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Intro

The young acolyte, clad in the yellow robes of a newly minted novitiate, fumbles a scroll tube
from his belt. The portly middle aged soldier standing beside him, sighs — you'd guess
probably not for the first time — and glares down at your group with his one good eye.

Still fighting the ties holding the scroll tube, the acolyte addresses you. “The Highest Cleric of
Knight City of Castle ... Castlebush, uh, the Highest Cleric has seen the portents and delivers
unto you this mission. Um.” He seems to have managed to knot his fingers into the ties; his
fingers turning white as his increasingly frantic attempts merely tighten the bounds.

Sighing harder, the soldier pulls a wickedly sharp hunting dagger from his belt and deftly
slices the ties. The tube clatters to the floor, where the young man bends down to pick it up.

“Alright, listen up. I'm Sergeant Block, 3 Garrison Castlebush. By order of his Lordship you
lot are impressed into service. The high priest says some gods or other are the ones for the
job, so lucky you and | don't care. His Lordship says you're the ones for the job — so you're
marching out of here tomorrow morning, upstream Ganneth then upstream The Forty Souls to
the Marshes of Sorrows. There's a tower needs clearin'. You're clearin' it.”

“It's the Over-Tower of the Wizard Falengrath the Fallen,” says the acolyte, trying to figure out
who among you to hand the scroll case to. “l think. The infernal languages are really weird
with their placement of descriptors like adjectives. Maybe the tower is the wizard?”

The sergeant snorts his reply. “Enough school. Get a good nights sleep, recruits, because
you've a long march in the morning.” He grins and tosses a bag of coin onto your table.

“And, since you've just accepted the King's coin, I'll make sure the innkeeper gives you a nice

and early knock-up!”

The acolyte, shrugging, puts the scroll case on your table then hurries after the sergeant.

* The bag contains 8gp per party member
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The Scroll

Greetings Adventurers!

I, High Cleric Donathan Thresher, write of the vision provided by the grace of Odin.

A tower, once fierce and proud, stood atop a mountain peak. It reached out toward the other
planes and spheres of existence, and touched that which should not be sought. A great and
terrible foe was awoken, one who stretched forth a mighty tentacle and, wrapping it around
the tower, hurled it far from the mountain, far from the places of man, far from memory.

The First Age ended, then the Second Age. The fiery horror that brought forth our Third Age
returned the tower to the ken of man. One man probed the tower for its secrets and was
defeated by its guardian. A second arrived — and never left. A third, a fourth, a chain of
death and evil.

Then one arrived, a man whose left eye is larger than his right. He stood a day and night
outside the tower; unmoving, watching. He entered, and left. Without his prize, but knowing
what the prize was, and an evil smile upon his face.

He gathers allies and forces, and he makes ready to re-enter the tower to take its prize.

He must not take the prize. It must be recovered and brought here to the temples of
Castlebush.

The time to strike is now. The greatest physical threats in the tower are neutralized, but |
warn you not to underestimate the moral hazard that might remain! Time is short — so | have
imposed upon His Lordship to bring you into his service immediately.

I have enclosed a map to guide you to the tower. There is something about the tower itself |
do not understand, some twist of the Demonic language | cannot puzzle. So beware!

Your Devoted Servant,

Donathan Thresher
Head of the Order of Knowledge and Prophecy
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Rumors

» A woodcutter, who has heard your story, approaches with a grin on his face. “You
know how there's no air at the top of mountains? Makes it hard to breathe, hard to
think. Must be the same in them priests' towers. lIt's not the 'Over Tower of Some
Fallen Idiot' —it's 'The Fallen Over Tower'. If they ever talked to us about the world,
well, their worldview would be changing for sure!”

« The Lich Falengrath occupies a tower in the Marshes of Sorrows. Fortunately he
keeps to himself — and the locals know to stay FAR away. They say the will-o-wisps in
the marsh are the souls of those who poked their noses into Falengrath's business

» The weeds and vines of the Marshes of Sorrows bear a hatred for all humanity

« Lizardfolk live on the edge of the Marshes of Sorrows. They trade with a handful of
trappers, timber-men, and small villages. If you come across them say, “Glabbu!
Glabbu!” But you'll need something to trade to them — and it just so happens | have a
collection of sea shells and driftwood they find irresistible (2gp to purchase)

* Weeks ago, a man with an enlarged left eye somehow obtained access to the Temple
of Prophecy. He slew the inner guardian and was found the next morning still reading
the scrolls kept in the forbidden section. When confronted, he opened his mouth and
released a stream of hornets that drove those stung briefly mad. And then he ran up
the wall and out one of the windows

« ltis said that a beholder makes its lair at the heart of a mysterious tower in the
Marshes of Sorrows
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Travel to the Tower

» The journey to the tower will take four days. The first day the party will travel with a

group of bargemen. The second and third days they will be marching along the Forty
Souls River. The fourth is a march inland

» Sergeant Block will see the party off and provide the following:

1. Two potions of healing
2. One Lantern of Insect Repelling
3. One detection orb

» The detection orb is a glass sphere containing an arrow. It is enchanted to point at the
treasure sought by the temples. The arrow grows larger as the group gets nearer. Itis
ineffective beyond one mile — the party will basically need to be in the tower before it
will help

« If the party has not heard the lizardfolk rumor, one of the barge crew will inform them.
Except the price for the goods will be 6gp!
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Travel — Day One

As promised, the innkeeper wakes you before dawn is even a thought on the horizon. He
seems to take a sadistic glee in roughly kicking at your doors and reminding you of your
mission. Yawning, you make your way down to the common room and quickly down some
cold gruel and colder water.

The sergeant arrives bearing a small knapsack. “A few gifts from His Lordship — too good for
the likes of you, if you ask me.” He lays out the presents and then hands you a scrap of
parchment on which is written The Smiling Crocodile. “Yer ride,” he says, “Best hurry — they!'ll
be pulling out soon!”

Racing to the docks you quickly find a barge on which flies a standard of a crocodile, standing
on its hind legs, a flagon of ale in one hand, and a drunken smile upon its face. The captain,
a lithe middle-aged woman with dark skin, is expecting your group, and you are quickly found
places. The stronger among you assist the crew in pushing off from the dock. The barge,
caught by the current, begins floating downstream. But the captain reaches up and pulls an
amulet from a inside pocket of her vest. She murmurs some indistinct words and the amulet
glows — and the barge begins moving upstream. The crew quickly move to their positions and
take up steering the ungainly barge.

The first day passes uneventfully.
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Travel — Day Two

The barge travels throughout the night and the morning finds you at the joining of the River of
Forty Souls and the Ganneth. A sharp-eyed crew member picks up a heavy arbalest, upon
whose bolt is tied to a narrow thread rope. Siting carefully, he fires and lands the bolt in a
tree on the east bank. Grinning, he ties the other end through an eye on a bollard.

The captain approaches you. “Time for you lot to go! Hup-hup!”

» The crew will tie a safety line to each person before they cross

« ltis an Athletics (STR) check DC 12 to use the line to make it to the bank unscathed.
Any lightweight small or tiny creature (gnome / halfling / etc.) may instead tightrope
walk using Acrobatics (DEX) check with a DC 15

« Failing the ability check means the characters falls into the water. They will be fished
out by the crew using the safety rope and will gain one level of exhaustion. They will
then need to try again (note: the third time always works!)

