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Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis

y

SKILLS

Fighter 2 / Bard 10 / llirigger 3 / Warlock 5

waringclandnd

CLASS & LEVEL PLAYER NAME
Bugbear Criminal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
+16 35 84 -
INITIATIVE CLASS \ HIT POINTS J
( (( 2d10 + 10d8 + 3d10 + 5d8 1 \
successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Drum, Thieves' Tools
S==x N
=== LANGUAGES ===
7 N Abyssal, Common, Infernal
30 ft. (Walking)
A SPEED )
i 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

Devastator « 1 / Short Rest

Once per short or long rest, as an action, you make
a weapon attack and choose up to 6 willing creatures
you can see within 30 ft. of you. Each creature can
use a reaction to make a weapon attack or cast a
damage-dealing cantrip with a casting time of 1 action.

=== BONUS ACTIONS ===
Baleful Interdict: Move Seals

If an interdicted creature dies, you can use a bonus
action on your turn to move all seals placed on them
to a new creature you can see within 30 ft. of them.
Each seal’s duration continues to elapse when an
interdicted creature dies and when that seal is moved
to a new creature.

Bardic Inspiration » 10 / Short 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
(1d10). 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.

ACTIONS

\

74

Darkvision 60 ft.

14 PASSIVE PERCEPTION
14 PASSIVE INSIGHT
23 PASSIVE INVESTIGATION

SENSES

//

Dragon's Wrath Scimitar (Ascendant) ~ +22 1d6+16 Slashing 1 Charge, Martial, Finesse, Light, Nick
Eldritch Blast +16 1d10+10 Force Count: 4, VIS
Unarmed Strike +6 1 Bludgeoning

WEAPON ATTACKS & CANTRIPS
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=== BARD FEATURES ===

* Core Bard Traits « PHB-2024 59

* Bardic Inspiration « PHB-2024 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 (1d10). 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 10 times per
Short or Long Rest.

| 10 / Short Rest « 1 Bonus Action

* Spellcasting « PHB-2024 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 24, Spell Attack +16). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

* Expertise « PHB-2024 60
You gain Expertise in two skill proficiencies of your
choice.

* Jack of All Trades « PHB-2024 60

You can add half your Proficiency Bonus (3) to ability
checks you make that uses a skill proficiency you lack
and that doesn’t otherwise use your Proficiency Bonus.

* Bard Subclass « PHB-2024 60
| College of Valor
* Combat Inspiration « PHB-2024 67

A creature that has a Bardic Inspiration die from you
can use it for one of the following effects:

Defense. When the creature is hit by an attack roll, that
creature can use its Reaction to roll the Bardic
Inspiration die and add the result to its AC against that
attack.

Offense. Immediately after the creature hits a target
with an attack roll, the creature can roll the Bardic
Inspiration die and add the result to the attack’s
damage.

| Combat Inspiration: Defense: 1 Reaction
| Combat Inspiration: Offense: 1 Reaction

* Martial Training « PHB-2024 67

You gain proficiency with Martial weapons and training
with Medium armor and Shields. In addition, you can
use a Simple or Martial weapon as a Spellcasting
Focus to cast spells from your Bard spell list.

* Ability Score Improvement « PHB-2024 61

* Font of Inspiration « PHB-2024 61
You now regain all expended uses of Bardic
Inspiration when you finish a Short or Long Rest.

In addition, you can expend a spell slot (no action
required) to regain one expended use of Bardic
Inspiration.

| Regain Bardic Inspiration: Special
* Extra Attack « PHB-2024 67
You can attack twice instead of once whenever you
take the Attack action on your turn.
In addition, you can cast one of your cantrips that has
a casting time of an action in place of one of those
attacks.

* Countercharm « PHB-2024 61

If you or a creature within 30 ft. fails a saving throw
against an effect that applies the Charmed or
Frightened condition, you can take a Reaction to
cause the save to be rerolled with Advantage.

| 1 Reaction
* 8: Ability Score Increase * PHB-2024 61

* 9: Expertise « PHB-2024 60
You gain Expertise in another two skill proficiencies of
your choice.

* Magical Secrets « PHB-2024 61

Whenever you reach a Bard level that increases the
number of Prepared Spells you have, you can choose
any of your new prepared spells from the Bard, Cleric,
Druid, and Wizard spell lists, and they count as Bard
spells for you. In addition, whenever you replace a
spell prepared for this class, you can replace it with a
spell from those lists.

=== WARLOCK FEATURES ===
* Core Warlock Traits « PHB-2024 153

* Eldritch Invocations « PHB-2024 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.

| Agonizing Blast (Eldritch Blast) « br-2024
You can add your Cha. modifier bonus to the damage
rolls of Eldritch Blast.

| Eldritch Smite « br-2024
Once per turn when you hit a creature with your pact
weapon, you can expend a Pact Magic spell slot to
deal an extra 4d8 Force damage to the target, and you
can give it the Prone condition if it's Huge or smaller.

