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10
• �primal path feature [3]

9
• �rage damage [+3]
• �brutal critical  

[+1 damage dice on critical hit]

8
• �asi [ability score improvement / feat]

7
• �feral instinct  

[advantage: initiative • can‘t be surprised 
if entering rage]

6
• �primal path feature [2]
• �rages [4]

5
• �fast movement [speed + 10 ft while not 

wearing heavy armor]
• �extra attack [2 / attack action]

4
• �asi [ability score improvement / feat]

3
• �primal path [1]
• �rages [3]

2
• �reckless attack [advantage: your str 

based attacks + all attacks against you]
• �danger sense [advantage: dex saves]

1
• �rages [2] [advantage: str checks & saves • 

resistance: b|p|s] • �rage damage [+2]
• �unarmored defense [AC = 10 + DEX + con]

20
• primal champion [str and con scores 

increase by 4 to a maximum of 24]
• rages [unlimited]

19
• asi [ability score improvement / feat]

18
• indomitable might [if the total of a 

strength check is less than your strength 
score, use that strength score instead]

17
• rages [6]  

• brutal critical  
[+3 damage dice on critical hit]

16
• rage damage [+4] 

• asi [ability score improvement / feat]

15
• persistent rage [rage lasts as long as 

you choose and stay conscious, instead of  
1 minute attacking or taking damage]

14
• primal path feature [4]

13
• brutal critical  

[+2 damage dice on critical hit]

12
• rages [5] 

• asi [ability score improvement / feat]

11
• relentless rage [if dropping to 0 HP, 

succeed a con save and drop to 1 hp instead 
 • DC = 10 (+ 5 for every use of this feature)]

[character class]
barbarian

• regain all rage options after a long rest •

1
level

d12
hit dice

primal path:
decision at level 3 •
features at 6 • 10 • 14

a fierce warrior of primitive background who 
can enter battle rage, embracing predatory fury. 

weapons:  
simple weapons,  
martial weapons

armor: light,  
medium, shields

skills: chooose 2S

saving throws: 
strength • constitution
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brutal
critical +    1    damage dice

rage
damage + 2

fast move

speed ft

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

relentless rage
constitution save

DC 10
DC 15
DC 20
DC 25

11

9

multiclass prerequisites: 
minimum [all classes apply] strength 13
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primal path

s) barbarian skills: animal handling, athletics, intimidation, nature, perception, survival.
while in rage, it is not possible for a barbarian to cast spells of any kind.

personal totems tattoos superstitions

6 feature • description • action type

10 feature • description • action type

14 feature • description • action type

generic point-pool counter
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class features • rage effects
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10
• magical secrets [2 spells from any class]
• expertise [4] • �bardic inspiration [d10]
• spells known [14] • cantrips [4]

9
• �song of rest [1d8]
• 5th level spells
• spells known [12]

8
• spells known [11]
• �asi [ability score improvement / feat]

7
• 4th level spells
• spells known [10]

6
• �bard college feature [2]
• �countercharm [advantage: saves vs. fear 

or charm - within 30 ft] • spells known [9]

5
• �font of inspiration [short rest restores 

bardic inspiration] • bardic inspiration [d8] 
• 3rd level spells • spells known [8]

4
• spells known [7]
• cantrips [3]
• �asi [ability score improvement / feat]

3
• �bard college [1] • expertise [double 

proficiency for 2 known skills] 
• 2nd level spells • spells known [6]

2
• �jack of all trades [1/2 proficiency bonus]
• �song of rest [+ 1d6 to regain HP during 

short rests] • spells known [5]

1
• �spellcasting [cha] • spells known [4] 
• ritual casting • spell focus [instrument] 
• cantrips [2] • �bardic inspiration [d6]

20
• superior inspiration [regain 1 use of 

bardic inspiration, when rolling for 
initiative and your are out of uses]

19
• asi [ability score improvement / feat]

18
• magical secrets [6] 

• spells known [22]

17
• song of rest [1d12]

• 9th level spells 
• spells known [20]

16
• asi [ability score improvement / feat]

15
• bardic inspiration [d12]

• 8th level spells 
• spells known [19]

14
• bard college feature [3]

• magical secrets [4] 
• spells known [18]

13
• song of rest [1d10]

• 7th level spells 
• spells known [16]

12
• asi [ability score improvement / feat]

11
• 6th level spells 

• spells known [15]

[character class]
bard

• times usable = charisma modifier •
• regain all uses after a long rest [at level 5 
regain all uses after a short or long rest] •

1
level

d8
hit dice

bard college:
decision at level 3 •
features at 6 • 14

an inspiring magician whose power echoes the 
music of creation, with beauty and sheer versatility.