You pull the bolt from the tree and toss it into the waters. The crew waves back and
continues their journey upstream. You check your supplies and adjust your equipment, then

begin marching along the bank upstream the Forty Souls River.

The march is long but the river at least keeps things cool. A day's march, and you setup
camp.
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Travel — Day Three

The third day dawns brightly. As you continue you march, you begin noticing the terrain
becoming more and more swamp-like. The river becomes wider and slower, and the banks
become muddy and miry.

* The lizardfolk have a +4 to Stealth (DEX) and have setup to “ambush”

You are pushing your way through a particularly thick clump of vegetation, when there is a
grunt and the vegetation suddenly pushes back! Croaking and warbling, a band of lizardmen
rise up out of the swamp, weapons and shields ready.

+ If the lizardmen successfully ambush or gain initiative, the leader will step forth and say
“Glabbu! Glabbu!” and wave his shield

« If the party choses to attack, a hidden shaman will release a fog cloud and the
lizardmen will immediately retreat and vanish

+ “Glabbu” is an ancient draconic word meaning “Trade”
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Trading with the Lizardfolk

» The lizardmen have a number of carved pieces for sale. Because the style is quite
unique and, well, un-human, they will sell quite well back in Castlebush. The lizardfolk
are not interested in gold but love silver — treat gold as silver, and platinum as gold

» The sea-shells are worth 400sp to the lizardfolk
« The Lantern is worth 200sp to the lizardfolk

* The following table lists the items available for barter — the party may attempt to make
ability checks to improve prices ... but they will need to speak Draconic!

ltem Human Value Lizard Value
Bone crocodile 10gp 10sp

Bone treant 50gp 50sp
Wooden squirrel 50gp 30sp

Potion of Vitality 5,000gp 500sp
Potion of Healing (3 avail) 100gp 75sp

Potion of Greater Healing (3 avail) 300gp 200sp

« If the lizardmen successfully gain the sea shells, they will be extremely pleased.
Several of them will actually begin dancing and singing, and the shaman will emerge to
deliver a blessing on the party (each player gains a luck point, as per the Feat)
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Travel — Day Four

The morning of day four dawns and, after a brief breakfast, you resume your march. You

reach the area of the tower marked on your map by early afternoon, and you soon see the
spires of the tower poking up in the center of a small, stagnant lake. The remains of what
might have once been outbuildings or a wall are slightly obscured by mists rising from the

water.

» At the edge of the water are 4 Twig Blights. They will attack when the party reaches
10 feet from the water

» Outside of the range of sight from the party are 4 Needle Blights (60 feet from the Twig
Blights). When the Twig Blights attack, the Needle Blights will move in

« At the tower are 2 Vine Blights. They cannot attack until the party swims over

« If a character is grappled by a Vine Blight then they are held underwater —a CON
saving throw against DC 13 is required to take a breath before being dunked. If the
CON saving throw is successful, the player may hold their breath for a number of
minutes equal to their 1 + CON modifier (minimum one minute), but on a failure only
the number of rounds. Once breath runs out, the character must be freed within a
number of rounds equal to their CON modifier or they will drop to zero hit points

« The Vine Blights will not attack or react until the players actually reach the tower

* |tis 30 feet from the shore to the tower
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Tower — Entrance

Having defeated the deadly vine blight infesting the front of the tower, the great doors stand
before you. They are scarred, seared, and bear the claw marks of some hideous beast. The
doors hang askew, refusing the meet in the middle. With the vines no longer covering them,
they stand open. A mist swirls behind them obscuring your view of the interior of the tower.

Tower - Ground Floor — Room 1

You have entered a room of faded and decadent glory — one that must have been impressive
at some far distant point in the past but now only reflects its past glory as in a dirty pond. An
enormous chandelier hangs 50 feet above and lights the room in an eery skeletal white light,
a mist pouring from each candle holder. The walls bear the rags of tapestries; and shattered
glass boxes speak of treasures and antiquities once proudly displayed, but lost forever to
time.

The broken and battered remnants of skeletons and giant rats lay scattered all across the
floor. A great battle was fought here, and recently. Wisps of mist swirl about the skulls like
souls cut adrift. In the center of the west wall is an enormous charred mark, with an
enormous section of the wall literally disintegrated!

A great battle was fought here, and recently.

Tower - Ground Floor — Room 2

This dust-filled room seems to be some kind of mage apprentice's room. A small bed rests
against the far wall, along the north is a desk. A large bookshelf occupies the south wall,
filled with many tomes and scrolls. A chest sits at the foot of the bed.

* The chest is empty
» The bookshelf contains standard wizard tomes — nothing of note or importance

* Ajournal sits on the desk. The last entry is dated several centuries ago
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Tower - Ground Floor — Room 3

This room is filled with dust and cobwebs. Many, many cobwebs! A small bed rests against
the far wall, with a desk on the south wall. The north wall is filled with a large bookshelf, now
empty. A chest, tipped on its side, rests mostly at the foot of the bed.

» The chest has a false bottom — Perception (WIS) DC 15 to notice. In the false bottom
is a journal. The last entries are several centuries ago. A quick skim of the end
indicates that the journal is a first-hand account of one of the apprentices of Falengrath
watching his master descend into lich-hood.

Tower - Ground Floor — Room 4

This room was once the sitting room for visitors to the tower. There were likely highly ornate
decorative doors that opened to it — doors blown open by what you would guess was a
Fireball or similar magic. Most of the furniture has been destroyed and burned beyond repair.
By some fluke or other, a giant drinks cabinet along the south wall has been untouched by
damage and stands unscathed.

« The cabinet contains vintage wines. They were vintage when the tower was new —
they are now some of the most rare wines and liquors available. The bottles are
insanely fragile, though they do not look it. Unless care is taken to properly pack the
bottles they will break in the first combat or shock
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Tower - Ground Floor — Room 5

A fantastic hall greets your eyes as you open the doors. Four crystalline pillars rise up to the
ceiling, reflecting and refracting your images as you move about the room. Every few
moments a pulse of light rushes from the bottom of a pillar to its top, accompanied by a deep
bass thrum.

In the center of the room are the remains of four enormous iron golems. One has an
enormous hole blown through its chest, another is missing its head and its right arm. The
third lies in rusted heaps of scrap, identifiable mostly by the pattern of the shavings that have
fallen to the floor. The fourth stands with the top of its head twisted open, revealing a cavity
that must have once held its animating magic.

A stairway leads up to the second level.
* An artificer (rock Gnome, Guild Artisan background, etc.) who examines the remains

and makes a History (INT) check against DC 15 will activate the first golem's playback.
A ghostly cube will show, from the golem's point-of-view
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Golem Playback

In a grating voice the golem speaks, “Playback mode engaged.” A beam of light lances out
from within the grill of its helmet, forming a cube about two feet across. It shows the room
from the point-of-view of the golem, facing the entry door. The door opens and four figures,
their faces obscured with hoods, storm in accompanied by a fire elemental.

