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CLASS & LEVEL PLAYER NAME
Tiefling Acolyte (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+1 17 116 -
INITIATIVE CLASS \ HIT POINTS J
, " 406 + 1d8 + 1d8 + 3d8 + 2010 + 348 + 3d6. ( \
Resistances - Poison successes OO0
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j )\ ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Calligrapher's Supplies, Flute
ABILITY SAVE DC |
P P === LANGUAGES ===
Abyssal, Common, Draconic, Druidic, Giant,
7 N Undercommon
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Bardic Inspiration * 3 / Long Rest

As a Bonus Action, you can inspire another
creature within 60 ft. that can see or hear you. That
creature gains one of your Bardic Inspiration dice
(1d6). Once within the next hour, when the creature
fails a D20 Test, the creature can roll the Bardic
Inspiration die and add the number rolled to the total,
potentially turnina the failure into a success.

You can confer your Bardic Inspiration die 3 times per
Long Rest.

Font of Magic: Create Spell Slot Level 1

You can transform 2 unexpended Sorcery Points
into a level 1 spell slot, which vanishes when you
finish a Long Rest.

Font of Magic: Create Spell Slot Level 2

You can transform 3 unexpended Sorcery Points
into a level 2 spell slot, which vanishes when you
finish a Long Rest.

Healing Light: Expend Healing « 4 / Long Rest
You can heal vourself or one creature vou can see

SENSES 3

\ ACTIONS Y,

7 N
12 eassivepercerrion Fire Bolt +9 4d10 Fire VIS
18 DASSIVE INSIGHT Shocking Grasp +9 4d8 Lightning VIS
Sorcerous Burst +9 4d8 Acid VIS
17 PASSIVE INVESTIGATION Starry Wisp +9 4d8 Radiant VIS

Darkvision 60 ft. Shillelagh +8 2d6+2 Bludgeoning D: 1m, V/S/M
Thorn Whip +8 4d6 Piercing V/ISIM

A WEAPON ATTACKS & CANTRIPS "/
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=== SORCERER FEATURES ===

* Core Sorcerer Traits « free-rules 139
* Spellcasting ¢ free-rules 139

* Innate Sorcery ¢ free-rules 140
Twice per Long Rest, you can take a Bonus Action to
unleash the simmering magic within you for 1 minute.

Activate this effect by clicking on this feature and
selecting Activate Innate Sorcery. Deselect it to stop
this effect.

| 2/ Long Rest ¢ 1 Bonus Action

* Font of Magic « free-rules 140

You can tap into the wellspring of magic within
yourself, which is represented by Sorcery Points (SP).
You have 4 SP and regain all expended points when
you finish a Long Rest. In addition to fueling effects
such as Metamagic, you can use your SP to fuel the
options below:

Converting Spell Slots to Sorcery Points. You can
expend a spell slot to gain a number of SP equal to the
slot’s level (no action required).
Creating Spell Slots. As a Bonus Action, you can
transform unexpended SP into one spell slot, creating
a spell slot no higher than level 5. Any spell slot you
create with this feature vanishes when you finish a
Long Rest. The conversion is as follows:

« Sorcerer Level 2 | 2 SP -> Spell Slot Level 1

« Sorcerer Level 3 | 3 SP -> Spell Slot Level 2

« Sorcerer Level 5| 5 SP -> Spell Slot Level 3

« Sorcerer Level 7 | 6 SP -> Spell Slot Level 4

« Sorcerer Level 9 | 7 SP -> Spell Slot Level 5

| Font of Magic: Sorcery Points: 4 / Long Rest ¢
Special

| Font of Magic: Convert Spell Slots: No Action

| Font of Magic: Create Spell Slot Level 1: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 2: 1 Bonus
Action

* Metamagic ¢ free-rules 141

You can alter spells to suit your needs; you know 2
Metamagic options which can be used to temporarily
modify spells you cast.

* Metamagic Options ¢ free-rules 141

| Empowered Spell ¢
When you roll damage for a spell, you can spend 1
Sorcery Points to reroll up to 3 damage dice and you
must use the new rolls. You can use Empowered Spell
even if you've already used a different Metamagic
option during the casting of the spell.

| Metamagic: Empowered Spell: Special
| Heightened Spell ¢
When you cast a spell that forces a creature to make a
saving throw, you can spend 2 Sorcery Points to give
one target Disadvantage on saves against the spell.
| Metamagic: Heightened Spell: Special
* Sorcerer Subclass ¢ free-rules 141
| Aberrant Sorcery
* Psionic Spells « PHB-2024 145
When you reach a Sorcerer level specified in the
Psionic Spells table, you thereafter always have the

listed spells prepared.