N

FEATURES & TRAITS

Manual of Quickness of Action 1 - Tome of Clear Thought 1 --

Manual of Quickness of Action 1 - Tome of Clear Thought 1 --

Manual of Quickness of Action 1 - Tome of Leadership and Influence 1 --

Manual of Quickness of Action 1 - Tome of Leadership and Influence 1 --

Manual of Quickness of Action 1 - Tome of Leadership and Influence 1 --

Manual of Quickness of Action 1 - Tome of Leadership and Influence 1 --

Manual of Quickness of Action 1 - Tome of Leadership and Influence 1 --

Ring of Spell Storing (Summon Undead) 1 - Tome of Leadership and Influence 1 --

Tome of Clear Thought 1 - Tome of Leadership and Influence 1 --

WEIGHT CARRIED Tome of Clear Thought 1 - Blood Fury Tattoo 1 --
181 Ib. Tome of Clear Thought 1 - loun Stone of Mastery 1 --

ENCUMBERED Tome of Clear Thought 1 -

300 Ib. Tome of Clear Thought 1 - Rod of Lordly Might 1 -
PUSH/DRAG/LIFT Tome of Clear Thought 1 - Dragon's Wrath Scimitar (Ascendant) 1 3 1b.
600 Ib. Tome of Clear Thought 1 - Dragon-Touched Focus (Ascendant) 1 -

EQUIPMENT )
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| 1 Action

| Investment of the Chain Master « br-2024
When you cast Find Familiar, you infuse the summon
familiar and grant it the following benefits:

« The familiar gains either a Fly or Swim Speed
(your choice) of 40 ft.

« As a Bonus Action, you can command the familiar
to take the Attack action.

* Whenever the familiar deals Bludgeoning,
Piercing, or Slashing damage, you can make it deal
Necrotic or Radiant damage instead.

« If the familiar forces a creature to make a saving
throw, it uses your spell save DC.

« When the familiar takes damage, you can take a
Reaction to grant it Resistance against that damage.

| Pact of the Chain: Quick Attack: 1 Bonus Action
| Pact of the Chain: Resistance: 1 Reaction

| Pact of the Blade « br-2024
As a Bonus Action, you can conjure a pact weapon in
your hand, or create a bond with a magic weapon you
touch. You can’'t bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Whenever you attack with the bonded weapon, you
can use your Cha. instead of Str. or Dex.; and you can
cause it to deal Necrotic, Psychic, or Radiant damage
or its normal damage type.

Your bond with the weapons ends if you use this
feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the bond
ends.

| Pact of the Blade: Conjure: 1 Bonus Action
| Pact of the Blade: Bond: 1 Bonus Action

| Pact of the Chain « br-2024
You learn Find Familiar and can cast it as a Magic
action without expending a spell slot.

When you take the Attack action, you can forgo one of
your own attacks to allow your familiar to make one
attack with its Reaction.

| Pact of the Chain: Attack: 1 Action
* Pact Magic « PHB-2024 153

* Magical Cunning *« PHB-2024 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 « PHB-2024 154
| The Hexblade (XGtE)

* Expanded Spell List « XGtE
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse * XGtE

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+6 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 15 HP if it dies.

| 1/ Short Rest » 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

* Hex Warrior « XGtE

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special
* Ability Score Improvement « PHB-2024 155
=== ILLRIGGER FEATURES ===
* Hit Points « TIR
* Proficiencies * TIR

* Baleful Interdict « TIR

Once on your turn, you can place a magical seal on a
creature within 30 ft. of you. You can either place this
seal when you hit that target with a weapon attack (no
action required), or you can use a bonus action to
place this seal on a target you can see within range.
The seal lasts for 1 minute or until burned. Seals are
invisible to other creatures but appear to you as
glowing glyphs on the creature's body. A creature with
one or more of your seals is referred to as an
interdicted creature.

You have 4 seals that you can place before resting.
You regain all seals when you finish a short or long
rest.