There is no sound to accompany the playback; you watch a fantastic battle fought in pure
silence. One of the figures wields two swords and engages a golem, almost immediately
slicing off an arm. Another figure blows some kind of dust at another golem, which
immediately begins to rust and fall apart. A third figure ducks under a clumsy swing by this
golem, his hood falling back to reveal a scarred face with an unusually large left eye — an eye
much larger than the other; an ugly asymmetry.

The strangely eyed man seems to almost glide backwards, his form shifting in a most
unnatural way — ghostly afterimages that start slowly than rapidly catching up to his body. He
opens his mouth and an impossibly colored shaft of light emerges, catching this golem in the
chest. The golem's hands quiver uncertainly and then lock. The view, now fixed forward,
begins fading, as the man before the golem turns his attention to the other golems.
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Tower — Second Floor — Room 1

At the top of the stairs you find yourselves standing in what once was once some kind of
arcane testing laboratory. Cabinets dominate the southern wall, leaving a large work area
between the top and bottom. The work area is covered with the broken remains of flasks and
alembics, potion bottles, and mystic spell components. The middle of the room is open —
except for the facedown dead body of a human. He is dressed in the robes of a sorcerer and
a dagger, covered with some foul slime, is plunged deep between his shoulder blades.

« The contact poison on the dagger is incredibly virulent, but must be magically activated
by the poisoner. Any character reaching for the dagger must make a DC 20 Sleight of
Hand (DEX) save or they will get some of the slime on them. It will feel incredibly cold,
almost burning with cold. The unfortunate will feel as if their very life essence was
being pulled. In game terms, the character immediately gains a level of exhaustion —
and will die soon after the adventure if the curse is not lifted

Tower — Second Floor — Room 2

This is a well-appointed food stockroom. Sausages hang from hooks in the ceiling — sacks of
different grains and vegetables sit on the floor before racks containing rare fruits and
vegetables. The room is unusually chill.

« The room contains an enchantment that keeps food fresh for a long period of time

Tower — Second Floor — Room 3

The door opens to a simple bedroom. A bed is pushed against the far wall, and numerous
bookshelves occupy much of the wall space. A large desk takes up the west wall — several
tomes resting open on it. An enchanted globe casts a soft light throughout the room.

» Searching the room reveals 2d20 gold pieces and 1d100 silver pieces
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Tower — Second Floor — Room 4

The ornate double doors opens to a throne room that extends the full length of the tower. An
enormous throne rests on an even larger dais. The floor is pure black marble, and to your left
stands a block of white marble nearly 30 feet long and almost reaching the ceiling.

The throne, which you initially thought empty, now seats a terrible and frightful figure. A
skeletal figure, its right arm clutching a dragon-clawed staff, a golden circlet upon its bald
skull, flames behind empty sockets, sits and gazes upon you. The figure wavers in and out of
focus, in and out of transparency.

A chuckle echoes hollowly throughout the room. Behind you the doors slam shut.

“I am Falengrath. State your business here, mortals.”

« The image is being projected by the will of the lich Falengrath. It has no substantiality
and no presence. It cannot be dispelled. It cannot attack, nor can it take damage

« Thelich is fully aware of why the party is here, but Falengrath is interested in seeing if
the party will lie, speak truthfully, or deflect the question

» If the party contains a spellcaster ...

“| see you harness the powers of the arcane. | have conquered death and strode the planes
of existence. | have witnessed the birth of stars and the deaths of empires. | make this offer
to you — a chance to control such powers as you've never thought to imagine. Defeat my
guardian on the floor above. Take the prize to the fools at the Temple of Prophecy — it will
serve that weird-eyed freak right, and my plans shall proceed without it. Then, return here.
At any time of your choosing — | have eternity, after all.”

« The lich will not answer any questions about the men who were last at his tower, save

to say that they came near to claiming the prize. And the party, who would surely have
been slain long before now, can take advantage of that
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Tower — Second Floor — Cell 1

Looking through the bars of this cell you see a figure chained against the far wall. It is the
body of a dwarf, clearly dead — an ugly purplish bump on his neck.

» If the body is disturbed, it will begin to shake and vibrate. Moments later the purplish
bump will explode out, expelling hundreds of spiders which will scatter throughout the

cell

Tower — Second Floor — Cell 2

The bars of this cell have been melted and eaten away by some kind of acid. The door, that
which remains, lies on the floor of the cell. The manacles on the far wall contain dried blood —
recent enough, however, that perhaps some prisoner was freed by the strange eyed man and
his companions.

Tower — Second Floor — Cell 3

This cell is empty.

Tower — Second Floor — Cell 4

This cell is empty.

* An Investigation (INT) check with DC 15 will reveal that there is a secret door on the
east wall. A Sleight of Hand (DEX) check, DC 10, will be necessary to open it.
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Tower — Second Floor — Secret Room

You are in a strange room. Various weapons hang from the walls — swords, maces,
hammers, and even bows. Each glows softly with a dark purplish light.

You suddenly hear a voice in your head — and you know it is coming from one of the swords.
‘I am Fal, Razor of the East. Take me in hand, my power shall aid you in your quest!”

“That fool is cursed!” one of the hammers speaks, plainly audible. “He is Fal, Razor of the
East — and you use razors to cut your own selves, do you not? His power works against you.
| am Yarth, of the Iron Mountain Clan! Crush your enemies as did the dwarves of old with me
in hand!”

“Imposter! Liar!” another voice erupts in your head. Your party is now experiencing quite a
collective headache. “You are not Yarth! You are Yeth! Carved from the cursed tree of
Hades itself! Yeth the Hammer, Arm of the Demon Julip!”

A shockwave runs through the room, rattling all of the weapons where they are held. A giant
claymore speaks — obviously the source of the shock. “We are all cursed. Cursed to be here.
Cursed to know centuries of existence trapped in these walls. Bear us from this place and set
us free.”

« All of the weapons are cursed. Roll a d4 to determine the negative modifier the
weapon applies
« All of the weapons radiate evil

» If a character does not wish to wield a weapon, and takes care not to directly touch it

(wearing gloves, using tongs, etc.) then the weapons can be taken and stowed for
travel
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Tower — Top Floor — Room 1

You are a mostly empty room. Bloody rags, crumbs of food, an empty wineskin, and other
clues suggest that some previous group had taken a moment to pause here before opening
and charging through the door.

 The blood is several weeks old

Tower — Top Floor — Room 2

You open the door to be greeted with the sight of a phenomenal, but almost utterly destroyed,
magical laboratory. Tables overturned, books reduced to kindling and confetti, glass
crunching underfoot. Water pools in several places — obviously where pipes had broken and
drains had been blocked. Scorch marks cover the floors, walls, and ceiling. The remains of a
magic binding enchantment can be seen on the floor, clearly inactive, but also clearly not
holding any demonic or devilish forces.

“The balor exploded! Exploded! Exploded! The man with the eye took it in single combat.
Combat. Combat. What will you fight? Fight? Fight?” You cannot tell where the voice is
coming from — your are hearing it directly in your heads.

* The spectator is hovering in the far corner against the ceiling. When the party sees it

“Glabbu! Glabbu! Glabbu!” A hideous aberration, all eyes and mouth, descends from the
ceiling. “Shall we trade? Trade? Trade? Can you make something explode? Explode?
Explode? Show me a demon. Demon. Demon. Kill. Kill. Kill.”

