
Skills

I

II

III III

II

I

Combat

Abilities

STR

DEX

CON

I
INTELLIGENCE

NT

WIS

CHA

ABILITY MODIFIER        SAVING THROW  PROF.
BONUS

WISDOM

STRENGTH

DEXTERITY

CONSTITUTION

CHARISMA

LEVEL

MAX HIT POINTS

HP
CURRENT

5 6.500 14.000
Noble

Tiefling Medium
He/Him Dark Auburn Black with gold irises Deep red

Early 20s

10 0 0

14 +2 +2

16 +3 +6

10 0 0

10 0 0

20 +5 +8

PROFICIENCY
BONUS +

8 +

Cha 16

10
Darkvision 60 ft

+3

Hellish Rebuke (3d10) 1   LR
Darkness 1   LR
Infernal Conduit (15hp)

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) 

+2

0

0

0

+5

+3

0

+11

0

0

0

0

+5

+11

+3

+2

+2

0

Tool

+2 2 30 ft 20 ft

16
14 Breastplate

2 2

Fire
 

 
 
 
 

49

PROF   ABILITY

2
Greatsword ✔ Cha Melee +8 2d6+5 Slashing
Heavy, two-handed

javelin ✔ Str Melee, 30/120 ft +3 1d6 Piercing
Thrown

  

  

  

  

Attack / Cast a Spell
Dash / Disengage / Dodge

Escape Grapple / Help / Hide
Ready / Search / Use Object
Overrun / Tumble (or as bonus action)

As 1 attack: Disarm / Grapple / Shove

Darkness

Infernal Conduit

Baleful Interdict Opportunity Attack

Hellish Rebuke (3d10)

ur
pl

eM
or

eB
et

te
r'

s 
D

&
D

 5
th

 e
di

ti
on

 C
ha

ra
ct

er
 R

ec
or

d 
Sh

ee
t 

v1
2.

99
9 

(C
ol

or
fu

l -
 A

4)



Background

ARMOR:

WEAPONS:

Features

Proficiencies

Feats

Equipment

Tiefling (+1 Intelligence, +2 Charisma) 
 
Infernal Legacy: 
   I know the Thaumaturgy cantrip. 
   At 3rd level, I can cast the Hellish Rebuke spell once per long rest as a 2nd-level spell. 
   At 5th level, I can also cast the Darkness spell once per long rest. 
   Charisma is my spellcasting ability for these spells.

Infernal Conduit: Transfer up to your level x 3 hit points between myself and other targets. 
As an action, touch another creature. If unwilling, must make a Constitution save (DC equal 
to 8 + CHA mod + proficiency mod). If they succeed, ability fails and cannot re-attempt for 
24 hours. If successful, can transfer hit points to them from my hit point pool or from 
them to replenish my hit point pool. If I'm fully healed, grants temporary hit points. 
Cannot grant another creature temporary hit points. 
Fighting Style - Lies: While wielding a two-handed weapon, you may choose to use your 
STR or CHA mod for the attack and damage rolls. Must use the same modifier for both 
rolls. 
Baleful Interdict: As a bonus action, burn a spell slot to place a seal on a target within 30 
ft. Can do this a number of times equal to my CHA modifier. Seals are replenished after a 
long rest. When an ally or myself hits a target I can see with a seal applied, I can consume 
the seal and inflict 2d6 necrotic damage on the target per seal. If within 30ft of the 
target, heal one hit point for each die of damage seals inflicted up to my max HP. Seals 
evaporate if not used after one minute. Only the illrigger who places the seals know they're 
there; it appears as a glowing glyph on the creatures forehead. 
Hellsight: 3rd level, you have advantage on Wisdom checks to notice disguised, hidden, or 
invisible creatures. 
Knight of Hell - Architect of Ruin: Invoke Authority learned; choose one then replenished 
with a short rest before either can be used again. 
Invoke Authority - Infernal Arcanist: Until end of next turn, cast spells that take one 
action as a bonus action. 
Invoke Authority - Compel the Credulous: Choose a target; if their CHA is less than yours 
they must make a WIS save. If they fail, they attack closest ally. If their CHA is equal or 
higher, no effect.

Position of Privilege
I am welcome in high society, and people assume I have the right to be wherever I am. The 
common folk make every effort to accommodate me and avoid my displeasure, and other 
people of high birth treat me as a member of the same social sphere. I can secure an 
audience with a local noble if I need to.

