

Once on each of your turns as a bonus action, you can mentally 
command the servant to move up to 15 feet and interact with 
an object. % e servant can perform simple tasks that a human 
servant could do, such as fetching things, cleaning, mending, 
folding clothes, lighting $ res, serving food, and pouring wine. 
Once you give the command, the servant performs the task to 
the best of its ability until it completes the task, then waits for 
your next command.
If you command the servant to perform a task that would 
move it more than 60 feet away from you, the spell ends.

2ND LEVEL

BLINDNESS/DEAFNESS
2nd-level necromancy
Casting Time: 1 action
Range: 30 feet
Components: V
Duration: 1 minute
You can blind or deafen a foe. Choose one creature that you 
can see within range to make a Constitution saving throw. If 
it fails, the target is either blinded or deafened (your choice) 
for the duration. At the end of each of its turns, the target 
can make a Constitution saving throw. On a success, the 
spell ends.
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, you can target one additional creature for 
each slot level above 2nd.

DARKNESS
2nd-level evocation
Casting Time: 1 action
Range: 60 feet
Components: V, M (bat fur and a drop of pitch or piece of coal)
Duration: Concentration, up to 10 minutes
Magical darkness spreads from a point you choose within 
range to $ ll a 15-foot-radius sphere for the duration. % e 
darkness spreads around corners. A creature with darkvision 
can’t see through this darkness, and nonmagical light can’t 
illuminate it.
If the point you choose is on an object you are holding or one 
that isn’t being worn or carried, the darkness emanates from 
the object and moves with it. Completely covering the source 
of the darkness with an opaque object, such as a bowl or a 
helm, blocks the darkness.

If any of this spell’s area overlaps with an area of light created 
by a spell of 2nd level or lower, the spell that created the light 
is dispelled.

3RD LEVEL

MAJOR IMAGE
3rd-level illusion
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (a bit of ! eece)
Duration: Concentration, up to 10 minutes
You create the image of an object, a creature, or some 
other visible phenomenon that is no larger than a 20-foot 
cube. % e image appears at a spot that you can see within 
range and lasts for the duration. It seems completely real, 
including sounds, smells, and temperature appropriate to 
the thing depicted. You can’t create su'  cient heat or cold to 
cause damage, a sound loud enough to deal thunder damage 
or deafen a creature, or a smell that might sicken a creature 
(like a troglodyte’s stench).
As long as you are within range of the illusion, you can use 
your action to cause the image to move to any other spot 
within range. As the image changes location, you can alter 
its appearance so that its movements appear natural for the 
image. For example, if you create an image of a creature 
and move it, you can alter the image so that it appears to 
be walking. Similarly, you can cause the illusion to make 
di& erent sounds at di& erent times, even making it carry on a 
conversation, for example.
Physical interaction with the image reveals it to be an illusion, 
because things can pass through it. A creature that uses 
its action to examine the image can determine that it is an 
illusion with a successful Intelligence (Investigation) check 
against your spell save DC. If a creature discerns the illusion 
for what it is, the creature can see through the image, and its 
other sensory qualities become faint to the creature.
At Higher Levels. When you cast this spell using a spell slot 
of 6th level or higher, the spell lasts until dispelled, without 
requiring your concentration.



Hit Dice  [1d6+2 per Level]:          

Max Hit points

ATTACKS

Ray of Frost. Cantrip. Ranged Spell Attack.
+5 to hit, range 60 ! ., one target. +6 to hit +7 to hit
Hit: 1d8 cold damage, target’s speed is reduced  2d8 cold
by 10 feet until the start of your next turn.   damage

Shocking Grasp. Cantrip. Melee Spell Attack.
+5 to hit, reach 5 ! ., one target. +6 to hit +7 to hit
You have advantage on the attack roll if the target  
is wearing armor made of metal.
Hit: 1d8 lightning damage, and the target can’t   2d8 lightning
take reactions until the start of its next turn.  damage

Dagger. Melee or Ranged Weapon Attack. 
+4 to hit, reach 5 ! . or range 20/60 ! ., one target.   +5 to hit
Hit: 1d4 + 2 piercing damage.