* The party is welcome to attempt to treat with the spectator. In conversation it will
always repeat the final word of any sentence twice again (again again). It craves
entertainment. A Performance (CHR) skill check against DC 25 will be sufficient for it
to be peaceful — until the party attempts to take the treasure it guards (and that is
pointed at by their direction finder)

* The spectator guards a large tome, decorated in leather made from some foul infernal
beast. The party can tell it is written in Old Infernal — unreadable by them
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Tower — Top Floor — Room 3

This is the supply room for the outside laboratory. It is filled with arcane spell components,
blank parchments of various kinds (vellum, papyrus, etc.), all of it labeled in a language
unfamiliar to any of your party.

* Any magic caster can fully replenish their spell components with 1d6 minutes of
searching and gathering

» A DC 15 Investigation (INT) check will turn up a 5™ level scroll of Magic Missile that can
be read by anyone
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Returning to Castlebush

The prize in hand, a confusing tome in an ancient and evil tongue, you head back to the stairs
to exit the tower. As you exit the ruined laboratory into the empty room with the stairs, the
wispy form of the lich Falengrath stands waiting.

“l am not impressed, but | will admit to feeling an emotion | have not felt for centuries. You
have done well. So | wish you to carry a message to those at the Temple of Prophecy.

“The force that approaches is unlike any they have seen. It rivals the power of the Second
Age — it might even be of the Second Age. lts avatars are already upon our land. They carry
an eldritch sorcery the bane of us all.

“The Tower and the Temple must stand united against this foe. They must seek the Tomb of
Alkuan, and from there gather the Seventy. Only then can our strongholds defend against
incursions.”

The figure waves its hand and a sealed scroll tube appears in your hand. It bears the Seal of
Falengrath. The lich's figure cocks it head to the side. “Ask the prophets if we shall meet
again. | would be amused to know.” The wisps become completely insubstantial and vanish.

The passage back to Castlebush is uneventful and easier — you are traveling downstream.
You even manage to catch a ride with a taciturn trapper on your second day; you ride in
comfort back to the Knight City.

You deliver the treasure, the scroll case, and Falengrath's enigmatic message to the priests.

They hurriedly confer among themselves, then ask you to wait for their and His Lordship's
pleasure at your inn. It seems your army career will be a little longer than anticipated.
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Twig Blight

Small plant, neutral evil
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Skills

Stealth +3

Condition Immunities
Blinded, Deafened

Damage Vulnerabilities
Fire

Senses
Blindsight 60 (blind beyond this radius), passive perception 9

Languages
Understands Common, but cannot speak

Special

False Appearance
While the blight remains motionless, it is indistinguishable from a normal dead shrub

Actions

Claws
Melee, +3 to hit, 1d4+1 piercing damage



Needle Blight

Medium plant, neutral evil

! 12
: STR 12 (+1) DEX 12 (+1) AC (natural)
: INT 4 (-3) CON 13 (+1) SPD 30
1

: WIS 8 (-1) CHR 3 (-4) HP 12,13, 1100,

Condition Immunities
Blinded, Deafened

Senses
Blindsight 60 (blind beyond this radius), passive perception 9

Languages
Understands Common, but cannot speak

Actions

Claws
Melee, +3 to hit, 2d4+1 piercing damage

Needles
Ranged, +3 to hit, range 30/60, 2d6+1 piercing damage



Spectator

Medium aberration, lawful evil
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Skills

Perception +6

Condition Immunities
Prone

Senses

Darkvision 120, passive perception 16

Languages
Deep Speech, Undercommon, telepathy 120 ft

Actions

Bite
Melee, +1 to hit, 1d6-1 piercing damage

Eye Rays
The spectator shoots up to two of the following at targets it can see within 90 feet. Each
ray can be used once per turn.

Confusion Ray
Target must succeed DC 13 Wisdom saving throw. On failure, it cannot take
reactions until the end of its next turn. On its turn it cannot move and must use its
action to make a melee or ranged attack against a random creature within range. If
the target cannot attack then it does nothing

Paralyzing Ray
Target must succeed DC 13 Constitution saving throw or be paralyzed for one
minute. The target can repeat the saving throw at the end of each of its turns, ending
the effect on success



Fear Ray
Target must succeed DC 13 Wisdom saving throw of be frightened for one minute.
The target can repeat the saving throw at the end of each of its turns, ending the
effect on success (at disadvantage if the spectator is visible)

Wounding Ray

Target must make DC 13 Constitution saving throw, taking 3d10 necrotic damage
on failure, half on save

Create Food and Water
The spectator can magically create food and water for itself

Reactions

Spell Reflection
If the spectator makes a successful saving throw against a spell, or a spell attack misses it,
the spectator can choose another creature (including the caster) the spectator can see
within 30 feet of it. The spell targets the chosen creature instead of the spectator. If the
spell forced a saving throw, the chosen creature makes its own save. If the spell was an
attack, the attack roll is rerolled against the chosen creature



Vine Blight

Medium plant, neutral evil

e e e R - L N B N N N B L L -
I 12 [
: STR 15 (+2) DEX 8 -1 AC (natural) :
: INT 5 (-3) CON 14 (+2) SPD 10 :
: WIS 10 (+0) CHR 3 (-4) HP 26, 30 :
I oon o on o mm omm omm omm mm o mm omm mm Em Em o EE B EE BN EE BN EE BN BN EE EE BN BN EE BN BN EE BN BN B EE BN BN B EE Em B Em o Em Em ]
Skills
Stealth +1

Condition Immunities
Blinded, Deafened

Senses
Blindsight 60 (blind beyond this radius), passive perception 10

Languages
Common, but speaks in a fractured version

Special

False Appearance
While the blight remains motionless, it is indistinguishable from a normal tangle of vines

Actions

Constrict
Melee, +4 to hit, reach 10ft, 2d6+2 bludgeoning damage
On hit, a Large or smaller creature is grappled (escape DC 12)
Until the grapple ends the creature is restrained and the blight cannot constrict another
target

Entangling Plants (Recharge 5-6)
Grasping roots and vines sprout in a 15 foot radius centered on the blight, withering away
in 1 minute. For the duration, that area is difficult terrain for nonplant creatures. In
addition, any creatures in the area and chosen by the blight when the vines erupt must
succeed a DC 12 STR saving throw or become restrained. An entangled or nearby
creature can use its action to make a DC 12 strength check to free the entangled creature
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Advantage Against

+1 Poison

@ L SAVING THROWS ),

ooy [ )
CONSTITUTION ﬂ) +1  Acrobatics DEX \
®)
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Arcana INT
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O _+1  Deception CHA

O _+2_ History INT
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O +1 Intimidation CHA

O _*2_ Investigation INT

O -2 Medicine wis

O _*2 Nature INT

O -2 Perception Wis

O _+1  Performance CHA

® _+3  Persuasion CHA

® _*+4  Religion INT

O _*1  Sleight of Hand DEX

O _#1  Stealth DEX
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@ PROFICIENCY BONUS
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ABILITY SAVE DC
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25 ft. (Walking)

Heavy Armor, Light Armor, Medium Armor,
Shields

e — —
Paladin 3 Prosperous_Merchant_7
CLASS & LEVEL PLAYER NAME
Hill Dwarf Haunted One (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — ——
o/ \
ARMOR Max HP Current HP Temp HP |
+1 18 3 7 -
INITIATIVE CLASS \ HIT POINTS /
/. /, / \
. . 3d10
Resistances - Poison successes OO0
Immunities - Disease raiLures O=O=0O
\ DEFENSES \ HIT DICE \ DEATH SAVES J
INSPIRATION j ‘ —— ARMOR ——

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Smith's Tools

=== LANGUAGES ===
Abyssal, Common, Dwarvish, Elvish

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,

Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Channel Divinity « 1 / Short Rest

Your oath allows you to channel divine energy to
fuel magical effects. When you use your Channel
Divinity, you choose which option to use. You must
then finish a short or long rest to use your Channel
Divinity again. Some Channel Divinity effects require

saving throws (DC 11).