If an interdicted creature dies, you can use a bonus
action on your turn to move all seals placed on them to
a new creature you can see within 30 feet of them.
Each seal’s duration continues to elapse when an

Potion of Speed

Spell Scroll (Level 9) Conjure Minor Elementals
Backpack

Rod of Lordly Might

Dragon's Wrath Scimitar (Ascendant)
Dragon-Touched Focus (Ascendant)
Tome of Leadership and Influence
Tome of Clear Thought

Tome of Clear Thought

Shield, +3

Sickle

Bedroll

Mess Kit

Rations (1 day)

Rope, Hempen (50 feet)

5 - Tinderbox

1 - Torch

1 51b Waterskin

1 - Crowbar

1 3lb Hammer

1 - Piton

1 - Rations (1 day)
1 - Rope, Hempen (50 feet)
1 - Tinderbox

1 6 Ib. Torch

1 2 1lb. Waterskin

1 7 Ib. Crowbar

1 11b. Hammer

9 18 Ib. Piton

1 10 Ib. Rations (1 day)

ADDITIONAL EQUIPMENT

N
1 1lb
10 10 Ib.
1 51b.
1 51b.
1 31b.
10 251b.
10 20 Ib.
1 10 Ib.
1 1lb.
10 10 Ib.
1 51b.
1 51b.
1 31b.
10 2.51b.
10 20 Ib.
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interdicted creature dies and when that seal is moved
to a new creature. | Bravado * TIR | Painkiller

Burning Seals. When an interdicted creature within 30
ft. of you takes damage from any source other than a
seal burned by an illrigger, you can burn any number
of seals you placed on them for 1d6 fire or necrotic
damage per seal burned You deal this damage
immediately after the triggering damage. Burning a
seal doesn't require an action from you , but you can't
do so while incapacitated.

Interdict Save. Class features you gain later can add
additional effects to your Baleful Interdict. The saving
throw DC for these effects is 24.

| Baleful Interdict: Burning Seals (Fire): Special
| Baleful Interdict: Burning Seals (Necrotic): Special
| Baleful Interdict: Seals: 4 / Short Rest « No Action
| Baleful Interdict: Move Seals: 1 Bonus Action

* Forked Tongue * TIR
You can instinctively speak, read, and write Infernal.

In addition, you can speak two other languages of your
choice, but you can't read or write them. When you
finish a long rest, you can replace one of these two
languages. When you do, choose another language
whose name you know; you magically forget the
previous language and gain this new one instead.

At 9th level, this feature grants you another language.
You also gain advantage on Wisdom (Insight) checks
made to ascertain the intentions or sincerity of
creatures.

* Combat Mastery * TIR
Your illrigger combat mastery:

While you are not wearing any armor, your AC is 30.
You can use a shield and still gain this benefit.

* Interdiction  TIR
You can infuse your seals with hellish magical power,
enhancing their effects.

Interdict Boons Known. The number of interdict boons
you know is 1. When you gain an illrigger level, you
can replace a boon you know with another boon that
you can learn.

Using Interdict Boons. Some boons allow you to
expend unplaced seals to fuel abilities, while others
empower all your seals or grant you benefits against
interdicted creatures. Some boons are marked
"Passive", you don't need to expend a seal or take an
action to benefit from the passive boons you know.
You can activate only one non-passive boon per turn,
regardless of how many you know.

* Interdict Boons ¢ TIR

| Bedevil »
When you burn a seal on an interdicted creature, you
can activate this boon (no action required). The target
must subtract 6 from the result of the next saving throw
they make before the end of their next turn.

| No Action

* Diabolic Contract » TIR

You sign a diabolic contract with an archdevil who
welcomes you into the Order of Desolation. Choose
between the Architect of Ruin (Asmodeus),
Hellspeaker (Moloch), Painkiller (Dispater), Sanguine
Knight (Sutekh), or Shadowmaster (Belial) as your
archdevil. Your choice grants you features at 3rd level
and again at 7th, 11th, and 15th level.

ADDITIONAL FEATURES & TRAITS

* Invoke Hell » TIR
Your chosen diabolic contract grants you two Invoke
Hell options.

When you use your Invoke Hell, you choose which
option to use. You must then finish a short or long rest
to use your Invoke Hell again.

If Invoke Hell requires a saving throw the save DC is
24,

Grand Strategist. Choose up to 6 creatures within 60
ft. of you who can hear you (no action required). Each
target can immediately move up to half their speed
without provoking opportunity attacks.

Punishment. When a creature damages you with an
attack, you can use your reaction to force the attacker
to make a Wis saving throw. On a failed save, the
attacker takes necrotic damage equal to the damage
they dealt you with the triggering attack. On a
successful save, the attacker takes half as much
damage.

| Invoke Hell: Grand Strategist: No Action
| Invoke Hell: Punishment: 1 Reaction

* Dispater's Blessing ¢ TIR
You gain proficiency with heavy armor.

* Devastator * TIR

Once per short or long rest, as an action, you make a
weapon attack and choose up to 6 willing creatures
you can see within 30 ft. of you. Each creature can use
a reaction to make a weapon attack or cast a
damage-dealing cantrip with a casting time of 1 action.