armor: light
instruments: 
chooose 1
skills: 
choose 1S

weapons: Simple & bard weaponsw

instruments: choose 2 more
skills: choose 2 moreS

saving throws: 
dexterity • charisma
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dice for bardic

ba
r

d
ic

inspiration D 6
song of

rest D 6
ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

difficulty class

spell-save 8 + prof. bonus + cha modifier

multiclass prerequisites: 
minimum [all classes apply] charisma 13
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bard college

w) bard weapons: Hand crossbows, shortswords, longswords, rapiers. s) bard skills: any.
each bard level counts as 1 full caster level for multiclass spell slot calculation.

generic point-pool counter
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6 feature • description • action type

14 feature • description • action type

defining work instrument embarrassment a bard‘s muse

class features • maneuvers
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proficiencies� only for level zero characters

10
• �divine intervention [call on your deity 

once every 7 days • roll equal / under your 
cleric level with a d100] • cantrips [5]

9
• 5th level spells

8
• �divine domain feature [4]
• �destroy undead [cr 1]
• �asi [ability score improvement / feat]

7
• 4th level spells

6
• �divine domain feature [3]
• �channel divinity [2]

5
• �destroy undead [cr 1/2]
• 3rd level spells

4
• cantrips [4]
• �asi [ability score improvement / feat]

3
• 2nd level spells

2
• �divine domain feature [2]
• �channel divinity [1 per short or long rest]
• �turn undead [with channel divinity]

1
• �divine domain [1] • cantrips [3]
• �spellcasting [wis] • prepared [level+wis]
• ritual casting • spell focus [holy]

20
• divine intervention improvement  
[your call for intervention succeeds 

automatically • no roll required]

19
• asi [ability score improvement / feat]

18
• channel divinity [3]

17
• divine domain feature [5]

• destroy undead [cr 4]
• 9th level spells

16
• asi [ability score improvement / feat]

15
• 8th level spells

14
• destroy undead [cr 3]

13
• 7th level spells

12
• asi [ability score improvement / feat]

11
• destroy undead [cr 2]

• 6th level spells

[character class]
cleric 1

level
d8
hit dice

divine domain:
decision at level 1 •
features at 2 • 6 • 8 • 17

a priestly champion who wields divine magic  
in service of a higher power.

armor:  
light, medium, shields

weapons: 
simple weapons

skills: choose 2S

saving throws: 
wisdom • charisma

worshipped

deity

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass prerequisites: 
minimum [all classes apply] wisdom 13

multiclass - penalty:

difficulty class

spell-save 8 + prof. bonus + wis modifier

• regain all uses after a short or long rest •
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divine domain

s) cleric skills: history, insight, medicine, persuation, religion. 
channel divinity from different classes grants new effects but no additional uses.
each cleric level counts as 1 full caster level for multiclass spell slot calculation.

2 feature • description • action type

6 feature • description • action type

8 feature • description • action type

17 feature • description • action type

temple keepsake secret

generic point-pool counter
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class features • channel divinity effects
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10
• �druid circle feature [3] 
• cantrips [4]
• �wild shape [duration: 5 hours]

9
• 5th level spells

8
• �wild shape [CR: 1 or less, + flying speed] 

[duration: 4 hours]
• �asi [ability score improvement / feat]

7
• 4th level spells

6
• �druid circle feature [2]
• �wild shape [duration: 3 hours]

5
• 3rd level spells

4
• �cantrips [3] • wild shape [CR: 1/2 or less,  

+ swimming speed] [duration: 2 hours] 
• �asi [ability score improvement / feat]

3
• 2nd level spells

2
• �druid circle [1]
• �wild shape [2] [Animal shape: CR 1/4 or less] 

[Duration: 1 hour] [no talking/spellcasting]

1
• cantrips [2] • �spellcasting [wis] 
• prepared [druid level + wis modifier] 
• spell focus [druidic] • ritual casting

20
• archdruid  

[you can use wild shape an unlimited 
number of times] [Duration: 10 hours]

19
• asi [ability score improvement / feat]

18
• timeless body [age only 1 year / decade]  

• beast spells [cast spells in wild shape 
(components: V or s, not M)] [Duration: 9 hours]

17
• 9th level spells

16
• wild shape [Duration: 8 hours]

• asi [ability score improvement / feat]

15
• 8th level spells

14
• druid circle feature [4]

• wild shape [Duration: 7 hours]

13
• 7th level spells

12
• wild shape [Duration: 6 hours]

• asi [ability score improvement / feat]

11
• 6th level spells

[character class]
druid

• regain all wild shape uses after a short or long rest •

1
level

d8
hit dice

druid circle:
decision at level 2 •
features at 6 • 10 • 14

a priest of the old faith. shapechanger. protector 
of the wild. wielding the eternal powers of nature.

armor:  
light*, medium*, shields*
language: druidic
*) �Druids will not use  

metal shields or armor

weapons: druid weaponsw

tools: herbalism kit
skills: choose 2S

saving throws: 
intelligence • wisdom
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beast form
limitations

no flying or 
swimming speed

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

difficulty class

spell-save 8 + prof. bonus + wis modifier

CR 1/4multiclass prerequisites: 
minimum [all classes apply] wisdom 13

wild shape
duration

1 hour
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druid circle

w) druid weapons: clubs, daggers, darts, javelins, maces, quarterstaffs, scimitars, sickles, slings, spears.
s) druid skills: arcana, animal handling, insight, medicine, nature, perception, religion, survival.

each druid level counts as 1 full caster level for multiclass spell slot calculation.