Current / Temp HP

CHARACTER PORTRAIT OR SYMBOL

SKILL CHECKS
 Acrobatics (Dex) 
 Animal Handling (Wis)
 Arcana (Int)
 Athletics (Str)
 Deception (Cha)
 History (Int)
 Insight (Wis)
 Intimidation (Cha)
 Investigation (Int)
 Medicine (Wis)
 Nature (Int)
 Perception (Wis)
 Performance (Cha)
 Persuasion (Cha)
 Religion (Int)
 Sleight of Hand (Dex)
 Stealth (Dex)
 Survival (Wis)

at Level 4
 Arcana (Int)
 History (Int)
 Investigation (Int)
 Nature (Int)
 Religion (Int)

PASSIVE PERCEPTION

+2
+1
+7
-1
+0
+7
+4
+0
+7
+1
+4
+1
+1
+0
+4
+2
+2
+1

WIZARD
As a wizard, you study the mysteries of the arcane. You can bend magic to your will and pick 
the right spell for any situation thanks to your education.

1

2

PLAYER NAME 

CHARACTER NAME ALIGNMENT 

APPEARANCE

 Gnome (Rock Gnome) Small 25 feet
BACKGROUND RACE SIZE SPEED
Wizard 1   2   3   4   5
CLASS LEVEL EXPERIENCE POINTS

ABILITY SCORES

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA 

PROFICIENCY BONUS

SAVING THROWS
  Strength: -1 -1 -1
  Dexterity: +2 +2 +2
  Constitution: +2 +2 +2
  Intelligence: +5  +6 +7
  Wisdom: +3 +3 +4
  Charisma: +0 +0 +0

8
+2

"1
+3

10 +0

12 +1

19 +4

17 +3

14 +2

14 +2

d20
modi! er

at
Level 5

at
Level 4

at
Level 5

Level 1     Level 2     Level 3     Level 4     Level 5

at
Level 5

LEVEL 4 ABILITY SCORE
IMPROVEMENT: INTELLIGENCE

+2
+1
+5
-1
+0
+5
+3
+0
+5
+1
+3
+1
+1
+0
+3
+2
+2
+1

+6
+6
+6
+4 
+4

11

3

Armor: None
Weapons: Daggers, darts, slings,
quartersta# s, light crossbows
Tools: Tinker’s tools

Languages: Common, Gnomish

 PROFICIENCIES

8 14 20 26 32

at Level 4 at Level 5

Armor Class: 12 15
Initiative: +2
Death Saves   Y:     

N:      

mage
armor



Arti! cer’s Lore. Whenever you make an Intelligence 
(History) check related to magic items, alchemical objects, 
or technological devices, you can add twice your pro$ ciency 
bonus, instead of any pro$ ciency bonus you normally apply.
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 dim light. 
You can’t discern color in darkness, only shades of gray.
Gnome Cunning. You have advantage on all Intelligence, 
Wisdom, and Charisma saving throws against magic.
Tinker. Using tinker’s tools, you can spend 1 hour and 10 gp 
worth of materials to construct a Tiny clockwork device (AC 
5, 1 hp). % e device ceases to function a! er 24 hours (unless 
you spend 1 hour repairing it to keep the device functioning), 
or when you use your action to dismantle it; at that time, you 
can reclaim the materials used to create it. You can have up to 
three such devices active at a time. When you create a device, 
choose one of the following options:

  Clockwork Toy: When placed on the ground, the toy 
moves 5 feet across the ground on each of your turns in a 
random direction.

  Fire Starter: % e device produces a miniature & ame, which 
you can use to light a candle, torch, or camp$ re. Using the 
device requires your action.

  Music Box: When opened, this music box plays a single 
song at a moderate volume. % e box stops playing when it 
reaches the song’s end or when it is closed.