* Telepathic Speech « PHB-2024 145

N
As a Bonus Action, choose one creature you can see
within 30 ft., you and the chosen creature can
communicate with each other while the two of you are
within 3 miles. To understand each other, you must
mentally share a language. The telepathic connection
lasts for 4 minutes and ends early if you use this ability
to form a connection with another creature.

| 1 Bonus Action
* Ability Score Improvement « free-rules 141
=== DRUID FEATURES ===
* Core Druid Traits « free-rules 79
* Spellcasting ¢ free-rules 79

* Druidic « free-rules 80
You know Druidic and always have Speak with
Animals prepared.

You can use Druidic to leave hidden message. You
and others who know Druidic automatically spot such a
message. Others spot the message’s presence with a
successful DC 15 Intelligence (Investigation) check but
can’t decipher it without magic.

| Leave Druidic Message: Special

* Primal Order ¢ free-rules 80
You have dedicated yourself to one of the sacred
roles.

| Magician
You know one extra cantrip from the Druid spell list.
You also gain a +2 bonus to Intelligence (Arcana or
Nature) checks.

* Wild Shape - free-rules 80
As a Bonus Action, you shape-shift into a Beast form

FEATURES & TRAITS
\\
Shield 1 6 Ib. Tinderbox 1 11b.
Breastplate 1 20 Ib. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb. Caltrops 20 2 b.
Spear 1 3lb. Crowbar 1 51b.
Parchment 10 -
Backpack 1 5 lb.
Calligrapher's Supplies 1 5 lb.
Robe 1 4 1b.
WEIGHT CARRIED Book L 51b.
101 Ib. Holy Symbol 1 -
ENCUMBERED Crystal 1 11b.
120 Ib. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
240 Ib. Rope 1 51b.

EQUIPMENT
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that you have learned for this feature. You stay in that
form for 1 hours or until you use Wild Shape again,
have the Incapacitated condition, or die. You can also
leave the form early as a Bonus Action.

You can use Wild Shape 2 times per Long Rest, and
regain one expended use after finishing a Short Rest.

You are able to learn a number of Beast forms as
outlined below, and whenever you finish a Long Rest,
you can replace one of your known forms with another
eligible form.

« Level 2: You know 4 four Beast Forms with a max
CR of 1/4 that lack a Fly Speed.

« Level 4: You know 6 four Beast Forms with a max
CR of 1/2 that lack a Fly Speed.

« Level 8 You know 8 four Beast Forms with a max
CR of 1 and can adopt a form that has a Fly Speed.

| 2/ Long Rest ¢ 1 Bonus Action

* Wild Companion « free-rules 81

As a Magic action, you can expend a spell slot or a
use of Wild Shape to cast Find Familiar without
Material components. When you cast the spell in this
way, the familiar is Fey and disappears when you
finish a Long Rest.

* Druid Subclass « free-rules 81
| Circle of the Land
* Circle of the Land Spells « free-rules 84
| Polar Land «
* Land’s Aid  free-rules 85
As a Magic action, you can expend a use of Wild
Shape and choose a point within 60 ft. of you. A

10-ft.-radius Sphere is centered on that point; each
creature of your choice in the Sphere must make a DC

16 Con. saving throw, taking 2d6 Necrotic damage on
a failed save or half as much on a successful one. One
creature of your choice in that area regains 2d6 HP.

| Land’s Aid: Damage: 1 Action
| Land’s Aid: Heal: 1 Action
=== WARLOCK FEATURES ===
* Core Warlock Traits ¢ free-rules 153

* Eldritch Invocations ¢ free-rules 153

You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a
prerequisite, you must meet it to learn that invocation.

| Eldritch Spear ¢
Choose one of your known Warlock cantrips that deals
damage and has a range of 10+ feet. When you cast
that spell, its range increases by 90 ft.

| Lessons of the First Ones ¢
You can gain one Origin feat of your choice.

| Pact of the Tome
At the end of a Short or Long Rest you can conjure
forth a book in your hand, a Book of Shadows, which
contains eldritch magic that only you can access,
granting the benefits below.

* When the book appears, choose 3 cantrips and
choose two level 1 spells that have the Ritual tag,
which can be from any class’s spell list.

* You can use the book as a Spellcasting Focus.

The book disappears if you conjure another one or if
you die.

