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ARMOR
CLASS

CURRENT HIT POINTS

TEMPORARY HIT POINTS

INITIATIVE SPEED

DEATH SAVESHIT DICE

Hit Point Maximum

Total SUCCESSES

FAILURES

CHARACTER NAME

PROFICIENCY BONUS

SAVING THROWS

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

PASSIVE WISDOM

(PERCEPTION)

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA
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RACE

SIZE DESCRIPTION PLAYER

LEVEL & CLASS BACKGROUND

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

Darkvision. You can see in dim light within 
60 ft. 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 Thaumaturgy 
at will and Hellish Rebuke as a 2nd-level 
spell once per long rest. Your Spell Save 
DC is 10.

Fighting Spirit. As a bonus action, you gain 
advantage on weapon attack rolls until 
the end of the current turn; plus, you 
gain 5 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. 

Chainmail1

Longsword
Shield2

Light Crossbow
Bolts (  ) (  ) (  ) (  ) (  ) (  ) (  ) (  ) (  ) (  )
        (  ) (  ) (  ) (  ) (  ) (  ) (  ) (  ) (  ) (  )
Signet Ring (of your order)

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

1 You make Stealth checks with disadvantage while 
wearing your chainmail

2 When holding a shield, your AC is 19.

1 You can wield your longsword with two 
hands to deal 1d10+2 damage instead, but you 
cannot have your sheild affixed if doing so.

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

Proficiencies. All armour, shields; simple 
weapons, martial weapons; musical 
instrument _______________.

Languages. Common, Infernal, Elvish
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Tiefling

Medium

3rd level Fighter (Samurai) Knight of the Order
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28

3D10

Longsword 1 +4 1D8+2 SLASHING

Light Crossbow 2 +3 1D8+1 PIERCING

17/19 +1 30
FEET

As a samurai, you have an indomitable 
fighting spirit and a nearly unbreakable 
resolve. Your enemies must yield or die. 



Infernal Legacy

Thaumaturgy
Transmutation cantrip
Casting Time: 1 action
Range: 30 ft.
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
Range: 60 ft.
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 10 Dexterity 
saving throw. It takes 3d10 fire damage 
on a failed save, or half as much damage 
on a successful one.