RACIAL FEATURES

  Spellcasting. Intelligence is your spellcasting ability for 
your spells. % e saving throw DC to resist a spell you cast 
is 8 + your Intelligence modi$ er + your pro$ ciency bonus. 
Your attack bonus when you make an attack with a spell is 
your Intelligence modi$ er + your pro$ ciency bonus.

  Arcane Recovery. Once per day when you $ nish a short 
rest, you can choose expended spell slots to recover. % e 
spell slots can have a combined level that is equal to or less 
than half your wizard level (rounded up).

  [LEVEL 2] Evocation Savant. % e gold and time you 
must spend to copy an evocation spell into your spellbook 
is halved.

  [LEVEL 2] Sculpt Spells. When you cast an evocation spell 
that a# ects other creatures you can see, you can choose a 
number of them equal to 1 + the spell’s level. % e chosen 
creatures automatically succeed on their saving throws 
against the spell, and they take no damage if they would 
normally take half damage from it.

CLASS FEATURES

Each time you gain a wizard level, you can add two wizard 
spells of your choice to your spellbook, chosen from the 
wizard spell list in the rulebook. Each of these spells must be 
of a level for which you have spell slots. On your adventures, 
you might also $ nd scrolls or books containing other spells 
you can add to your spellbook.
Copying a Spell into the Book. When you $ nd a wizard spell, 
you can add it to your spellbook if it is of a level for which you 
have spell slots and if you can spare the time to decipher and 
copy it. For each level of the spell, the process takes 2 hours 
and requires 50 gp. % e cost represents material components 
you expend as you experiment with the spell to master it, as 
well as the $ ne inks you need to record it. Once you have spent 
this time and money, you can prepare the spell just like your 
other spells.

LEARNING NEW SPELLS

5
PERSONALITY TRAITS

BOND

IDEAL

FLAW

4

CP:  Gems & Art Objects:

SP:

GP: 10
PP:

Other coins: 

WEALTH 

Arcane Focus Backpack
Dagger Bedroll
Spellbook Waterskin
Tinker’s Tools 5 Days of Rations
Book of Lore Belt Pouch
Bottle of Ink Little Bag of Sand
Small Knife

EQUIPMENT



WIZARD LEVEL 1

Cantrips (3 known, cast at-will)
minor illusion
ray of frost
shocking grasp
1st Level Spells Slots Used:    
Prepare 4 Spells from Spellbook:
burning hands
mage armor
magic missile
shield

WIZARD LEVEL 3

Cantrips (3 known, cast at-will)
minor illusion
ray of frost
shocking grasp
1st Level Spells Slots Used:       
2nd Level Spells Slots Used:   
Prepare 6 Spells from Spellbook:

WIZARD LEVEL 2

Cantrips (3 known, cast at-will)
minor illusion
ray of frost
shocking grasp
1st Level Spells Slots Used:     
Prepare 5 Spells from Spellbook:

WIZARD LEVEL 4

Cantrips (4 known, cast at-will)
minor illusion
ray of frost
shocking grasp

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:     
Prepare 8 Spells from Spellbook:

WIZARD LEVEL 5

Cantrips (4 known, cast at-will)
minor illusion
ray of frost
shocking grasp

1st Level Spells Slots Used:       
2nd Level Spells Slots Used:     
3rd Level Spells Slots Used:   
Prepare 9 Spells from Spellbook:

Cantrips: minor illusion, 
ray of frost, shocking grasp

1st Level Spells: burning hands,
detect magic, disguise self, mage
armor, magic missile, shield

2nd Level Spells:

3rd Level Spells:

 SPELLBOOK

Recommended Spells:
If you are unsure which two spells to choose 
to add to your spellbook when you gain a 
wizard level, these are recommended:

Wizard Level 2: grease, hideous laughter
Wizard Level 3: acid arrow, invisibility
Wizard Level 4: acid splash (new cantrip), 
rope trick, scorching ray
Wizard Level 5: counterspell, ! reball
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CANTRIPS

ACID SPLASH
Conjuration cantrip
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous
You hurl a bubble of acid. Choose one creature within range, 
or choose two creatures within range that are within 5 feet of 
each other. A target must succeed on a Dexterity saving throw 
or take 1d6 acid damage.
% is spell’s damage increases by 1d6 when you reach 5th level 
(2d6), 11th level (3d6), and 17th level (4d6).