* Pact Magic « free-rules 153

ADDITIONAL FEATURES & TRAITS
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* Magical Cunning e free-rules 154

Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 1 expended Pact Magic
spell slots.

| 1/ Long Rest * 1 Minute
* Warlock Subclass ¢ free-rules 154

| Celestial Patron
* Celestial Spells « PHB-2024 160
When you reach a Warlock level specified in the
Celestial Spells table, you thereafter always have the
listed spells prepared.
* Healing Light « PHB-2024 160
You gain the ability to channel celestial energy to heal
wounds and have a pool of 4d6 to fuel this healing.
As a Bonus Action, you can heal yourself or one
creature you can see within 60 ft. by expending dice
from the pool. You can expend up to 3 at once. You
restore HP equal to the dice expended. You regain all
expended dice when you finish a Long Rest.

| Healing Light: Expend Healing: 4 / Long Rest * 1
Bonus Action

=== WIZARD FEATURES ===

* Core Wizard Traits « free-rules 165
* Spellcasting « free-rules 165

* Ritual Adept « free-rules 166

* Arcane Recovery ¢ free-rules 166

When you finish a Short Rest, you can choose
expended spell slots to recover. The spell slots can

ADDITIONAL EQUIPMENT
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have a combined level equal to 2, but none of the slots
can be level 6 or higher.

You can use this feature once per Long Rest.

| 1/ Long Rest « Special
* Scholar « free-rules 166
You can choose one of the skills in which you're
proficient and gain Expertise in it.
* Wizard Subclass ¢ free-rules 167

| Evoker
* Evocation Savant « free-rules 174
Choose two Evocation spells, each of which must not
be higher than level 2, and add them to your spellbook
for free.
Whenever you gain access to a new level of spell slots
in this class, you can add one Wizard spell from the
Evocation school to your spellbook for free.
* Potent Cantrip « free-rules 174
When you cast a cantrip at a creature and you miss
with the attack roll or the target succeeds on the
saving throw, the target takes half the damage (if any)
but suffers no additional effect.
=== RANGER FEATURES ===
* Core Ranger Traits ¢ free-rules 119
* Spellcasting ¢ free-rules 119
* Favored Enemy e free-rules 119
You always have Hunter's Mark prepared and can cast
it without expending a spell slot 2 times per Long Rest.

| Hunter’s Mark: 2 / Long Rest « 1 Bonus Action

* Weapon Mastery ¢ free-rules 120

* Deft Explorer  free-rules 120
You gain Expertise with one of your skill proficiencies.

You know two languages of your choice.
* Fighting Style « free-rules 120

| Druidic Warrior ¢
You learn two Druid cantrips of your choice. The
chosen cantrips count as Ranger spells for you, and
Wisdom is your spellcasting ability for them. Whenever
you gain a Ranger level, you can replace one of these
cantrips with another Druid cantrip.

=== BARD FEATURES ===
* Core Bard Traits e free-rules 59

* Bardic Inspiration « free-rules 59

As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d6). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success.

You can confer your Bardic Inspiration die 3 times per
Long Rest.

| 3/ Long Rest « 1 Bonus Action

* Spellcasting ¢ free-rules 59

You can spells through your bardic arts. Charisma is
your spellcasting ability for your Bard spells (Spell DC
17, Spell Attack +9). You can use a Musical Instrument
as a Spellcasting Focus for your Bard spells.

ADDITIONAL FEATURES & TRAITS
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=== CLERIC FEATURES ===
* Core Cleric Traits « free-rules 69
* Spellcasting ¢ free-rules 69
* Divine Order « free-rules 70
| Thaumaturge ¢
You know one extra cantrip from the Cleric spell list.

You also have a +2 bonus to your Arcana and Religion
checks.

=== TIEFLING SPECIES TRAITS ===

* Creature Type « PHB-2024 197
You are a Humanoid.

* Size « PHB-2024
You are Medium or Small, chosen when you select this
species.

* Speed « PHB-2024 197
You have a Speed of 30 ft.

* Darkvision « PHB-2024 197
You have Darkvision with a range of 60 ft.

* Fiendish Legacy *« PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
You gain the level 1 benefit of that legacy.

| Abyssal Legacy ¢
You have resistance to Poison damage and you gain
the spells outlined in the Fiendish Legacies table.
* Fiendish Legacy Spells « PHB-2024 197

| Charisma «

ADDITIONAL EQUIPMENT
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* Otherworldly Presence « PHB-2024 197

| Charisma «
You know the Thaumaturgy cantrip. When you cast it
with this trait, the spell uses Charisma.

