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SKILLS

  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)

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma
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LEVEL & CLASS BACKGROUND

Pre-generated character sheet prepared by joe.nittoly.ca

Darkvision. You can see in dim light 
within 60 feet of you as if it were bright 
light, and in darkness as if it were dim light.

Hellish Resistance. You have resistance 
to fire damage.

Infernal Legacy. You can cast the 
Hellish Rebuke spell once per day as a 
2nd-level spell.

Trickster’s Blessing. As an action, you 
touch a willing creature (other than 
yourself) to give it advantage on 
Stealth checks. This blessing lasts for 1 
hour or until you bestow it upon 
someone else. 

Channel Divinity. Once per short or 
long rest, you can do one of the 
following:

• Turn Undead. As an action, you send 
undead fleeing from your deity’s wrath. 
Each undead creature within 30 ft. of 
you must succeed on a  DC 12 Wisdom 
saving throw or be turned for 1 minute 
(or until it takes damage). Turned 
creatures must move as far away from 
you as possible, cannot willingly move 
within 30 ft. of you, and cannot take 
reactions. On their turns, turned 
creatures can only Dash or, if unable 
to move away from you, take the Dodge action.

• Invoke Duplicity. As an action, you 
create an illusion of yourself lasting 
1 minute, or until you lose your 
concentration (as if contrating on a 
spell). The illusion appears in an 
unoccupied space that you can see 
within 30 ft. of you. As a bonus action 
on your turn, you can move the 
illusion up to 30 ft. to a space you 
can see, but it must remain within 120 
ft. of you. For the duration, you can 
cast spells from the illusion’s space, 
but you must use your own senses. 
Additionally, when you and your 
illusion are within 5 ft. of a creature 
that can see the illusion, you have 
advantage on attack rolls against 
that creature.

Safe Haven. You have access to a secret 
network of agents who can provide 
assiatance on your adventures. You 
know secret signs and passwords you 
can use to identify such agents who can 
provide you with access to a hidden safe 
house, free room and board, or 
assistance in finding informaton. these 
agents never risk their lives for you or 
risk revealing their true identities.

Faction Agent Gear: 
• Badge/emblem
• Faction code book
• set of common clothes
• 15 gold pieces

Cleric Gear: 
• Mace
• Leather Armour
• Light Crossbow
• 20 bolts ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
              ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
• Shield
• Holy Symbol

Explorer’s Pack: 
• bedroll
• mess kit
• tinderbox
• 10 torches
• 10 days rations
• waterskin
• 50 ft. hempen rope

Proficiencies. Light armour, medium armour, 
shields; simple weapons. 

Languages. Common, Infernal, Sylvan, 
Primordial
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Tiefling

Medium

3rd-Level Cleric (Trickery Domain) Faction Agent

+4

+2
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1D8

Mace +3 1D6+1 BLUDGEONING

Spellcasting 2 +4 SPECIAL

Light Crossbow 1 +4 1D8+2 PIERCING

13 +2 30
FEET

You’re a cunning and resourceful demonic 
humanoid, weilding the subtle magic of the 
divine trickster against the enemies of 
the realm. 

Spell Slots

(1ST) (1ST) (1ST) (1ST) (2nd) (2nd)
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1 You can fire a light crossbow up to 80 ft., or up 
to 320 ft. with disadvantage on the attack roll. 

2 Your Spellcasting ability is Intelligence. When 
casting spells that require your target to make a 
saving throw, your Spell Save DC is 12.

Prepared Spells. You have [5] prepared. You 
can choose a new list of 5 Cleric spells after 
a long rest.

Domain Spells. You always have Charm Person, 
Disguise Self, Mirror Image, and Pass without 
Trace prepared.



Tiefling Magic

Thaumaturgy

Transmutation cantrip
Casting Time: 1 action
Range: 30 feet
Components: V
Duration: Up to 1 minute

You manifest a minor wonder, a sign of 
supernatural power, within range. You create 
one of the following magical effects within 
range:

• Your voice booms up to three times as loud 
as normal for 1 minute.

• You cause flames to flicker, brighten, dim, or 
change color for 1 minute.

• You cause harmless tremors in the ground 
for 1 minute.

• You create an instantaneous sound that 
originates from a point of your choice within 
range, such as a rumble of thunder, the cry 
of a raven, or ominous whispers.

• You instantaneously cause an unlocked door 
or window to fly open or slam shut.

• You alter the appearance of your eyes for 1 
minute.

If you cast this spell multiple times, you can 
have up to three of its 1-minute effects active 
at a time, and you can dismiss such an effect as 
an action.

Hellish Rebuke

1st-level evocation
Casting Time: 1 reaction, which you take in 

response to being damaged by a creature 
within 60 feet of you that you can see

Range: 60 feet
Components: V, S
Duration: Instantaneous

You point your finger, and the creature that 
damaged you is momentarily surrounded by 
hellish flames. The creature must make a DC 12 
Dexterity saving throw. It takes 3d10 fire 
damage on a failed save, or half as much damage 
on a successful one.

Cantrips

Guidance

Divination cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute

You touch one willing creature. Once before 
the spell ends, the target can roll a d4 and add 
the number rolled to one ability check of its 
choice. It can roll the die before or after 
making the ability check. The spell then ends.