Divine Sense « 2 / Lona Rest

As an action, you can detect good and evil. Until
the end of your next turn, you can sense anything
affected by the hallow spell or know the location of any
celestial, fiend, undead within 60 ft. that is not behind
total cover. You can use this feature 2 times per long
rest.

Lay on Hands Pool « 15 / Long Rest

You have a pool of healing power that can restore
15 HP per long rest. As an action, you can touch a
creature to restore any number of HP remaining in the
pool, or 5 HP to either cure a disease or neutralize a
poison affecting the creature.

=== SPECIAL ===
Divine Smite

74

Blindsight 10 ft., Darkvision 60 ft.

SENSES 3
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Paladin 3 Prosperous_Merchant_7
CLASS & LEVEL PLAYER NAME
Hill Dwarf Haunted One (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

//
=== PALADIN FEATURES ===

* Hit Points « PHB 84
* Proficiencies « PHB 84

* Divine Sense « PHB 84

As an action, you can detect good and evil. Until the
end of your next turn, you can sense anything affected
by the hallow spell or know the location of any
celestial, fiend, undead within 60 ft. that is not behind
total cover. You can use this feature 2 times per long
rest.

| 2/Long Rest « 1 Action

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 15
HP per long rest. As an action, you can touch a
creature to restore any number of HP remaining in the
pool, or 5 HP to either cure a disease or neutralize a
poison affecting the creature.

| Lay on Hands Pool: 15/ Long Rest ¢ 1 Action

* Fighting Style « PHB 84
You adopt a style of fighting as your specialty.

| Blind Fighting ¢ TCoE 52
You have blindsight with a range of 10 ft.

* Spellcasting « PHB 84

You can cast prepared paladin spells using CHA as
your spellcasting modifier (Spell DC 11, Spell Attack
+3). You can use a holy symbol as a spellcasting
focus.

* Divine Smite « PHB 85

When you hit with a melee weapon attack, you can
expend one spell slot to deal 2d8 extra radiant damage
to the target plus 1d8 for each spell level higher than

1st (max 5d8) and plus 1d8 against undead or fiends
(max 6d8 total).

| Special

* Divine Health « PHB 85
You are immune to disease.

* Sacred Oath » PHB 85
| Oath of Devotion
| Channel Divinity: 1 / Short Rest « 1 Action

* Channel Divinity « PHB 86
You gain two Channel Divinity options:

Sacred Weapon - As an action you can imbue a
weapon with positive energy. For 1 minute, the
weapon is considered magical, you add +1 to attack
rolls, it emits bright light for 20 ft. and dim light for 20 ft
beyond that. You can end the effect as part of any
other action, if you are no longer holding the weapon,
or if you fall unconscious.

Turn the Unholy - As an action, you can censure fiends
and undead. Each fiend or undead that can see or
hear you within 30 ft. must make a WIS saving throw
(DC 11). On failure, it is turned for 1 minute or until it
takes damage.

| Channel Divinity: Sacred Weapon: 1 Action
| Channel Divinity: Turn the Unholy: 1 Action
* Oath Spells « PHB 86
You gain oath spells based on your level that are

always prepared and don't count against your daily
number of prepared spells.

=== HILL DWARF RACIAL TRAITS ===

* Darkvision * BR 20
You can see in darkness (shades of gray) up to 60 ft.

* Dwarven Resilience « BR 20
You have advantage on saves against poison and
resistance against poison damage.

* Dwarven Combat Training « BR 20
You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.

* Tool Proficiency « BR 20
You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason’s tools.

* Stonecunning * BR 20

Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
proficient in the History skill and add double your
proficiency bonus to the check.

* Dwarven Toughness ¢ BR 20
Your hit point maximum increases by 1, and it
increases by 1 every time you gain a level.

N

PUSH/DRAG/LIFT

450 Ib.

FEATURES & TRAITS
Shield 1 6 Ib.
Chain Mail 1 55 Ib.
Longsword 1 31b.
Javelin 5 10 Ib.
Backpack 1 5 lb.
Clothes, Common 1 3lb.
Holy Symbol 1 --
Bedroll 1 7 lb.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
136 Ib Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 1lb.
225 |b. Torch 10 10 Ib.
Waterskin 1 5 lb.

EQUIPMENT
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Paladin

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
li .‘\
=== 1st LEVEL === 3 Slots OO0
P Protection from Evil and Good <C> Paladin (Always Prepared) -- 1A Touch V,S,M  concentration, up o 10 minues - PHB 270 D: 10m, V/ISIM
P Sanctuary Paladin (Always Prepared) WIS11 1BA 30 ft. V,S,M 1 minute PHB 272 D: 1m, VISIM
O Bless<C> Paladin - 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 219 D: 1m, V/SIM
O Command Paladin WIS11 1A 60 ft. \ 1 round PHB 223 D: 1Rnd, V
QO Cure Wounds Paladin - 1A Touch V,S Instantaneous PHB 230 V/S
O Detect Evil and Good <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic <C> Paladin -- 1A Self/30 ft. Sphere  V,S Concenaiion, uproominvtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Paladin -- 1A Self/30 ft. Sphere  V,S,M  concenaion wproominies PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Divine Favor <C> Paladin - 1BA  Self V.S Concenuaiion, upto tminte - PHB 234 D: 1m, V/S
O Heroism <C> Paladin - 1A Touch V.S Concenuaiion, upto tminte - PHB 250 D: 1m, V/S
O Purify Food and Drink Paladin -- 1A 10 ft./5 ft. Sphere  V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Shield of Faith <C> Paladin - 1BA 60 ft. V,S,M  concenaion, wprotominwes - PHB 275 D: 10m, V/SIM
SPELLS

> 4
L
Y
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and magic can't put you to sleep
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O _+1  Strength \

L SAVING THROWS )’

y, N
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‘ ® _*3  Animal Handling wis
O _+1  Arcana INT
O _+1  Athletics STR
O _+1  Deception CHA
(_\ ® _+3  History INT
INTELLIGENCE
® _+3 Insight wis
+1 O _+*1  Intimidation CHA
O _+1  Investigation INT
@ ® _+3  Medicine wis
O _+1  Nature INT

" wispom Y O
+1 O +1

Perception wis

Performance CHA

Persuasion CHA

:@: O _*1  Religion INT
® _*3 Sleight of Hand DEX
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+1 o__
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20 ft. (Walking)

Q SPEED J

CLASS & LEVEL PLAYER NAME
Half-ElIf Folk Hero (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+1 16 30 -
INITIATIVE CLASS \ HIT POINTS /
/4 // 3d8 / \
Immunities - Magical Sleep successes OO0
FAILURES( H >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES J
INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

=== WEAPONS ===
Simple Weapons

=== TOOLS ===
Brewer's Supplies, Vehicles (Land)

=== LANGUAGES ===
Common, Elvish, Primordial

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== SPECIAL ===
Channel Divinity « 1 / Short Rest

You can channel divine energy to fuel magical
effects a number of times per short rest.