* Languages ¢ PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* War Caster « PHB-2024 209
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Concentration. You have Advantage on Constitution
saving throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you, you can take a Reaction
to cast a spell at the creature rather than making an
Opportunity Attack. This spell must have a casting time
of one action and must target only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction
* Acolyte Ability Score Improvements « PHB-2024 178

| Increase two scores (+2 / +1) ¢

* Magic Initiate (Cleric) « free-rules 201
Two Cantrips. You learn two cantrips of your choice

from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma

* Magic Initiate (Druid) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Druid spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Druid
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma «

ADDITIONAL FEATURES & TRAITS

* Weapon Mastery « PHB-2024 120

| Longbow (Slow) «
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Quarterstaff (Topple) «
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 6 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Slow (Longbow): 1 Action

| Topple (Quarterstaff): 1 Action

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Acid Splash
Fire Bolt
Shocking Grasp
Sorcerous Burst
Minor lllusion
Vicious Mockery
Starry Wisp

Toll the Dead
Word of Radiance
Mending

Thorn Whip
Shillelagh
Prestidigitation
True Strike
Friends

Eldritch Blast
Mage Hand
Guidance
Spare the Dying
Druidcraft
Produce Flame
Poison Spray
Thaumaturgy
Resistance

Ray of Frost
Elementalism
Message
Thunderclap
Light

Sacred Flame
Blade Ward
Chill Touch
Dancing Lights

=== 1st LEVEL ===
Magic Missile
Shield

Witch Bolt
Feather Fall
Heroism

Animal Friendship
Command

Faerie Fire

Bane

Bless

Shield of Faith
Healing Word
Ceremony [R]

Protection from Evil and Good

(At will)

Sorcerer

Sorcerer

Sorcerer

Sorcerer

Sorcerer

Bard

Bard

Cleric

Cleric

Cleric

Druid

Druid

Wizard

Wizard

Wizard

Warlock

Warlock

Magic Initiate (Cleric)
Magic Initiate (Cleric)
Magic Initiate (Druid)
Magic Initiate (Druid)
Fiendish Legacy Spells
Otherworldly Presence
Divine Order

Circle of the Land Spells
Primal Order

Fighting Style

Fighting Style

Celestial Spells (Always Prepared)
Celestial Spells (Always Prepared)
Eldritch Invocations
Eldritch Invocations

Eldritch Invocations

4 Slots OO00
Sorcerer
Sorcerer
Sorcerer
Sorcerer
Bard
Bard
Bard
Bard
Cleric
Cleric
Cleric
Cleric
Cleric

Cleric

DEX 17
+9
+9
+9

WIS 17
+9

WIS 16
CON 16

+8
+8

CON 16
DEX 17
DEX 17
+9

WIS 17
WIS 17
DEX 17
CHA 16

1A
1A
1A
1A
1A
1A
1A
1A
1A
im
1A
1BA
1A
1A
1A
1A
1A
1A
1A
1A
1BA
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A

1A
1R
1A
1R
1A
1A
1A
1A
1A
1A
1BA
1BA
1h+ 10m

1A

60 ft./5 ft. Sphere V,S

120 ft. V,S
Touch V.S
120 ft. V,S
30 ft./5 ft. Cube S,M
60 ft. \Y

60 ft. V,S
60 ft. V.S
Self/5 ft. Emanation  \/,M
Touch V,SM
30 ft. V,S,\M
Self V,S,\M
10 ft. V.S
Self SM
10 ft. SM
120 ft. V.S
30 ft. V.S
Touch V.S
15 ft. V,S
30 ft. V.S
Self V,S
30 ft. V,S
30 ft. v
Touch V,S
60 ft. V,S
30 ft./5 ft. Cube V,S
120 ft. SM

Self/s5 ft. Emanation S

Touch V,M
60 ft. V,S
Self V,S
Touch V,S
120 ft. V,S,M
120 ft. V,S
Self V,S
60 ft. V,S,M
60 ft. V.M
Touch V,S
30 ft. V,S\M
60 ft. \Y

60 ft./20 ft. Cube V

30 ft. V,S\M
30 ft. V,SM
60 ft. V,S\M
60 ft. \
Touch V,S,\M
Touch V,S,\M
SPELLS

Instantaneous
Instantaneous
Instantaneous
Instantaneous
1 minute
Instantaneous
Instantaneous
Instantaneous
Instantaneous
Instantaneous
Instantaneous
1 minute