Sacred Flame

Evocation cantrip
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous

Flame-like radiance descends on a creature that 
you can see within range. The target must 
succeed on a DC 12 Dexterity saving throw or 
take 1d8 radiant damage. The target gains no 
benefit from cover for this saving throw.

Spare the Dying

Necromancy cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous

You touch a living creature that has 0 hit 
points. the creature becomes stable. This sepll 
has no effect on undead or constructs. 

Domain Spells

Charm Person

1st-level enchantment
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 hour

You attempt to charm a humanoid you can see 
within range. It must make a DC 12 Wisdom 
saving throw, and does so with advantage if you 
or your companions are fighting it. If it fails 
the saving throw, it is charmed by you until the 
spell ends or until you or your companions do 
anything harmful to it. The charmed creature 
regards you as a friendly acquaintance. When 
the spell ends, the creature knows it was 
charmed by you.

At Higher Levels: When you cast this spell 
using a 2nd-level spell slot, you can target one 
additional creature. The creatures must be 
within 30 feet of each other when you target them.

Disguise Self

1st-level illusion
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 1 hour

You make yourself, including your clothing, 
armor, weapons, and other belongings on your 
person, look different until the spell ends or 
until you use your action to dismiss it. You can 
seem 1 foot shorter or taller and can appear 
thin, fat, or in between. You can’t change your 
body type, so you must adopt a form that has 
the same basic arrangement of limbs. Otherwise, 
the extent of the illusion is up to you.

The changes wrought by this spell fail to hold 
up to physical inspection. For example, if you 
use this spell to add a hat to your outfit, 
objects pass through the hat, and anyone who 
touches it would feel nothing or would feel 
your head and hair. If you use this spell to 
appear thinner than you are, the hand of 
someone who reaches out to touch you would 
bump into you while it was seemingly still in midair.

To discern that you are disguised, a creature 
can use its action to inspect your appearance 
and must succeed on a DC 12 Intelligence 
(Investigation) check.

Mirror Image

2nd-level illusion
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 1 minute

Three illusory duplicates of yourself appear in 
your space. Until the spell ends, the duplicates 
move with you and mimic your actions, shifting 
position so it’s impossible to track which image 
is real. You can use your action to dismiss the 
illusory duplicates.

Each time a creature targets you with an attack 
during the spell’s duration, roll a d20 to 
determine whether the attack instead targets 
one of your duplicates.

If you have three duplicates, you must roll a 6 
or higher to change the attack’s target to a 
duplicate. With two duplicates, you must roll an 
8 or higher. With one duplicate, you must roll 
an 11 or higher.

A duplicate’s AC is 12. If an attack hits a 
duplicate, it is destroyed. A duplicate can be 
destroyed only by an attack that hits it. It 
ignores all other damage and effects. The spell 
ends when all three duplicates are destroyed.

A creature is unaffected by this spell if it can’t 
see, if it relies on senses other than sight, 
such as blindsight, or if it can perceive 
illusions as false, as with truesight.

Pass Without Trace
2nd-level abjuration
Casting Time: 1 action
Range: Self
Components: V, S, M
Duration: Concentration, up to 1 hour

A veil of shadows and silence radiates from 
you, masking you and your companions from 
detection. For the duration, each creature you 
choose within 30 feet of you (including you) has 
a +10 bonus to Stealth checks and can’t be 
tracked except by magical means. A creature 
that receives this bonus leaves behind no 
tracks or other traces of its passage.

Prepared Spells

Cure Wounds

1st-level evocation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous

A creature you touch regains 1d8+2 hit points. 
(This spell has no effect on undead or 
constructs.)

At Higher Levels: When you cast this spell 
using a 2nd-level spell slot, the healing 
restores 2d8+2 hit points.

Guiding Bolt

1st-level evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: 1 round

A flash of light streaks toward a creature of 
your choice within range. Make a ranged spell 
attack against the target. On a hit, the target 
takes 4d6 radiant damage, and the next attack 
roll made against this target before the end of 
your next turn has advantage, due to the 
mystical light illuminating the target.

At Higher Levels: When you cast this spell 
using a 2nd-level spell slot, the damage 
increases to 5d6.

Healing Word

1st-level evocation
Casting Time: 1 bonus action
Range: 60 feet
Components: V
Duration: Instantaneous

A creature of your choice that you can see 
within range regains 1d4+2 hit points. (This spell 
has no effect on undead or constructs.)

At Higher Levels: When you cast this spell 
using a 2nd-level spell slot, you restore 
increases to 2d4+2 hit points

Aid

2nd-level abjuration
Casting Time: 1 action
Range: 30 feet
Components: : V, S, M
Duration: 8 hours

Your spell bolsters your allies with toughness 
and resolve. Choose up to 3 creatures within 
range. Each target’s hit point maximum and 
current hit points increase by 5 for the duration.

Spiritual Weapon
2nd-level evocation
Casting Time: 1 bonus action
Range: 60 feet
Components: V, S
Duration: 1 minute

You create a floating, spectral weapon within range 
that lasts for the duration or until you cast this spell 
again. When you cast the spell, you can make a melee 
spell attack against a creature within 5 feet of the 
weapon. On a hit, the target takes 1d8+2 force damage.

As a bonus action on your turn, you can move 
the weapon up to 20 feet and repeat the attack 
against a creature within 5 feet of it.

The weapon can take whatever form you choose. 