74

74 <\
11 PASSIVE WISDOM (PERCEPTION) Crosshow, light +3 1d8+1 Piercing  simple, Ammuniton, Loading, Range, Two-Handed, Range (0/320)
Mace +3 1d6+1 Bludgeoning  Simple
13 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +3 2 Bludgeoning
11 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS Y
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Cleric 3 Prosperous_Merchant_7
H P CLASS & LEVEL PLAYER NAME
Frilril
Half-Elf Folk Hero (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
————— —
7 N
=== CLERIC FEATURES ===
| 1 Action
* Hit Points « PHB 57
* Proficiencies « PHB 57 === HALF-ELF RACIAL TRAITS ===
* Spellcasting * PHB 58 * Ability Score Increase « BR 39
You can cast prepared cleric spells using WIS as your
spellcasting modifier (Spell DC 11, Spell Attack +3) * Darkvision ¢ BR 39
and prepared cleric spells as rituals if they have the You can see in darkness (shades of gray) up to 60 ft.
ritual tag. You can use a holy symbol as a spellcasting
focus. * Fey Ancestry *« BR 39
You have advantage on saving throws against being
* Divine Domain « PHB 58 charmed, and magic can’t put you to sleep.
You choose a divine domain that grants you additional
spells and other features related to your deity. * Skill Versatility « BR 39
You gain proficiency in two skills of your choice.
| Life Domain
* Languages * BR 39
* Bonus Proficiency « PHB 60
You gain proficiency with heavy armor.
* Disciple of Life « PHB 60
Whenever you use a spell of 1st level or higher to
restore HP, the creature regains additional HP equal to
2 + the spell’s level.
* Channel Divinity « PHB 58
You can channel divine energy to fuel magical effects
a number of times per short rest
| 1/ Short Rest « Special
| Channel Divinity: Turn Undead: 1 Action
* Channel Divinity: Preserve Life « PHB 60
As an action, you can restore 15 HP. Choose any
creatures within 30 ft. of you, and divide those hit
points among them. This feature can restore a
creature to no more than half of its hit point maximum.
You can't use this feature on an undead or a construct.
FEATURES & TRAITS
Mace 1 4 1b. Amulet 1 11b.
Chain Mail 1 55 Ib. Cartographer's Tools 1 6 Ib.
Crossbow, light 1 5 lb. Shovel 1 51b.
Crossbow Bolts 20 1.51b. Pot, Iron 1 10 Ib.
Backpack 1 51b. Clothes, Common 1 31b.
Alms Box 1 -
Blanket 1 3lb
Candle 10 -
Tinderbox 1 1lb
Block of Incense 2 -
WEIGHT CARRIED
114.5 Ib Censer 1 -
ENCUMBERED Vestments 1 -
0 lb. Rations (1 day) 2 4 1b.
PUSH/DRAG/LIFT Waterskin 1 51b.
0lb. Shield 1 6 Ib.
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Cleric

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li .‘\
=== CANTRIPS === (At Will)
O Mending Cleric -- im Touch V,S,M Instantaneous PHB 259 VISIM
O Guidance <C> Cleric -- 1A Touch V,S Concentration, upto 1 minuie - PHB 248 D: 1m, VIS
O Sacred Flame Cleric DEX 11 1A 60 ft. V,S Instantaneous  PHB 272 VIS
=== 1st LEVEL === 4 Slots OO00
P Bless <C> Cleric (Always Prepared) -- 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 219 D: 1m, V/SIM
P Cure Wounds Cleric (Always Prepared) - 1A Touch V.S Instantaneous  PHB 230  V/S
O Bane<C> Cleric CHA 11 1A 30 ft. V,S,M  concentation, upto 1 minwe - PHB 216 D: 1m, V/ISIM
O Command Cleric wIs11 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
QO Create or Destroy Water Cleric - 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/ISIM
O Detect Evil and Good <C> Cleric -- 1A Self/30 ft. Sphere  V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1a+10m  Self/30 ft. Sphere V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S,M  concenaion, wproromines  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Guiding Bolt Cleric +3 1A 120 ft. V,S 1 round PHB 248 D:1Rnd, VIS
O Healing Word Cleric - 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Inflict Wounds Cleric +3 1A Touch V.S Instantaneous  PHB 253 VIS
O Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concenation.wpro0minwes PHB 270 D: 10m, V/IS/IM
QO Purify Food and Drink [R] Cleric - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Sanctuary Cleric WIS 11 1BA 30ft. V,SM 1 minute PHB 272  D:1m, VISIM
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concentation.wpro0mnwes PHB 275 D: 10m, V/IS/IM
===2nd LEVEL === 2 Slots 0O
P Lesser Restoration Cleric (Always Prepared) - 1A Touch V,S Instantaneous  PHB 255 VIS
P  Spiritual Weapon Cleric (Always Prepared) +3 1BA 60 ft. V,S 1 minute PHB 278 D:1m, V/S
O Ad Cleric - 1A 30 ft. V,S,M 8 hours PHB 211  D: 8h, VISIM
O Augury [R] Cleric - 11m  Self V,S,M Instantaneous PHB 215 V/S/M
O Blindness/Deafness Cleric CON11 1A 30 ft. \% 1 minute PHB 219 D:1m,V
O Calm Emotions <C> Cleric CHA 11 1A 60 ft./20 ft. Sphere  V/,S Concentration, upto 1 minte PHB 221 D: 1m, 20 ft. Sphere, VIS
O Continual Flame Cleric - 1A Touch V,S,M Until dispelled PHB 227 D: Until Dispelled, V/S/M
O Enhance Ability <C> Cleric - 1A Touch V,S,M  concentration, upto 1hour  PHB 237 D: 1h, V/ISIM
O Find Traps Cleric - 1A 120 ft. V,S Instantaneous  PHB 241 VIS
O Gentle Repose [R] Cleric -- 1a+10m  Touch V,S,M 10 days PHB 245 D:10d, V/ISIM
O Hold Person <C> Cleric WIS 11 1A 60 ft. V,S,M  concentation, pto 1 minue - PHB 251 D: 1m, V/SIM
O Locate Object <C> Cleric - 1A Self V,S,M  concentration, up o 10 minutes - PHB 256 D: 10m, V/IS/IM
QO Prayer of Healing Cleric - 10m 30 ft. \Y Instantaneous  PHB 267 V
QO Protection from Poison Cleric -- 1A Touch V,S 1 hour PHB 270 D: 1h, VIS
QO silence [R]<C> Cleric - 1A+10m 120 ft/20 ft. Sphere VS Concentration, up to 10 minutes - PHB 275 D: 10m, 20 ft. Sphere, V/S
O Warding Bond Cleric -- 1A Touch V,S,M 1 hour PHB 287 D: 1h, VISIM
O Zone of Truth Cleric CHA 11 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289 D: 10m, 15 ft. Sphere, VIS
R SPELLS N
)\ {
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; CLASS & LEVEL PLAYER NAME
Woodruff Dirgeblade
Human Noble (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
————— ———
o N
ﬂ) +2_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+0_ Dexterity