1 hour
Instantaneous
Concentration, up o 1 minute
Instantaneous
1 minute
Concentration, up o 1 minute
Instantaneous
Instantaneous
10 minutes
Instantaneous
1 minute
Concentration, up o 1 minute
Instantaneous
Instantaneous
1 round
Instantaneous
1 hour
Instantaneous
Concentration, up to 1 minute
Instantaneous

Concentration, up to 1 minute

Instantaneous
1 round
Concentration, up to 1 minute
1 minute
Goncentration, up o 1 minute
24 hours
Instantaneous
Concentration, up to 1 minute
Concentration, up o 1 minute
Concentration, up o 1 minute
Concentration,up 0 10 minutes
Instantaneous
Instantaneous

Concentration, up to 10 minutes

free-rules 239
free-rules 274
free-rules 316
free-rules 318
free-rules 298
free-rules 337
free-rules 320
PHB-2024 334
PHB-2024 343
free-rules 297
PHB-2024 333
free-rules 316
free-rules 307
free-rules 336
PHB-2024 277
free-rules 267
free-rules 293
free-rules 282
free-rules 318
free-rules 266
free-rules 308
free-rules 306
free-rules 333
free-rules 312
free-rules 311
PHB-2024 267
free-rules 298
PHB-2024 333
free-rules 292
free-rules 313
PHB-2024 247
free-rules 249

free-rules 259

free-rules 295
free-rules 316
PHB-2024 343
free-rules 271
free-rules 285
free-rules 239
free-rules 251
free-rules 271
free-rules 245
free-rules 247
free-rules 316
free-rules 284
XGtE 151

free-rules 309

5 ft. Sphere, VIS
VIS

VIS

VIS

D: 1m, 5 ft. Cube, SIM
\%

VIS

VIS

5 ft. Emanation, V/IM
VISIM

VISIM

D: 1m, V/SIM

D: 1h, VIS

SIM

D: 1m, S/IM
Count: 4, VIS

D: 1m, VIS

D: 1m, VIS

VIS

VIS

D: 10m, VIS
\/S}

D:1m, V

D: 1m, VIS

VIS

5 ft. Cube, VIS
D: 1Rnd, S/M

5 ft. Emanation, S
D: 1h, VIM

VIS

D: 1m, VIS

S}

D: 1m, V/ISIM

VIS

1Rnd, VIS
im, VISIM
im, VIM
1im, VIS
24h, VISIM

1m, 20 ft. Cube, V
1im, VISIM

1im, VISIM

10m, VISIM

< 9 Q@ Q0 <D0 QO0OOQ

VISIM
D: 10m, V/ISIM
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Purify Food and Drink [R]
Command

Sanctuary

Create or Destroy Water
Cure Wounds

Detect Evil and Good
Detect Poison and Disease [R]
Detect Magic [R]

Guiding Bolt

Inflict Wounds

Entangle

Goodberry

Ice Knife

Absorb Elements

Beast Bond

Earth Tremor

Ice Knife

Snare

Animal Friendship

Faerie Fire

Fog Cloud

Protection from Evil and Good
Purify Food and Drink [R]
Charm Person

Jump

Longstrider

Speak with Animals [R]
Create or Destroy Water
Cure Wounds

Detect Poison and Disease [R]
Detect Magic [R]

Healing Word
Thunderwave

Hail of Thorns

Ensnaring Strike

Alarm [R]

Tasha's Hideous Laughter
Find Familiar [R]

Identify [R]

lllusory Script [R]

Tenser's Floating Disk [R]
Unseen Servant [R]
Longstrider

Protection from Evil and Good
Hellish Rebuke

Hex

Armor of Agathys

Healing Word

Create or Destroy Water

Ray of Sickness

Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Cleric
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Ranger
Ranger
Ranger
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard
Warlock
Warlock
Warlock
Magic Initiate (Cleric)
Magic Initiate (Druid)
Fiendish Legacy Spells

WIS 16
WIS 16

+8

CON 16
STR 16

DEX 16 / +8
DEX 16
DEX 16/ +8
DEX 16
WIS 16
DEX 16

CON 16
DEX 16
STR 16

1A+ 10m
1A
1BA
1A
1A
1A
1A+ 10m
1A+ 10m
1A
1A
1A
1A
1A
1R
1A
1A
1A
im
1A
1A
1A
1A
1A+ 10m
1A
1BA
1A
1A+ 10m
1A
1A
1A+ 10m
1A+ 10m
1BA
1A
1BA
1BA
im
1A
1h+10m
11m
11m
1A+ 10m
1A+ 10m
1A
1A
1R
1BA
1BA
1BA
1A
1A

10 ft./5 ft. Sphere
60 ft.