Common
Infernal
Ch i S h

Gaming set

LBSLBS

ATTUNED MAGICAL ITEMS (MAX 3)

51 -  
100 lb

101 -  
150 lb

151 -  
300 lb

5 10 15 - 30

Wealthy
4 gp
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Exhaustion Magic Items

MAGIC ITEM:LEVEL EFFECT (CUMULATIVE) ATTUNED

1 Disadvantage on Ability Checks

2 Speed halved

3 Disadvantage on Attack Rolls and Saving Throws 
MAGIC ITEM: ATTUNED

4 Hit Point maximum halved

5 Speed reduced to 0

6 Death
MAGIC ITEM: ATTUNED

Conditions

Blinded
Fail checks involving sight. Attacks have 
disadvantage. Enemy attacks have advantage.

Charmed
Can’t harm/attack charmer. Charmer has 
advantage on ability checks to interact socially.

Deafened
Fail checks involving hearing.

Frightened
Disadvantage to checks/attacks while source 
of fear is in sight. Can’t willingly move closer 
to the source of fear.

Grappled
Speed drops to 0, regardless of any bonus.

Incapacitated
Can’t take actions or reactions.

Invisible
Can’t be seen, but noise and tracks. Attacks 
have advantage, enemy attacks disadvantage.

Paralyzed
Incapacitated. Can’t move or speak. Fail Str 
and Dex saving throws. Enemy attacks have 
advantage. Enemy attacks within 5 ft are 
critical hits.

Petrified
Incapacitated. Can’t move or speak. Unaware 
of surroundings. Resistance to all damage. 
Immune to poison/disease. Fail Str and Dex 
saving throws. Enemy attacks have advantage. 
Stop aging. Weight increases by factor 10.

Poisoned
Disadvantage on attack rolls and ability checks.

Prone
Crawl (at ½ speed) or stand up (costs ½ speed). 
Attacks have disadvantage. Enemy attacks 
have advantage within 5 ft and disadvantage if 
further away.

Restrained
Speed 0, regardless of bonus. Disadvantage on 
Dex saving throws. Attacks have disadvantage. 
Enemy attacks have advantage.

Stunned
Incapacitated. Can’t move. Can speak only 
falteringly. Fail Str and Dex saving throws. 
Enemy attacks have advantage.

Unconscious
Incapacitated. Can’t move or speak. Unaware 
of surroundings. Drop everything. Fail Str 
and Dex saving throws. Enemy attacks have 
advantage. Enemy attacks within 5 ft are 
critical hits.

MAGIC ITEM: ATTUNED

MAGIC ITEM: ATTUNED

MAGIC ITEM: ATTUNED

MAGIC ITEM: ATTUNED

F
IN

ISH
IN

G A LO
N

G REST RED
U

C
ES 

TH
E EX

H
A

U
STIO

N LEV
EL BY 1, 

PRO
V

ID
ED TH

A
T Y

O
U A

LSO IN
G

ESTED

SO
M

E  FO
O

D A
N

D D
RIN

K.

©
D

ES
IG

N
 B

Y
 JA

V
IE

R 
A

U
M

EN
TE

 -
 JA

A
U

V
EL

@
G

M
A

IL
.C

O
M

; E
D

IT
S &

 F
O

RM
 F

IE
LD

S B
Y
 JO

O
ST

 W
IJ

N
EN

 -
 FL

A
PK

A
N
@

G
M

A
IL

.C
O

M
. T

H
E 

D
&

D
 L

O
G

O
 A

N
D
 D

RA
G

O
N

S A
RE

 ©
W

IZ
A

RD
S O

F T
H

E 
C

O
A

ST

Status Possessions

Dash Action Gain your speed as extra movement for this turn.

Disengage Action Your movement doesn’t provoke opportunity attacks for this turn.

Dodge Action Attack rolls from attackers you can see have disadvantage and you have 
advantage on Dex saving throws until the start of your next turn.

Escape Action Escape a grapple by winning a Str (Athletics) or Dex (Acrobatics) check 
vs. grappler’s Str (Athletics) check.

Help Action Give an ally advantage on next ability check or attack roll vs. an opponent 
within 5 ft of you, if done before the start of your next turn.

Hide Action Hide from those that can’t perceive you. Your Dex (Stealth) check is the 
DC for anybody’s Wis (Perception) check to discover you.

Overrun* Action or 
Bonus Action

Move through opponent’s space once by winning opposing Str (Athletics) 
check. Advantage if you are larger and disadvantage if you are smaller.

