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CLASS & LEVEL PLAYER NAME
Firbolg Inheritor (Milestone)
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Simple Weapons
=== LANGUAGES ===
I — Common, Elvish, Giant, Sylvan
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30 ft. (Walking)
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i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Fey Presence ¢ 1/ Short Rest

Once per short rest, as an action, you can cause
each creature in a 10-ft. cube from you to make a WIS
saving throw (DC 16) or become charmed or
frightened by you (your choice) until the end of your
next turn.

=== BONUS ACTIONS ===
Hidden Step * 1 / Short Rest

As a bonus action, turn invisible until the start of
your next turn, you attack, deal damage, or force a
saving throw once per short rest.

=== REACTIONS ===
Beguiling Defenses

You are immune to being charmed, and when
another creature attempts to charm you, you can use

your reaction to attempt to turn the charm back on that

creature, unless it succeeds on a WIS saving throw
(DC 16), for 1 minute or until the creature takes any
damage.

Misty Escape ¢ 1/ Short Rest
Once per short rest, when you take damage, you
can use vour reaction to turn invisible and teleport up

\ ACTIONS

74

13

13

11

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES

//

Unarmed Strike +3

0 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

\\




—

—

* Hit Points « PHB 106
* Proficiencies * PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Archfey

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 16, Spell Attack +8).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « PHB 108
Additional spells are added to the warlock spell list for
you.

* Fey Presence « PHB 109

Once per short rest, as an action, you can cause each
creature in a 10-ft. cube from you to make a WIS
saving throw (DC 16) or become charmed or
frightened by you (your choice) until the end of your
next turn.

| 1/ Short Rest « 1 Action

* Eldritch Invocations « PHB 107
You learn fragments of forbidden knowledge that
imbue you with an abiding magical ability.

| Agonizing Blast « PHB 110
When you cast eldritch blast, add +4 to the damage it
deals on a hit.

| Dreadful Word « PHB 110
Once per long rest, you can cast confusion using a
warlock spell slot.

You can cast silent image at will, without expending a
spell slot or material components.

| Sign of Ill Omen « PHB 111
Once per long rest, you can cast bestow curse using a
warlock spell slot.

| Undying Servitude « TCoE 71
You can cast animate dead without using a spell slot.
Once you do so, you can't cast it in this way again until
you finish a long rest.

* Pact Boon « PHB 107
Your otherworldly patron bestows a gift upon you for
your loyal service.

| Pact of the Tome « PHB
Your patron gives you a grimoire called a Book of
Shadows that grants you additional cantrips that don't
count against your number of cantrips known. If you
lose the book, you can perform a 1-hour ceremony to
receive a replacement during a short or long rest.

* Ability Score Improvement « PHB 108

* Misty Escape « PHB 109

Once per short rest, when you take damage, you can
use your reaction to turn invisible and teleport up to 60
ft. to an unoccupied space you can see. You remain
invisible until the start of your next turn or until you
attack or cast a spell.

| 1/ Short Rest » 1 Reaction

* Beguiling Defenses « PHB 109

You are immune to being charmed, and when another
creature attempts to charm you, you can use your
reaction to attempt to turn the charm back on that
creature, unless it succeeds on a WIS saving throw
(DC 16), for 1 minute or until the creature takes any
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=== WARLOCK FEATURES === | Misty Visions « PHB damage.

| 1 Reaction

=== FIRBOLG RACIAL TRAITS ===
* Ability Score Increase * VGtM

* Age * VGtM

* Size « VGtM

* Speed * VGIM

* Firbolg Magic « VGtM

You can cast detect magic and disguise self (can
seem up to 3 ft. shorter) once per short rest. WIS is
your spellcasting ability.

* Hidden Step « VGtM

As a bonus action, turn invisible until the start of your
next turn, you attack, deal damage, or force a saving
throw once per short rest.

| 1/ Short Rest » 1 Bonus Action

* Powerful Build « VGtM
You count as Large to determine your carrying
capacity and the weight you can push, drag, or lift.

* Speech of Beast and Leaf « VGtM

You can communicate with (though not understand)
beasts and plants and have advantage on CHA checks
to influence them.

* Languages ¢ VGtM

WEIGHT CARRIED
0 lb.
ENCUMBERED

270 Ib.

PUSH/DRAG/LIFT

540 Ib.
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=== CANTRIPS === (At Will)
O Thaumaturgy Pact Boon -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
QO Vicious Mockery Pact Boon WIS 16 1A 60 ft. \Y Instantaneous PHB 285 V
O Guidance <C> Pact Boon - 1A Touch V,S Concentration, upto L minue  PHB 248 D: 1m, VIS
=== 1st LEVEL ===
O Detect Magic <C> Firbolg Magic -- 1A Self/30 ft. Sphere  V,S Concentraiion, upto lominutes - PHB 231 1/SR, D: 10m, 30 ft. Sphere, V/S
O Disguise Self Firbolg Magic - 1A Self V.S 1 hour PHB 233  1/SR, D: 1h, VIS
O silent Image <C> Eldritch Invocations -- 1A 60 ft./15 ft. Cube V,S,M  concenvaion, wproromines  PHB 276 D: 10m, 15 ft. Cube, V/ISIM
=== 3rd LEVEL ===
O Bestow Curse <C> Eldritch Invocations WIS 16 1A Touch V.S Concenuation, upro 1minte - PHB 218 1/LR, D: 1m, V/S
P Animate Dead Eldritch Invocations (Always Prepared) -- im 10 ft. V,S\M Instantaneous PHB 212  1/LR, V/S/IM
=== 4th LEVEL ===
O Confusion <C> Eldritch Invocations WIS 16 1A 90 ft/10 ft. Sphere V,S,M  concenvation. wpro1minwe - PHB 224 1/LR, D: 1m, 10 ft. Sphere, V/S/M
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