30 ft.

30 ft./30 ft. Cube
Touch

Self/30 ft. Sphere
Self/30 ft. Sphere
Self/30 ft. Sphere
120 ft.

Touch

90 ft./20 ft. Square
Self

60 ft./5 ft. Sphere
Self

Touch

10 ft.

60 ft./5 ft. Sphere
Touch

30 ft.

60 ft./20 ft. Cube
120 ft./20 ft. Sphere
Touch

10 ft./5 ft. Sphere
30 ft.

Touch

Touch

Self

30 ft./30 ft. Cube
Touch

Self/30 ft. Sphere
Self/30 ft. Sphere
60 ft.

Self/15 ft. Cube
Self

Self

30 ft./20 ft. Cube
30 ft.

10 ft.

Touch

Touch

30 ft.

60 ft.

Touch

Touch

60 ft.

90 ft.

Self

60 ft.

30 ft./30 ft. Cube

60 ft.

SPELLS

V.S

V,S,\M
V,S,\M
V.S
V.S
V,S,\M
V.S
V.S
V.S
V.S
V,S,\M
SM

V,S.M
V.S
SM
SM
V,S,M

V.S
V,S,\M
V.S
V.S
V,S,\M
V,S,\M
V.S
V,S,\M
V.S
V,S,M
V,S
\Y

V,S
\Y

\Y
V,S.\M
V,S,\M
V,S,\M
V,S,\M
SM
V,S.\M
V,S,\M
V,S,\M
V,S,\M
V.S
V,S,\M
V,S,\M
A\
V,S,\M
V.S

Instantaneous
Instantaneous
1 minute
Instantaneous
Instantaneous
Concentation, up 0 10 minutes
Concentration, up o 10 minutes
Concentation, up 0 10 minutes
1 round
Instantaneous
Concentration, up o 1 minute
24 hours
Instantaneous
1 round
Concentration,up 0 10 minutes
Instantaneous
Instantaneous
8 hours

24 hours
Concentration, up o 1 minute
Concentration, up to 1 hour
Concentration, up o 10 minutes
Instantaneous
1 hour

1 minute

1 hour

10 minutes
Instantaneous
Instantaneous
Concentration, up o 10 minutes
Concentration, up o 10 minutes
Instantaneous
Instantaneous
Instantaneous
Concentration, up to 1 minute
8 hours
Concentration, up to 1 minute
Instantaneous
Instantaneous
10 days

1 hour

1 hour

1 hour

Concentation, up 0 10 minutes
Instantaneous
Concentration, up to 1 hour
1 hour
Instantaneous
Instantaneous

Instantaneous

free-rules 310
free-rules 251
free-rules 313
free-rules 258
free-rules 259
free-rules 261
free-rules 262
free-rules 262
free-rules 282
free-rules 288
free-rules 268
free-rules 280
PHB-2024 287
EE 150

EE 150

EE 155

EE 157
XGtE 165
free-rules 239
free-rules 271
free-rules 276
free-rules 309
free-rules 310
free-rules 249
free-rules 290
free-rules 293
free-rules 318
free-rules 258
free-rules 259
free-rules 262
free-rules 262
free-rules 284
free-rules 334
PHB-2024 283
free-rules 268
free-rules 239
free-rules 331
free-rules 272
free-rules 287
free-rules 288
free-rules 332
free-rules 336
free-rules 293
free-rules 309
free-rules 284
free-rules 285
PHB-2024 243
free-rules 284
free-rules 258

free-rules 311

5 ft. Sphere, VIS

\%

D: 1m, V/ISIM

30 ft. Cube, V/IS/M

VIS

D: 10m, 30 ft. Sphere, V/S
D: 10m, 30 ft. Sphere, V/S/IM
D: 10m, 30 ft. Sphere, V/S
D: 1Rnd, VIS