O _+0  Constitution +0 10 14 -

© _+6_ Intelligence

© 5 Wisdom INITIATIVE SASS \ HIT POINTS v
O

+2  Charisma

// // / \
3d6 successes O=O=0O
DEXTERITY FAILURES O=O=O
+ O \§ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
INSPIRATION
X r j === WEAPONS ===
y . =N Crossbow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +0  Acrobatics DEX \ N Sling
‘ O _*3  Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
O +4 Arcana INT o Dragonchess Set
O +2  Athletics STR = —r === LANGUAGES ===
O _+2  Deception CHA ABILITY SAVE DC | Common, Dwarvish, Hadozee

® _+6_ History INT

O _*3 Insight wis ( ]
O _*2_ Intimidation CHA 80 ft. (Walking)

® _+6_ Investigation INT

O +3  Medicine wis \ SPEED )
O +4 Nature INT 4 PROFICIENCIES & LANGUAGES
O _+3  Perception WIS y \
O _*2_ Performance CHA === ACTIONS === creatures that you can see, you can choose a number
+3 ) Standard Actions of them equal to 1 + the spell’s level. The chosen
® _*4_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, creatures automatically succeed on their saving
O +4 Religion INT Help, Hide, Ready, Search, Use an Object, throws against the spell, and they take no damage if
g Opportunity Attack, Grapple, Shove, Improvise, they would normally take half damage on a successful
O _*0_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object save.
QO _+0  Stealth DEX === SPECIAL ===

[ CHARISMA Arcane Recovery * 1/ Long Rest
Once per day when you finish a short rest, you can

O _+3  Survival wis

+ 2 o) choose expended spell slots to recover - up to a
O
O

combined level of 2, and none of the slots can be 6th
level or higher.

- Sculpt Spells

When vou cast an evocation spell that affects other
N SKILLS / \ ACTIONS )
r // \\
13 PASSIVE WISDOM (PERCEPTION) Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
13 Quarterstaff +4 1d6+2 Bludgeoning  Simple, Versatile
PASSIVE WISDOM (INSIGHT)
Unarmed Strike +4 3 Bludgeoning

16 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES L N WEAPON ATTACKS & CANTRIPS W
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CLASS & LEVEL PLAYER NAME
Human Noble (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
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=== WIZARD FEATURES ===

* Hit Points « PHB 113
* Proficiencies  PHB 113

* Spellcasting *« PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 14, Spell Attack +6)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.

* Arcane Recovery « PHB 115

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 2, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| School of Evocation

* Evocation Savant « PHB 117
The gold and time you must spend to copy an
evocation spell into your spellbook is halved.

* Sculpt Spells « PHB 117

When you cast an evocation spell that affects other
creatures that you can see, you can choose a number
of them equal to 1 + the spell’s level. The chosen
creatures automatically succeed on their saving throws
against the spell, and they take no damage if they
would normally take half damage on a successful
save.

| Special

=== HUMAN RACIAL TRAITS ===
* Ability Score Increase * BR 31
* Languages ¢ BR 31

You can speak, read, and write Common and one
extra language.

N

FEATURES & TRAITS
Quarterstaff 1 4 1b.
Component Pouch 1 2 lb.
Backpack 1 5 lb.
Book 1 51b.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Parchment (one sheet) 10 -
Little Bag of Sand 1 -
Small Knife 1 -
WEIGHT CARRIED Spellbook 1 3lb.
28 Ib. Clothes, Fine 1 6 Ib.
ENCUMBERED Signet Ring 1 -
0lb. Dagger 1 11b.
PUSH/DRAG/LIFT Dagger 1 11b.
0 Ib. Dagger 1 11lb.

EQUIPMENT
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Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li ‘\
=== CANTRIPS === (At Will)
O Mage Hand Wizard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Mold Earth Wizard -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Mending Wizard - im Touch V,S,M Instantaneous PHB 259 VISIM
=== 1st LEVEL === 4 Slots OO00
O Charm Person Wizard WIS 14 1A 30 ft. V,S 1 hour PHB 221 D: 1h, VIS
O Fog Cloud <C> Wizard -- 1A 120 ft./20 ft. Sphere  V,S Concentration, upto Lhour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Expeditious Retreat <C> Wizard -- 1BA  Self V.S Concenuaion, po10minies - PHB 238 D: 10m, V/S
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Feather Fall Wizard - iR 60 ft. V.M 1 minute PHB239 D:1m, V/IM
O Comprehend Languages [R] Wizard -- 1a+10m  Self V,S,M 1 hour PHB 224  D: 1h, VISIM
O Protection from Evil and Good <C> Wizard - 1A Touch V,S\M  concenvaion, wpwo20mnues - PHB 270 D: 10m, V/S/M
===2nd LEVEL === 2 Slots OO
O Locate Object <C> Wizard - 1A Self V,S,M  concenvaion, wporomnwes  PHB 256  D: 10m, V/S/M
O Knock Wizard - 1A 60 ft. \% Instantaneous ~ PHB 254
O Skywrite [R]<C> Wizard - 1a+10m - Sight V.S Concentration, up to 1hour - EE 165 D: 1h, VIS
R SPELLS N
! /|
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+5 _ Intelligence

+0  Wisdom
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+0  Charisma
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(_\ “ N
CONSTITUTION \

Acrobatics DEX

\ O _+0_ Animal Handling wis
® _+5 Arcana INT
® _+3 Athletics STR
O _+0  Deception CHA
® _+5  History INT
O _+0 Insight wis
® +2 Intimidation CHA
® _*5  Investigation INT
O _+0_ Medicine wis
O _*+3 Nature INT
QO _+0  Perception WIS
QO _+0  Performance CHA

+O @ +2

Persuasion CHA

:@: O _*3  Religion INT
QO _*3  Sleight of Hand DEX
QO _+3 Stealth DEX

CHARISMA QO _+0_ Survival wis
+O o__
O
O
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Rogue 3

—

Prosperous_Merchant_7

CLASS & LEVEL PLAYER NAME
Tiefling Sage (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+3 14 27 -
INITIATIVE CLASS \ HIT POINTS J
// /7 3d8 / \
Resistances - Fire successes O-O-0
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Thieves' Tools
- === L ANGUAGES ===
7 N Common, Deep Speech, Infernal, Thieves’
30 ft. (Walking) Cant
A SPEED )
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Cunning Action

You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

Fast Hands

You can use the bonus action granted by your
Cunning Action to make a Sleight of Hand check, use
vour thieves’ tools to disarm a trap or open a lock, or

take the Use an Object action.

=== SPECIAL ===
Sneak Attack

Once per turn, you can deal an extra 2d6 damage
to one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

Darkvision 60 ft.