ADDITIONAL EQUIPMENT
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| 1/ Short Rest « 1 Action

=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+2 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/ Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91

* Action Surge « PHB-2024 91
On your turn you can take one additional action,
except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

=== BUGBEAR SPECIES TRAITS ===

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM 8

You are a Humanoid. You are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed « MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed « MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky * MotM 8

You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in
a space large enough for a Small creature.

ADDITIONAL FEATURES & TRAITS

N

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra 2d6
damage.

| Special

=== FEATS ===

* Two-Weapon Fighting « PHB-2024 210

When you make an extra attack as a result of using a
weapon that has the Light property, you can add your
ability modifier to the damage of that attack if you
aren't already adding it to the damage.

* Metamagic Adept « TCoE 80

| Distant Spell « PHB
When you cast a spell that has a range of 5 ft. or
greater, you can spend 1 sorcery point to double the
range of the spell (or make the range 30 ft. for a spell
with a range of touch).

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend 2 sorcery points to change the
casting time to 1 bonus action for this casting.

| Sorcery Points (Metamagic Adept): 2 / Long Rest ¢
Special

| Metamagic - Quickened Spell: Special
| Metamagic - Distant Spell: Special
* Spell Sniper « PHB-2024 208

Ability Score Increase. Int., Wis., or Cha. increased by
1.

ADDITIONAL EQUIPMENT
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Bypass Cover. Your attack rolls for spells ignore Half
Cover and Three-Quarters Cover.

Casting in Melee. Being within 5 ft. of an enemy
doesn't impose Disadvantage on your attack rolls with
spells.

Increased Range. When you cast a spell that has a
range of at least 10 ft. and requires you to make an
attack roll, you can increase the spell's range by 60 ft.

* Boon of Fate « PHB-2024 210
Ability Score Increase. Increase one ability score of
your choice by 1.

Improve Fate. When you or another creature within 60
ft. of you succeeds or fails a D20 Test, you can roll 2d4
and apply the total rolled as a bonus or penalty to the
d20 roll. Once you use this benefit, you can't use it
again until you roll Initiative or finish a Short or Long
Rest.

| Improve Fate: Special
* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +6 to
the roll.
Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.
* Criminal Ability Score Improvements « PHB-2024 179
| Increase two scores (+2/ +1) »

* Weapon Mastery « PHB-2024 91

| 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.

| Scimitar (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Trident (Topple) «
Topple. If you hit a creature with a Trident, 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.

| Nick (Scimitar): 1 Action

| Slow (Longbow): 1 Action

| Topple (Trident): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +16 1A 120 ft. V,S Instantaneous ~ PHB-2024 267 Count: 4, V/S
=== 1st LEVEL === 4 Slots OO00
O Find Familiar [R] Eldritch Invocations - 1A 10 ft. V,S,M Instantaneous  PHB-2024 272 \/S/M
===2nd LEVEL === 3 Slots OO0
O Scorching Ray Bard +16 1A 120 ft. V.S Instantaneous ~ PHB-2024 314 V/S
O Rime's Binding Ice Dragon-Touched Focus (Ascendant) CON 24 1A Self/30 ft. Cone S,M Instantaneous  FToD 21 1 Charge, 30 ft. Cone, SIM
=== 3rd LEVEL === 3 Slots 00O | 2 Pact OO
O Summon Undead Bard - 1A 90 ft. V,S,M  Concentiation, upto 1 hour  PHB-2024 328  Special: Use the spell slot's level for the spell's level in the stat block.*, D: 1h, V/S/IM
=== 4th LEVEL === 3 Slots 000
O Conjure Minor Elementals Bard - 1A Self/15 ft. Emanation  \/,S Concentration, up o 10 minutes PHB-2024 255 D: 10m, 15 ft. Emanation, V/S
O Raulothim's Psychic Lance Dragon-Touched Focus (Ascendant) INT 24 1A 120 ft. \Y Instantaneous  FToD 21 1 Charge, V
=== 5th LEVEL === 2 Slots 0O
O Hold Monster Dragon-Touched Focus (Ascendant) WIS 24 1A 90 ft. V,S,M  Goncentration, upto 1 minste PHB 251, 1 Charge, D: 1m, V/S/M
O Legend Lore Dragon-Touched Focus (Ascendant) - 10m  Self V,S,M Instantaneous PHB 254 1 Charge, V/S/M
O Rary's Telepathic Bond Dragon-Touched Focus (Ascendant) -- 1A 30 ft. V,S,M 1 hour PHB 270 1 Charge, D: 1h, V/ISIM
=== 6th LEVEL ===
QO Fizban's Platinum Shield Dragon-Touched Focus (Ascendant) -- 1BA 60 ft. V,S,M  concentation, upto 1minute  FTOD 20 1 Charge, D: 1m, VISIM
SPELLS
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