VIS

D: 1m, 20 ft. Square, V/S
D: 24h, VISIM

5 ft. Sphere, SIM

D:1Rnd, S

D: 10m, V/SIM

VIS

5 ft. Sphere, SIM

D: 8h, SIM

D: 24h, VISIM

D: 1m, 20 ft. Cube, V

D: 1h, 20 ft. Sphere, V/S
D: 10m, V/SIM

5 ft. Sphere, VIS

D: 1h, VIS

D: 1m, V/SIM

D: 1h, VISIM

D: 10m, VIS

30 ft. Cube, V/S/IM

VIS

D: 10m, 30 ft. Sphere, V/IS/M
D: 10m, 30 ft. Sphere, V/S
\%

15 ft. Cube, VIS

\%

D:1m,V

D: 8h, 20 ft. Cube, V/S/IM
D: 1m, V/ISIM

VISIM

VISIM

D: 10d, S/IM

D: 1h, V/ISIM

D: 1h, V/ISIM

D: 1h, V/ISIM

D: 10m, V/SIM

VIS

D: 1h, VISIM

D: 1h, VISIM

1R,V

1/LR, 30 ft. Cube, V/ISIM
1R, VIS
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SPELLS

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
——
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O Ray of Sickness Fiendish Legacy Spells +9 1A 60 ft. V.S Instantaneous  free-rules 311 V/S
P Dissonant Whispers Psionic Spells (Always Prepared) WIS 17 1A 60 ft. \% Instantaneous  free-rules 264
O Fog Cloud Circle of the Land Spells - 1A 120ft/20ft. Sphere V/,S  Concenaton.uptothow free-rules 276 D: 1h, 20 ft. Sphere, VIS
P Speak with Animals [R] Druidic (Always Prepared) -- 1A Self V.S 10 minutes free-rules 318 D: 10m, V/S
O Find Familiar [R] Wild Companion -- 1A 10 ft. V,S,M Instantaneous free-rules 272 V/S/M
P Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \% Concentration, upto 1 hour  free-rules 287  Ext. D: (See Description)*, D: 1h, V
P Cure Wounds Celestial Spells (Always Prepared) -- 1A Touch V.S Instantaneous  free-rules 259 /S
P Guiding Bolt Celestial Spells (Always Prepared) +9 1A 120 ft. V,S 1 round free-rules 282 D: 1Rnd, V/S
QO Tenser's Floating Disk [R] Eldritch Invocations -- 1A 30 ft. V,S,M 1 hour free-rules 332 D: 1h, V/S/IM
O Detect Magic [R] Eldritch Invocations -- 1A Self/30 ft. Sphere  V,S Concentration, upto 10 minutes  free-rules 262 D: 10m, 30 ft. Sphere, V/S
===2nd LEVEL === 3 Slots 00O | 2 Pact OO
O Spider Climb Sorcerer -- 1A Touch V,S,M  Concenration upto 1 hour  free-rules 318 D: 1h, V/S/M
O Arcane Vigor Sorcerer -- 1BA  Self V.S Instantaneous ~ PHB-2024 242 /S
O Dragon's Breath Sorcerer DEX 17 1BA  Touch/i5ft. Cone V,S,M  Concenvation upto1minute ~free-rules 266 D: 1m, 15 ft. Cone, V/S/M
O Pass without Trace Druid - 1A Sel/30 ft. Emanation  \/,S,M  Concentiation, upto 1 hour  free-rules 303 D: 1h, 30 ft. Emanation, V/S/M
O Moonbeam Druid CON16 1A 120 ft/5 ft. Cylinder \/,S,M  cConcentration, up o 1 minute  free-rules 300 D: 1m, 5 ft. Cylinder, V/IS/M
O Flaming Sphere Druid DEX 16 1A 60 ft./5 ft. Sphere  V/,S,M  concenration, up o 1minute  free-rules 275 D: 1m, 5 ft. Sphere, V/S/IM
O Dust Devil Druid STR16 1A 60 ft./5 ft. Cube V,S,M  concenration, spro1minwie - EE 154 D: 1m, 5 ft. Cube, V/ISIM
O Earthbind Druid STR16 1A 300 ft. \ Concentation, upto Lminute - EE 154 D:1m, V
O Skywrite [R] Druid - 1a+10m - Sight V,S Concentration, upto 1hour - EE 165 D: 1h, VIS
O Warding Wind Druid - 1A Self/10 ft. Sphere Concentation, up o 10 minutes EE 170 D: 10m, 10 ft. Sphere, V
O Healing Spirit Druid - 1BA 60 ft./5 ft. Cube V,S Concentration, pto tminute - XGtE 157  D: 1m, 5 ft. Cube, V/S
O Summon Beast Druid - 1A 90 ft. V,S,M  concentration,wpto 1howr - TCOE 109 D: 1h, V/IS/M
