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DAMAGE/TYPE

1D8+2 sLastiNG

D8+l piercinG

1YOU CAN WIELD YOLR LONGSWORD WITH TWO
HANDS TO DEAL IDI0+2 DAMAGE INSTEAD, BUT YOU
CANNOT HAVE YOUR SHEILD AFFIXED IF DOING SO.

2Y0U CAN FIRE A LIGHT CROSSBOW 80 FT., OR UP
TO 320 FT. WITH DISADVANTAGE ON THE ATTACK
ROLL.
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INSTRUMENT e
LANGUAGES. COMMON, INFERNAL, ELVISH

) OTHER PROFICIENCIES & LANGUAGES

” PASSIVE WISDOM j
(PERCEPTION) \ ATTACKS & SPELLCASTING /
N PROFICIENCIES. ALL ARMOLR, SHIELDS; SIMPLE  [|  ff CHANmAL
WEAPONS, MARTIAL WEAPONS; MUSICAL gfﬁlsﬁgorev
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EXPLORER'S PACK:

* BEDROLL

* MESS KIT

* TINDERBOX

* 10 TORCHES

* 10 DAYS RATIONS

* WATERSKIN

* 50 FT. HEMPEN ROPE
* 10 GOLD COINS

1YOU MAKE STEALTH CHECKS WITH DISADVANTAGE WHILE
WEARING YOUR CHAINMAIL

2WHEN HOLDING A SHIELD, YOUR AC I8 19.
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AS A SAMURAI, YOU HAVE AN INDOMITABLE

FIGHTING SPIRIT AND A NEARLY UNBREAKABLE
RESOLVE. YOUR ENEMIES MUST YIELD OR DIE.
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DARKVISION. YOU CAN SEE IN DIM LIGHT WITHIN
©0 FT. AS IF IT WERE BRIGHT LIGHT, AND IN
DARKNESS AS IF IT WERE DIM LIGHT.

HELLISH RESISTANCE. YOU HAVE RESISTANCE TO
FIRE DAMACGE.

INFERNAL LEGACY. YOU CAN CAST THAUMATLRGY
AT WILL AND HELLISH REBUKE AS A ZND-LEVEL
SPELL ONCE PER LONG REST. YOUR SPELL SAVE
DC s 10.

FIGHTING SPIRIT. A3 A BONUS ACTION, YOU GAIN
ADVANTAGE ON WEAPON ATTACK ROLLS UNTIL
THE END OF THE CURRENT TURN; PLUS, YOU
GAIN S TEMPORARY HIT POINTS. YOU CAN USE
THIS FEATURE 3 TIMES PER LONG REST.

KNIGHTLY REGARD. YOU CAN RECEIVE SHELTER,
FOOD, HEALING, AND OTHER FORMS OF
ASSISTANCE FROM MEMBERS OF YOUR KNIGHTLY
ORDER AND THOSE SYMPATHETIC TO ITS AIMS.
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INFERNAL LEGACY
THAUMATLRGY

TRANSMUTATION CANTRIP
CASTING TIME: 1 ACTION
RANGE: 30 FT.
COMPONENTS: V
DURATION: UP TO 1 MINUTE

YOU MANIFEST A MINOR WONDER, A SIGN OF
SUPERNATLIRAL 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 | 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 SOLIND
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 LNLOCKED
DOOR OR WINDOW TO FLY OPEN OR SLAM
SHUT.

* YOU ALTER THE APPEARANCE OF YOLR EYES
FOR | MINUTE.

IF YOU CAST THIS SPELL MULTIPLE TIMES, YOU
CAN HAVE UP TO THREE OF ITS I-MINUTE
EFFECTS ACTIVE AT A TIME, AND YOU CAN
DISMISS SUCH AN EFFECT AS AN ACTION.

HEeLLISH ReBUKE

IST-LEVEL EVOCATION

CASTING TIME: 1 REACTION, WHICH YOU TAKE IN
RESPONSE TO BEING DAMAGED BY A CREATLIRE
RANGE: @0 FT.

COMPONENTS: V, S

DURATION: INSTANTANEOUS

YOU POINT YOUR FINGER, AND THE CREATURE
THAT DAMAGED YOU IS MOMENTARILY
SLIRROLINDED BY HELLISH FLAMES. THE
CREATURE MUST MAKE A DC 10 DEXTERITY
SAVING THROW. IT TAKES 3DI0 FIRE DAMAGE
ON A FAILED SAVE, OR HALF AS MUCH DAMAGE
ON A SUCCESSFUL ONE.
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