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1d20 SKILLS
® +5 ACROBATICS: I’'m good at tumbling, flipping, and rolling.

O +1 ANIMAL HANDLING: Animals really like me

O +3 ARCANA: | know about magic, spells, and weird things

QO #0 ATHLETICS: I’'m good at running, jumping, and climbing

O +4 DECEPTION: I'm good at lying and playing tricks on people
® +4 HISTORY: | know about things that happened a long time ago
O +1 INSIGHT: | know how people feel and can tell when they’re lying
O #+4 INTIMIDATION: I'm good at scaring people!

O +3 INVESTIGATION: | can find clues and secrets

O +1 MEDICINE: | can help people when they’re sick

O #+1 NATURE: | know all about plants and animals

O +1 PERCEPTION: I’'m good at finding and spotting things

® *7 PERFORMANCE: I'm good at putting on a show!

® 15 PERSUASION: I can get people to do what | want to do

O +3 RELIGION: | know about the gods and prayers

Tinderbox.

GP: SP: CP:

N

LANGUAGES: Common, Infernal

INVENTORY: Backpack, Bedroll, Bell, Bullseye Lantern,
8 flasks of oil, Rations (1 day), Waterskin, 3 Costumes,

expended.
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roll, potentially turning failure into
success. The Inspiration Die is then

INFERNAL LEGACY |
You have Resistance to Fire damage.

. BONUS SAVE J . BONUS SAVE J . BONUS SAVE © 46 SLEIGHT OF HAND: I'm good at hiding things and taking things
N N = SASSIVE (O +3 STEALTH: I'm good at hiding and staying quiet
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S BARDIC INSPIRATION | 3 times per JACK OF ALL TRADES |
Dagger (ZO/GOft) 1d20 + 4 1d4 +2 Piercing Long Rest You can add half your proficiency bonus,
. . As a bonus action, a creature of your rounded down {+1) to any ability check
Unarmed Strike 1d20+ 1 1 Bludgeoning hoice (other th if) 'thy' you make that doesn't already include it.
cholce {other than yourselt) wi I_n (This has already been included in your
1d20 + 60ft. that can see or hear you, gains skills.)
an Inspriation Die (1d6). Once within
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, N Inspiration Die and add it to the first | though it was dim light.
7 OTHER COMBAT STUFF N

ENCOURAGING SONG | At the end of any
Short or Long Rest

You can perform on a musical instrument
and give 2 allies Heroic Inspiration. While
they have Heroic Inspiration, they can
expend it to reroll any die immediately
after rolling it. The new roll must be kept.
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A O speLLcasTING Focus

You create up to four torch-sized lights within range,
making them appear as torches, lanterns, or glowing
orbs that hover in the air for the duration. You can also
combine the four lights into one glowing vaguely
humanoid form of Medium size. Whichever form you
choose, each light sheds dim light in a 10-foot radius.
As a bonus action on your turn, you can move the lights

up to 60 feet to a new spot within range. A light must

SPELLS | KNOW

ﬂvel

C Dancing Lights

be within 20 feet of another light created by this spell,
< and a light winks out if it exceeds the spell's range.

//

Vicious Mockery

60 ft 1 Action WIS DC13
Instant Vv

(OPREPARED)
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.

C Vicious Mockery A
1 Charm Person
1 Detect Magic 7 LEVED
1 Faerie Fire o Charm Person - 1
1 Healing Word o o o
g 30 ft 1 Action WIS DC13
1 Thunderwave S . :
1 Hour V,S
(OPREPARED)

One Humanoid you can see within range makes

a Wisdom saving throw. It does so with
Advantage if you or your allies are fighting it.

On a failed save, the target has the Charmed

condition until the spell ends or until you or

your allies damage it. The Charmed creature is

Friendly to you. When the spell ends, the target

knows it was Charmed by you.
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4 Detect Magic 1
Self 1 Action -
CONC | 10 Min V,S
(OPREPARED)

For the duration, you sense the presence of
magical effects within 30 feet of yourself. If you
sense such effects, you can take the Magic action
to see a faint aura around any visible creature or
object in the area that bears the magic, and if an
effect was created by a spell, you learn the spell’s
school of magic.

The spell is blocked by 1 foot of stone, dirt, or
wood; 1 inch of metal; or a thin sheet of lead.

N
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Faerie Fire
60 ft 1 Action DEX DC13
CONC | 1 Minute V
(QPREPARED)

Objects in a 20-foot Cube within range are outlined
in blue, green, or violet light (your choice). Each
creature in the Cube is also outlined if it fails a
Dexterity saving throw. For the duration, objects and
affected creatures shed Dim Light in a 10-foot radius
and can’t benefit from the Invisible condition.

Attack rolls against an affected creature or object
have Advantage if the attacker can see it.
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/ .
4 Healing Word
60 ft 1 Bonus Action -
Instantaneous V
(QPREPARED)

A creature of your choice that you can see
within range regains Hit Points equal to 2d4
plus your spellcasting ability modifier.

LEVEL

(QPREPARED)

LEVEL

7 Thunderwave

Self (15 ft cube) 1 Action CON DC13

Instantaneous V,S

(OPREPARED)
You unleash a wave of thunderous energy. Each
creature in a 15-foot Cube originating from you
makes 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, a creature takes half as much damage only.

In addition, unsecured objects that are entirely
within the Cube are pushed 10 feet away from you,
and a thunderous boom is audible within 300 feet.
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You can see in darkness up to 60ft as though it was dim light.
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