MINOR ILLUSION
Illusion cantrip
Casting Time: 1 action
Range: 30 feet
Components: S, M (a bit of & eece)
Duration: 1 minute
You create a sound or an image of an object within range that 
lasts for the duration. % e 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.
If you create an image of an object—such as a chair, muddy 
footprints, or a small chest—it must be no larger than a 5-foot 
cube. % e image can’t create sound, light, smell, or any other 
sensory e# ect. Physical interaction with the image reveals it to 
be an illusion, because things can pass through it.
If a creature uses its action to examine the sound or image, the 
creature can determine that it is an illusion with a successful 
Intelligence (Investigation) check against your spell save DC. 
If a creature discerns the illusion for what it is, the illusion 
becomes faint to the creature.

RAY OF FROST
Evocation cantrip
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous
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.
% e spell’s damage increases by 1d8 when you reach 5th level 
(2d8), 11th level (3d8), and 17th level (4d8).

SHOCKING GRASP
Evocation cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous
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 
lightning damage, and it can’t take reactions until the start of 
its next turn.
% e spell’s damage increases by 1d8 when you reach 5th level 
(2d8), 11th level (3d8), and 17th level (4d8).
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1ST LEVEL

BURNING HANDS
1st-level evocation
Casting Time: 1 action
Range: Self (15-foot cone)
Components: V, S
Duration: Instantaneous
As you hold your hands with thumbs touching and $ ngers 
spread, a thin sheet of & ames shoots forth from your 
outstretched $ ngertips. Each creature in a 15-foot cone 
must make a Dexterity saving throw. A creature takes 3d6 
$ re damage on a failed save, or half as much damage on a 
successful one.
% e $ re ignites any & ammable 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.

GREASE
1st-level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a bit of pork rind or butter)
Duration: 1 minute
Slick grease covers the ground in a 10-foot square centered 
on a point within range and turns it into di'  cult terrain for 
the duration.
When the grease appears, each creature standing in its area 
must succeed on a Dexterity saving throw or fall prone. A 
creature that enters the area or ends its turn there must also 
succeed on a Dexterity saving throw or fall prone.

HIDEOUS LAUGHTER
1st-level enchantment
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (tiny tarts and a feather that is waved 
in the air)
Duration: Concentration, up to 1 minute
A creature of your choice that you can see within range 
perceives everything as hilariously funny and falls into $ ts of 
laughter if this spell a# ects it. % e target must succeed on a 
Wisdom saving throw or fall prone, becoming incapacitated 
and unable to stand up for the duration. A creature with an 

Intelligence score of 4 or less isn’t a# ected.
At the end of each of its turns, and each time it takes damage, 
the target can make another Wisdom saving throw. % e target 
has advantage on the saving throw if it’s triggered by damage. 
On a success, the spell ends.

MAGE ARMOR
1st-level abjuration
Casting Time: 1 action
Range: Touch
Components: V, S, M (a piece of cured leather)
Duration: 8 hours
You touch a willing creature who isn’t wearing armor, and 
a protective magical force surrounds it until the spell ends. 
% e target’s base AC becomes 13 + its Dexterity modi$ er. 
% e spell ends if the target dons armor or if you dismiss the 
spell as an action.

MAGIC MISSILE
1st-level evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous
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. % e 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.

