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=== ARMOR ===

Light Armor, Medium Armor, Shields

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

=== TOOLS ===
Calligrapher's Supplies

=== LANGUAGES ===

Abyssal, Celestial, Common, Draconic,
Dwarvish, Giant, Infernal

4 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

Infernal Conduit Dice ¢ 5/ Long Rest

You have a pool of Infernal Conduit dice, which are
d10s. You have 5 Infernal Conduit dice. You regain
any spent Infernal Conduit dice when you finish a long
rest.

As an action, you can touch another creature and
spend one or more dice from your pool. The target
must make a Con savina throw against vour interdict

save DC (17). A creature can willingly fail this saving
throw. Roll the spent dice and choose one of the
following effects:

Invigorate. On a failed save, the target regains HP
equal to the total you rolled, and you take necrotic
damage equal to that total. On a successful save, the
target regains half as many HP, and you take necrotic
damage equal to that total. Save or fail, this necrotic
damage can't be reduced in any way, and if this
damage reduces you to 0 HP, you fall unconscious
and are stabilized.

Devour. On a failed save, the target takes necrotic
damage equal to the total you rolled, and you regain
HP eaual to that total. On a successful save. the taraet

ACTIONS
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17 PASSIVE PERCEPTION Mace of the Black Crown (Exalted) +12 1d6+8 Bludgeoning  +3d6 Fire, Simple, Sap, Vengeful Blade: 2d8 Necrotic
17 Unarmed Strike +5 2 Bludgeoning
PASSIVE INSIGHT
12 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS y
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=== |LLRIGGER 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 5 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
interdicted creature dies and when that seal is moved
to a new creature.

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 17.

| Baleful Interdict: Burning Seals (Fire): Special
| Baleful Interdict: Burning Seals (Necrotic): Special
| Baleful Interdict: Seals: 5/ 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:

| Lies «
You can choose one type of melee weapon. When you
attack with that type of weapon, your attack and
damage rolls can have a +5 from Cha, instead of Str or
Dex. After finishing a long rest, you can choose a new
weapon type, replacing your previous choice.

* 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 2. When you gain an illrigger level, you
can replace a boon you know with another boon that

N

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 4 from the result of the next saving throw
they make before the end of their next turn.

| No Action

| Unleash Hell ¢
When you burn one or more seals on an interdicted
creature, you can use your reaction to unleash an
explosion of hellish energy around them. Each
creature of your choice within 5 ft. of the target must
make a Dex saving throw. On a failed save, a creature
takes the same amount and type of damage as the
seals dealt to the interdicted creature. On a successful
save, a creature takes half as much damage.

| Special

* 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.

FEATURES & TRAITS
Breastplate, +1 1 20 Ib.
Mace of the Black Crown (Exalted) 1 4 1b.
Chain Shirt 1 20 Ib.
Javelin 5 10 Ib.
Backpack 1 5 lb.
Alms Box 1 -
Blanket 1 3lb
Candle 10 -
Rations (1 day) 2 4 1b.
WEIGHT CARRIED Tinderbox 1 11b.
72 Ib. Waterskin 1 51b.
ENCUMBERED Block of Incense 2 -
180 Ib. Censer 1 - Mace of the Black Crown (Exalted) 1 4 1b.
Vestments 1 -

PUSH/DRAG/LIFT

360 Ib.

EQUIPMENT
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| Architect of Ruin

* Invoke Hell » TIR

Enervating Spell. When you deal damage to a creature
with an illrigger spell of 1st level or higher, you can
expend a seal (no action required) and the target has
vulnerability to that spell's damage. If they normally
have resistance or immunity to the spell's damage,
that resistance or immunity is suppressed for this spell,
and the target has vulnerability to the damage instead.

Spellblade. You can use an action to both make a
melee weapon attack and cast an illrigger spell you
know that has a casting time of one action.

| Invoke Hell: Enervating Spell: No Action
| Invoke Hell: Spellblade: 1 Action

* Asmodeus’s Blessing * TIR

You gain proficiency in one of the following skills of
your choice: Arcana, History, Nature, or Religion. In
addition, you can also read and write the languages
granted by your Forked Tongue feature.

* Spellcasting * TIR
* Ability Score Improvement « TIR

* Extra Attack * TIR
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

| Special

* Infernal Conduit » TIR

You have a pool of Infernal Conduit dice, which are
d10s. You have 5 Infernal Conduit dice. You regain
any spent Infernal Conduit dice when you finish a long
rest.

As an action, you can touch another creature and
spend one or more dice from your pool. The target
must make a Con saving throw against your interdict
save DC (17). A creature can willingly fail this saving
throw. Roll the spent dice and choose one of the
following effects:

Invigorate. On a failed save, the target regains HP
equal to the total you rolled, and you take necrotic
damage equal to that total. On a successful save, the
target regains half as many HP, and you take necrotic
damage equal to that total. Save or falil, this necrotic
damage can't be reduced in any way, and if this
damage reduces you to 0 HP, you fall unconscious
and are stabilized.

