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ARMOR Max HP Current HP Temp HP |
+3 15 24 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 + 2d6 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Poisoner's Kit
- === L ANGUAGES ===
7 N Common, Common Sign Language, Goblin
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & TRAINING

L SKILLS ),

=== 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

=== BONUS ACTIONS ===
Nimble Escape: Disengage

You can take the Disengage action as a bonus
action.

Nimble Escape: Hide
You can take the Hide action as a bonus action.

Second Wind « 2 / Lona Rest

You can draw upon a limited well of physical and
mental stamina and regain 1d10+1 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

=== SPECIAL ===
Arcane Recovery « 1/ Long Rest

When you finish a Short Rest, you can recover
expended spell slots. The spell slots can have a
combined level equal to no more than 1, and none of
the slots can be level 6 or higher.

You can use this feature once per Long Rest.

74

Darkvision 60 ft.

SENSES

ACTIONS
4 N
12 PASSIVE PERCEPTION Longbow +5 118+3 PIEICINgG M Ammunon, ey, g, TosHards S, Fage 150550
10 PASSIVE INSIGHT Shortsword +5 1d6+5 Piercing Martial, Finesse, Light, Vex
Unarmed Strike +1 0 Bludgeoning
17 PASSIVE INVESTIGATION

WEAPON ATTACKS & CANTRIPS y
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=== WIZARD FEATURES ===
* Core Wizard Traits « PHB-2024 165
* Spellcasting  PHB-2024 165
* Ritual Adept « PHB-2024 166
* Arcane Recovery « PHB-2024 166
When you finish a Short Rest, you can recover
expended spell slots. The spell slots can have a
combined level equal to no more than 1, and none of
the slots can be level 6 or higher.
You can use this feature once per Long Rest.

| 1/ Long Rest « Special
* Scholar « PHB-2024 166
You can choose one of the skills in which you're
proficient and gain Expertise in it.
=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91
* Fighting Style « PHB-2024 91
You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.
* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.
You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/ Long Rest « 1 Bonus Action

* Weapon Mastery « PHB-2024 91

=== GOBLIN SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 20

You are a Humanoid but are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 20
You are Small.

* Speed ¢ MotM 20
Your walking speed is 30 ft.

* Darkvision « MotM 20

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light and
discern colors in that darkness as shades of gray.

* Fey Ancestry « MotM 20
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Fury of the Small « MotM 20
When you damage a creature whose size is larger

N
than you with an attack or a spell, you can deal an
extra +2 damage.

You can use this trait 2 times per long rest, and you
can only use it once per turn.

| 2/ Long Rest « Special

* Nimble Escape * MotM 20
You can take the Disengage or Hide action as a bonus
action on each of your turns.

| Nimble Escape: Disengage: 1 Bonus Action

| Nimble Escape: Hide: 1 Bonus Action

=== FEATS ===

* Dueling « PHB-2024 209

While holding a Melee weapon in one hand and no
other weapons, you gain a +2 bonus to damage rolls
with that weapon.

* Weapon Mastery » PHB-2024 91

| Longbow (Slow) «
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Longsword (Sap) ¢
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack

FEATURES & TRAITS

Backpack 1 5 lb.
Quiver 1 1lb.

Studded Leather 1 13 Ib.
Scimitar 1 31b.
Shortsword 1 2 1b.
Longbow 1 21b.
Oil 2 21b.

Rations 10 20 Ib.
Rope 1 5 Ib.
WEIGHT CARRIED Tinderbox 1 11b.

77 |b. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
120 Ib. Caltrops 20 21b.
PUSH/DRAG/LIFT Crowbar 1 51b.
240 Ib. Arrows 20 11b.

EQUIPMENT
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roll against that creature before the end of your next
turn.

| Sap (Longsword): 1 Action
| Vex (Shortsword): 1 Action
| Slow (Longbow): 1 Action

* Magic Initiate (Druid) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Druid 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 Druid
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.

| Intelligence ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Male 15 Small
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good green green Black
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
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7 N
| judge people by their
actions, not their words.

PERSONALITY TRAITS

L~ 1

[ ~"1]
Freedom. Tyrants must not be allowed to
oppress the people. (Chaotic)

IDEALS

L~ —~

[ ~"1]
| protect those who cannot
protect themselves.

BONDS
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CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
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CHARACTER BACKSTORY ADDITIONAL NOTES




Wizard

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
R —
li .‘\
=== CANTRIPS === (At Will)
Guidance Magic Initiate (Druid) -- 1A Touch V,S Concentration, up to L minute  PHB-2024 282 D: 1m, V/S
Message Magic Initiate (Druid) - 1A 120 ft. S,M 1 round PHB-2024 298 D: 1Rnd, S/M
=== 1st LEVEL === 3 Slots OO0
Absorb Elements Magic Initiate (Druid) -- 1R Self S 1 round EE 150 1/LR, D: 1Rnd, S
SPELLS
)\ {