O Ad Druid - 1A 30 ft. V,S,M 8 hours free-rules 239 D: 8h, V/S/IM
O Animal Messenger [R] Druid - 1a+10m 30 ft. V,S,M 24 hours free-rules 240 D: 24h, V/S/M
O Augury [R] Druid - 11m  Self V,S,M Instantaneous free-rules 244 V/S/M
O Find Traps Druid - 1A 120 ft. V,S Instantaneous  free-rules 273 V/S
O Flame Blade Druid +8 1BA  Self V,S,M  concentation, upto 10minues  free-rules 275 D: 10m, V/S/M
O Barkskin Druid - 1BA Touch V,S,M 1 hour free-rules 245 D: 1h, V/S/M
O Beast Sense [R] Druid - 1a+10m Touch S Concentration, upto Lhour - PHB-2024 245 D: 1h, S
QO Protection from Poison Druid - 1A Touch V,S 1 hour free-rules 310 D: 1h, V/S
O Locate Animals or Plants [R] Druid - w+1om  Self V,S,M Instantaneous free-rules 292 V/S/M
O Locate Object Druid - 1A Self V,S,M  concentiaion, up o 10minues  free-rules 293 D: 10m, V/S/M
O Lesser Restoration Druid - 1BA  Touch V,S Instantaneous  free-rules 291 /S
O Continual Flame Druid -- 1A Touch V,S,M Until dispelled  free-rules 256 D: Until Dispelled, V/S/M
QO Spike Growth Druid - 1A 150 ft./20 ft. Sphere  \/,S,M  concentation. sp o 0 minwees  free-rules 318 D: 10m, 20 ft. Sphere, V/S/M
O Darkvision Druid - 1A Touch V,S,M 8 hours free-rules 260 D: 8h, V/S/M
O Summon Beast Druid - 1A 90 ft. V,S,M  Concentration, upto thour - PHB-2024 322 D: 1h, V/S/M
O Gust of Wind Druid STR16 1A Self V,S,M  concentration, upto 1 minute  free-rules 282 D: 1m, V/S/M
O Heat Metal Druid CON 16 1A 60 ft. V,S,M  concentiation, upto 1 minute ~ free-rules 284 D: 1m, V/S/M
O Hold Person Druid WIS 16 1A 60 ft. V,S,M  Concentiation, upto 1 minute ~ free-rules 286 D: 1m, V/S/M
O Enhance Ability Druid - 1A Touch V,S,M  concentration, upto 1hour  free-rules 268 D: 1h, V/S/M
O Enlarge/Reduce Druid CON 16 1A 30 ft. V,S,M  concenuation, up o 1 minute  free-rules 268 D: 1m, V/S/M
O Arcane Lock Wizard -- 1A Touch V,S,M Until dispelled  free-rules 242 D: Until Dispelled, V/S/M
O Augury [R] Wizard -- 11m  Self V,S,M Instantaneous free-rules 244 V/S/IM
O Enthrall Warlock WIS 17 1A 60 ft. V,S Concentation, upto 1 minute  free-rules 269 D: 1m, V/S
O Hold Person Fiendish Legacy Spells WIS 17 1A 60 ft. V,S,M  concenuation, upto 1 minute  free-rules 286 1/LR, D: 1m, V/S/M
O Hold Person Fiendish Legacy Spells WIS 17 1A 60 ft. V,S,M  concentiation, upto 1 minute~ free-rules 286 D: 1m, V/S/M
P Calm Emotions Psionic Spells (Always Prepared) CHA 17 1A 60 ft./20 ft. Sphere  V,S Concentration, up to L minute— free-rules 249 D: 1m, 20 ft. Sphere, V/S
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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P Detect Thoughts Psionic Spells (Always Prepared) WIS 17 1A Self V,S,M  Concentration, up to 1 minue ~ free-rules 262 D: 1m, V/S/M
QO Hold Person Circle of the Land Spells WIS 16 1A 60 ft. V,S,M  concenuation, upto 1 minute ~ free-rules 286 D: 1m, V/S/M
P Ad Celestial Spells (Always Prepared) -- 1A 30 ft. V,S,M 8 hours free-rules 239 D: 8h, V/S/M
P Lesser Restoration Celestial Spells (Always Prepared) -- 1BA  Touch V,S Instantaneous  free-rules 291 /S
O Melf's Acid Arrow Evocation Savant +7 1A 90 ft. V,S,M Instantaneous free-rules 297 V/S/M
QO Scorching Ray Evocation Savant +7 1A 120 ft. V.S Instantaneous  free-rules 314 V/S
SPELLS
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