Ready Action Choose an action that you will take in response to a set trigger. Taking 
the action uses your reaction. Readying a spell requires concentration.

Search Action Search for something with a Wis (Perception) or Int (Investigation) check.

Tumble* Action or 
Bonus Action

Move through opponent’s space once this turn by winning opposing  
Dex (Acrobatics) check.

Use Object Action
You can interact with an object once per turn for free. A second interaction 
and special cases take an action to complete (e.g. draw a second weapon, 
equip a shield, drink a potion, retrieve an item from a backpack).

Disarm* Attack
Knock an item from grasp by winning weapon attack roll vs. opponent’s 
Str (Athletics) or Dex (Acrobatics) check. Disadvantage if item is held by 
two hands. A larger opponent has advantage, smaller has disadvantage.

Grapple Attack
With a free hand, give the grappled condition to an opponent that is 
within reach and up to one size larger than you by winning Str (Athletics) 
check vs. opponent’s Str (Athletics) or Dex (Acrobatics) check.

Mark* Melee 
Attack

Mark target of a melee attack. Next opportunity attack against the mark 
before the end of your next turn has advantage and doesn’t use a reaction.

Shove Attack Move opponent 5 ft or make prone by winning opposing Str (Athletics) 
check. Disadvantage if trying to move the opponent to a side.*

Move 
Grappled Move Bring grappled opponent along as part of your move. You move at half 

speed unless the opponent is two or more sizes smaller than you.
    *This action is an optional rule introduced in the Dungeon Master Guide (and is therefore not eligible in Adventurer’s League play).

Half Cover Gain +2 to AC and +2 to Dex saving throws.

Three-Quarters Cover Gain +5 to AC and +5 to Dex saving throws.

GEAR #  #  

TOTAL WEIGHT

Other Holdings

TOTAL WEIGHT

GEAR

Combat Rules

Lock of Trickery

Spell Scroll: Hold Person
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Spell 
Slots

1ST LEVEL 2ND LEVEL 9TH LEVEL3RD LEVEL 4TH LEVEL 5TH LEVEL 6TH LEVEL 7TH LEVEL 8TH LEVEL

Tiefling Spells Spell attack modifier: +8
Spell save DC: 16

Spellcasting ability

  Charisma

Cantrips (0 Level)

1st Level

2nd Level

KN SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

AT 
WILL
AT 
WILL Thaumaturgy Minor wonder; your voice booms, flames flicker, tremors in the ground, ominous sounds, etc. —  Trans 1 a 30 ft V 1 min (D) P 282

KN SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

1×
LR
1×
LR Hellish Rebuke Cast when taking dmg, crea that dealt dmg 2d10+1d10/SL Fire dmg; save halves Dex  Evoc 1 rea 60 ft V,S Instantaneous P 250

KN SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

1×
LR
1×
LR Darkness 15-ft rad darkness on point or object; darkvision doesn't work; only magical light of higher SL works —  Evoc 1 a 60 ft V,M Conc, 10 min P 230

Identify (R) 1 magical item or magic-imbued crea/obj; learn properties, how to use, and spells affecting it (100gp) —  Div 1 min Touch V,S,Mƒ Instantaneous P 252

Magic Missile 3+1/SL darts hit creature(s) you can see for 1d4+1 Force dmg per dart —  Evoc 1 a 120 ft V,S Instantaneous P 257

Augury (R) Omen about specific course of action you plan to take in the next 30 min (25gp) —  Div 1 min Self V,S,Mƒ Instantaneous P 215

Silence (R) 20-ft rad no sound propagates; all within deafened, immune to Thunder dmg, can't use verbal comp. —  Illus 1 a 120 ft V,S Conc, 10 min P 275

Invisibility 1+1/SL crea invisible; attacking/casting makes the crea visible; anything worn/carried also invisible —  Illus 1 a Touch V,S,M Conc, 1 h P 254

Cure Wounds 1 creature is healed for 1d8+1d8/SL+spellcasting ability modifier hp —  Evoc 1 a Touch V,S Instantaneous P 230

 

 

Illrigger: Burning Halo 2nd-level enchantment  

Illrigger: Furious Interdict 1st-level evocation  

Illrigger: Hell's Lash 1st-level evocation  

Illrigger: Loquelic Interdic 2nd-level evocation  

Illrigger: Rejuvenating Inte1st-level evocation  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