SENSES

\ ACTIONS 74
7'\ N
10 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
10 PASSIVEISDOM (NSIGHT) Rapier +5 1d8+3 Piercing Martial, Finesse
Shortbow +5 1d6+3 Piercing  simple, Ammunition, Range, Two-Handed, Range (80/320)
15 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strike +3 2 Bludgeoning

'WEAPON ATTACKS & CANTRIPS




EQUIPMENT
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Rogue 3 Prosperous_Merchant_7
CLASS & LEVEL PLAYER NAME
Tiefling Sage (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== ROGUE FEATURES === Cunning Action to make a Sleight of Hand check, use
your thieves’ tools to disarm a trap or open a lock, or
* Hit Points « PHB 95 take the Use an Object action.
* Proficiencies « PHB 95 | 1 Bonus Action
* Expertise « PHB 96 * Second-Story Work « PHB 97
Your proficiency bonus is doubled for any ability check Climbing no longer costs you extra movement, and
you make for two chosen proficiencies. [6th] Choose when you make a running jump, the distance you
two additional proficiencies. cover increases by +3 feet.
* Sneak Attack « PHB 96
Once per turn, you can deal an extra 2d6 damage to === TIEFLING RACIAL TRAITS ===
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack * Darkvision * BR 43
roll. You don’t need advantage on the attack roll if You can see in darkness (shades of gray) up to 60 ft.
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have * Hellish Resistance « BR 43
disadvantage on the attack roll. You have resistance to fire damage.
| Special * Infernal Legacy * BR 43
You know the thaumaturgy cantrip. [3rd] You can cast
* Thieves’ Cant « PHB 96 hellish rebuke (2nd) once per long rest. [5th] You can
You have learned thieves’ cant, a secret mix of dialect, cast darkness once per long rest. CHA is your
jargon, and code that allows you to hide messages in spellcasting ability.
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.
* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96
| Thief
* Fast Hands « PHB 97
You can use the bonus action granted by your
FEATURES & TRAITS
Rapier 1 2 1b. Waterskin 1 51b.
Shortbow 1 21b. Rope, Hempen (50 feet) 1 10 Ib.
Arrows 20 11b. Leather 1 10 Ib.
Backpack 1 5 lb. Dagger 1 1lb.
Ball Bearings (bag of 1,000) 1,000 2 1b. Dagger 1 11b.
String 10 -- Thieves' Tools 1 1lb.
Bell 1 - Ink (1 ounce bottle) 1 --
Candle 5 - Small Knife 1 -
Crowbar 1 51b. Clothes, Common 1 31lb
Hammer 1 31b.
WEIGHT CARRIED
68.5 Ib Piton 10 2.5 1b.
ENCUMBERED Lantern, Hooded 1 2 1b.
180 Ib. QOil (flask) 2 2 Ib.
PUSH/DRAG/LIFT Rations (1 day) 5 10 Ib.
360 Ib. Tinderbox 1 11b.
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SPELL SAVE DC

SPELL ATTACK
BONUS

—

)/ \
7 Y
=== CANTRIPS === (At Will)
Thaumaturgy Infernal Legacy -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
===2nd LEVEL ===
Hellish Rebuke Infernal Legacy DEX 10 1R 60 ft. V,S Instantaneous  PHB 250 1/LR, VIS
SPELLS
3\ P2
)\ {
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Hermyar Lethathro

CHARACTER NAME
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® _+5 Insight wis
+0 O _+L Intimidation CHA
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Ranger 3 Prosperous_Merchant_7
CLASS & LEVEL PLAYER NAME
Wood EIf Acolyte (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
S 16 28 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
.. . 3d10
Immunities - Magical Sleep successes OO0
FAILURES( H >=< )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== LANGUAGES ===
Birdfolk, Cervan, Common, Elvish, Kraul

PROFICIENCIES & LANGUAGES

L SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== SPECIAL ===
Colossus Slayer

Once per turn, when you hit a creature with a
weapon attack, the creature takes an extra 1d8
damage if it's below its HP maximum.

Mask of the Wild
You can attempt to hide even when you are only
liahtly obscured.

74

Darkvision 60 ft.

SENSES

4 N
15 PASSIVE WISDOM (PERCEPTION) Longbow +9 1d8+5 Piercing  Marial, Ammuniion, Heay, Range, Two-Handed, Range (150/600)
15 PASSIVEISDOM (NSIGHT) Shortsword +7 1d6+5 Piercing Martial, Finesse, Light
Shortsword +7 1d6+5 Piercing Martial, Finesse, Light
12 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strlke +2 1 BIUdgeOning

WEAPON ATTACKS & CANTRIPS y
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Ranger 3 Prosperous_Merchant_7
CLASS & LEVEL PLAYER NAME
Wood ElIf Acolyte (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

7

=== RANGER FEATURES ===
* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Beasts « PHB
Beasts are nonhumanoid creatures that are a natural
part of the fantasy ecology. Some of them have
magical powers, but most are unintelligent and lack
any society or language.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn’t slow your group’s travel, your group can't
become lost except by magical means, you remain
alert to danger even when you are engaged in another

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5).

* Ranger Archetype ¢« PHB 92
| Hunter

* Primeval Awareness « PHB 92

As an action, you can expend one ranger spell slot (1
minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn’t reveal the creatures’ location or
number.

| 1 Action

* Hunter’'s Prey « PHB 93
You gain an additional attack feature.

N

You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Ability Score Increase * BR 24

* EIf Weapon Training * BR 24
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Fleet of Foot « BR 24
Your base walking speed increases to 35 feet.

* Mask of the Wild « BR 24
You can attempt to hide even when you are only lightly
obscured.

activity, you can move stealthily at a normal pace | Colossus Slayer « PHB | Special
(while alone), you find twice as much food while Once per turn, when you hit a creature with a weapon
foraging, and while tracking creatures, you learn the attack, the creature takes an extra 1d8 damage if it's
exact number, sizes, and how long ago they passed below its HP maximum.
through the area.
| Special
| Swamp « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in === WOOD ELF RACIAL TRAITS ===
such regions.
* Darkvision ¢ BR 23
* Fighting Style « PHB 91 You can see in darkness (shades of gray) up to 60 ft.
You adopt a particular style of fighting as your
specialty. * Keen Senses ¢ BR 23
FEATURES & TRAITS
\
Leather 1 10 Ib. Clothes, Common 1 31b.
Shortsword 1 21b.
Shortsword 1 21b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Tinderbox 1 11b.
Torch 10 10 Ib.
Rations (1 day) 10 20 Ib.
Waterskin 1 51b.
WEIGHT CARRIED
79 b Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Longbow 1 2 1b.
0lb. Arrows 20 11b.
PUSH/DRAG/LIFT Holy Symbol 1 -
0 lb. Vestments 1 -
EQUIPMENT J
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SPELLCASTING
ABILITY

SPELL SAVE DC

—
)/ \
7 Y
=== 1st LEVEL === 3 Slots OO0
O Absorb Elements Ranger -- 1R Self S 1 round EE 150 D:1Rnd, S
O Longstrider Ranger - 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM
O Hunter's Mark <C> Ranger -- 1BA 90 ft. \Y Concenuation, upto1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
SPELLS
3\ P2
)\ {

SPELL ATTACK
BONUS
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