SHIELD
1st-level abjuration
Casting Time: 1 reaction, which you take when you are hit by 
an attack or targeted by the magic missile spell
Range: Self
Components: V, S
Duration: 1 round
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.
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2ND LEVEL

ACID ARROW
2nd-level evocation
Casting Time: 1 action
Range: 90 feet
Components: V, S, M (powdered rhubarb leaf and an adder’s 
stomach)
Duration: Instantaneous
A shimmering green arrow streaks toward a target within 
range and bursts in a spray of acid. Make a ranged spell 
attack against the target. On a hit, the target takes 4d4 acid 
damage immediately and 2d4 acid damage at the end of its 
next turn. On a miss, the arrow splashes the target with acid 
for half as much of the initial damage and no damage at the 
end of its next turn.
At Higher Levels. When you cast this spell using a spell slot 
of 3rd level or higher, the damage (both initial and later) 
increases by 1d4 for each slot level above 2nd.

INVISIBILITY
2nd-level illusion
Casting Time: 1 action
Range: Touch
Components: V, S, M (an eyelash encased in gum arabic)
Duration: Concentration, up to 1 hour
A creature you touch becomes invisible until the spell ends. 
Anything the target is wearing or carrying is invisible as long 
as it is on the target’s person. % e spell ends for a target that 
attacks or casts a spell.
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, you can target one additional creature for 
each slot level above 2nd.

ROPE TRICK
2nd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M (powdered corn extract and a twisted 
loop of parchment)
Duration: 1 hour
You touch a length of rope that is up to 60 feet long. One end 
of the rope then rises into the air until the whole rope hangs 
perpendicular to the ground. At the upper end of the rope, 
an invisible entrance opens to an extradimensional space that 
lasts until the spell ends.
% e extradimensional space can be reached by climbing to the 
top of the rope. % e space can hold as many as eight Medium 
or smaller creatures. % e rope can be pulled into the space, 
making the rope disappear from view outside the space.
Attacks and spells can’t cross through the entrance into or 
out of the extradimensional space, but those inside can see 
out of it as if through a 3-foot-by-5-foot window centered on 
the rope.
Anything inside the extradimensional space drops out when 
the spell ends.

SCORCHING RAY
2nd-level evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous
You create three rays of $ re and hurl them at targets within 
range. You can hurl them at one target or several.
Make a ranged spell attack for each ray. On a hit, the target 
takes 2d6 $ re damage.
At Higher Levels. When you cast this spell using a spell slot of 
3rd level or higher, you create one additional ray for each slot 
level above 2nd.
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3RD LEVEL

COUNTERSPELL
3rd-level abjuration
Casting Time: 1 reaction, which you take when you see a creature 
within 60 feet of you casting a spell
Range: 60 feet
Components: S
Duration: Instantaneous
You attempt to interrupt a creature in the process of casting 
a spell. If the creature is casting a spell of 3rd level or lower, 
its spell fails and has no e# ect. If it is casting a spell of 4th 
level or higher, make an ability check using your spellcasting 
ability. % e DC equals 10 + the spell’s level. On a success, the 
creature’s spell fails and has no e# ect.
At Higher Levels. When you cast this spell using a spell slot 
of 4th level or higher, the interrupted spell has no e# ect if its 
level is less than or equal to the level of the spell slot you used.

FIREBALL
3rd-level evocation
Casting Time: 1 action
Range: 150 feet
Components: V, S, M (a tiny ball of bat guano and sulfur)
Duration: Instantaneous
A bright streak & ashes from your pointing $ nger to a point 
you choose within range and then blossoms with a low roar 
into an explosion of & ame. Each creature in a 20-foot-radius 
sphere centered on that point must make a Dexterity saving 
throw. A target takes 8d6 $ re damage on a failed save, or half 
as much damage on a successful one.
% e $ re spreads around corners. It ignites & ammable objects 
in the area that aren’t being worn or carried.
At Higher Levels. When you cast this spell using a spell slot of 
4th level or higher, the damage increases by 1d6 for each slot 
level above 3rd.
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