Devour. On a failed save, the target takes necrotic
damage equal to the total you rolled, and you regain
HP equal to that total. On a successful save, the target
takes half as much damage, and you regain HP equal
to the damage the target took. Save or fail, or if the
target chose to fail their saving throw against this
effect, the necrotic damage can't be reduced in any
way. When you reach 11th level in this class, the
target also gains a level of exhaustion on a failed save
against this effect. This level of exhaustion can be
reduced as normal, and a creature can't suffer more
than three levels of exhaustion combined from all
illriggers’ Infernal Conduit features.

| Infernal Conduit Dice: 5/ Long Rest ¢ 1 Action

* Hellish Versatility * TIR

Once per turn, you can cast one illrigger cantrip in
place of one of your attacks granted by your Extra
Attack feature.

* Asmodeus's Interdiction ¢ TIR

You learn the following interdict boons at the noted
illrigger levels. Once you learn an interdict boon

ADDITIONAL FEATURES & TRAITS

~N
granted by this feature, you always know it, and it
doesn’t count against the number of interdict boons
you know.

Axiomatic Seals (7th Level; Passive). When you burn
one or more seals to deal damage to a creature, you
can activate this boon (no action required) to add +5 to
each seal's damage roll.

Spellbreaker (13th Level). When an interdicted
creature you can see within 60 ft. of you casts a spell,
you can use your reaction to burn one or more of the
seals on them. When you do, burning the seal deals
no damage, and instead you cast counterspell on them
without expending a spell slot. Your spell’s level
increases by 1 for every additional seal you burn after
the first.

Hell Mage (18th Level; Passive). When you or an ally
within 30 ft. of you succeed on a saving throw against
a spell or other magical effect imposed by an enemy,
you can immediately place one or more seals on that
enemy, up to 4.

| Asmodeus's Interdiction: Axiomatic Seals (Passive):
No Action

* 8: Ability Score Improvement « TIR

*9: 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

ADDITIONAL EQUIPMENT
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made to ascertain the intentions or sincerity of
creatures.

* Blood Price « TIR

Whenever you fail a saving throw, you can spend one
of your Hit Dice, rolling it and adding the number rolled
to the result of the save.

=== ELF SPECIES TRAITS ===

* Creature Type « PHB-2024 190
You are a Humanoid.

* Size « PHB-2024 190
You are Medium.

* Speed * PHB-2024 190
Your speed is 30 ft.

* Darkvision « PHB-2024 190
You have Darkvision with a range of 60 ft.

* Elven Lineage *« PHB-2024 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| High EIf Lineage *
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can
replace the cantrip at level 1 with a different cantrip
from the Wizard spell list.

* Elven Lineage Spells « PHB-2024 189
| High EIf - Charisma ¢
* Fey Ancestry « PHB-2024 190

You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « PHB-2024 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « PHB-2024 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

=== FEATS ===
* Acolyte Ability Score Improvements « PHB-2024 178
| Increase two scores (+2 / +1) ¢

* Magic Initiate (Cleric) « PHB-2024 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 «

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Hellfire llirigger CHA 17 1A 120 ft. V,S Instantaneous  TIR 33 VIS
O Vengeful Blade llirigger +9 1A Self S,M Instantaneous  TIR 34 SIM
O Resistance Magic Initiate (Cleric) -- 1A Touch V,S Concentration, up o L minute  PHB-2024 312 D: 1m, V/S
QO Sacred Flame Magic Initiate (Cleric) DEX 17 1A 60 ft. V.S Instantaneous ~ PHB-2024 313 V/S
QO Toll the Dead Elven Lineage Spells WIS 17 1A 60 ft. V.S Instantaneous ~ PHB-2024 334 V/S

=== 1st LEVEL === 4 Slots OO00
O Hellish Rebuke llirigger DEX 17 1R 60 ft. V.S Instantaneous ~ PHB-2024 284 \/S
O Hell's Lash llirigger CON 17 1A 30 ft. V,S,M  concentiation, upto 1 minwe - TR 32 D: 1m, VISIM
O Shield llirigger - 1R Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Bane Magic Initiate (Cleric) CHA 17 1A 30 ft. V,S,M  Concentiation, upto 1 minwte - PHB-2024 245 1/LR, D: 1m, V/S/M
O Detect Magic Elven Lineage Spells -- 1A Self/30 ft. Sphere  V,S concenration,upto 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Detect Magic Elven Lineage Spells -- 1A Self/30 ft. Sphere  V,S Concenvation,upto 0minues - PHB-2024 262 1/LR, D: 10m, 30 ft. Sphere, VIS

===2nd LEVEL === 3 Slots 000
QO Infernal Challenge llirigger CHA 17 1BA 30ft. \% Concentration, up to Lminute T|R 33 D:1m,V
O Darkness llirigger - 1A 60 ft./15 ft. Sphere  V/,M Concentraion,upto 10 minutes - PHB-2024 260 D: 10m, 15 ft. Sphere, V/IM
QO Scorching Ray llirigger +9 1A 120 ft. V,S Instantaneous ~ PHB-2024 314 V/S
O Misty Step Elven Lineage Spells - 1BA  Self \% Instantaneous ~ PHB-2024299 1/LR,V
O Misty Step Elven Lineage Spells - 1BA  Self \ Instantaneous ~ PHB-2024299

SPELLS
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