6 feature • description • action type

10 feature • description • action type

14 feature • description • action type

generic point-pool counter
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2 e.g. amount of usesfeatures • descriptions • action types

treasured item guiding aspect mentor

class features • animal forms
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proficiencies� only for level zero characters

10
• �martial archetype feature [3]

9
• �indomitable [1]  

[reroll a saving throw that you fail]

8
• �asi [ability score improvement / feat]

7
• �martial archetype feature [2]

6
• �asi [ability score improvement / feat]

5
• �extra attack [2 / attack action]

4
• �asi [ability score improvement / feat]

3
• �martial archetype [1]

2
• �action surge [1] [take one additional 

action on your turn]

1
• �fighting style [choose one]f

• �second wind [with a bonus action regain 
hit points equal to 1d10 + fighter level]

20
• extra attack [4 / attack action]

19
• asi [ability score improvement / feat]

18
• martial archetype feature [5]

17
• action surge [2] [you may not use both 

action surges in one single turn]
• indomitable [3] 

16
• asi [ability score improvement / feat]

15
• martial archetype feature [4]

14
• asi [ability score improvement / feat]

13
• indomitable [2] 

12
• asi [ability score improvement / feat]

11
• extra attack [3 / attack action]

[character class]
fighter

• regain all uses after a short or long rest •

• regain all uses after a long rest •per action

1
level

d10
hit dice

martial archetype:
decision at level 3 •
features at 7 • 10 • 15 • 18

a master of martial combat. battle-minded and 
skilled with a wide variety of weapons and armor.

armor:  
light, medium, shields 
weapons: simple weapons,  
martial weapons

armor: heavy
skills: choose 2S

saving throws: 
strength • constitution
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ASI / Feat: at class level 4 • 6 • 8 • 12 • 14 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:
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indomitableattacks

1multiclass prerequisites: 
minimum [all classes apply]

strength or 
dexterity 13

second
wind

used
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martial archetype

s) fighter skills: acrobatics, animal handling, athletics, history, insight, intimidation, perception, survival.
f) fighting styles: archery, defense, dueling, great weapon fighting, protection, two-weapon fighting, …
each eldritch knight fighter level counts as 1/3 caster level for multiclass spell slot calculation.

7 feature • description • action type

10 feature • description • action type

15 feature • description • action type

18 feature • description • action type

generic point-pool counter
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heraldic sign instructor signature style

class features • maneuvers • fighting styles
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10
• �purity of body [immunity to poison and 

disease] • �unarmored movement [+ 20 ft]
• �Ki-Point total [10]

9
• �unarmored movement [moving on 

vertical and liquid surfaces without 
falling] • �Ki-Point total [9]

8
• �Ki-Point total [8]
• �asi [ability score improvement / feat]

7
• �evasion [no or half damage on dex save]
• �stillness of mind [action ends fear or 

charmed condition] • �Ki-Point total [7]

6
• �monastic tradition feature [2] • unarmored 

movement [+ 15 ft] • ki-empowered strikes 
[monk attack = magic] • �Ki-Point total [6]

5
• �extra attack [2 / attack action] • martial 

arts [d6] • stunning strike [1 ki | melee stun 
on failed constitution save] • �Ki-Point total [5]

4
• �slow fall [reduce falling damage by 

5*monk level] • �Ki-Point total [4]
• �asi [ability score improvement / feat]

3
• �monastic tradition [1] • Ki-Point total [3]
• �deflect missiles [reduce ranged damage by 

1d10 + dex mod.+ level • 1 Ki | throw missile] 

2
• �unarmored movement [+ 10 ft]
• �ki [1 ki | flurry of blows • 1 ki | patient defense 

• 1 ki | step of the wind] • �Ki-Point total [2]

1
• �unarmored defense [AC = 10 + DEX + WIS]
• �martial arts [use str or dex for attacks • 

bonus action attack • d4 unarmed damage]

20
• perfect self [regain 4 ki points,  

when rolling for initiative and you have  
no ki points left] • Ki-Point total [20]

19
• Ki-Point total [19]

• asi [ability score improvement / feat]

18
• empty body [4 ki | become invisible  

• 8 ki | astral projection] • Ki-Point total [18]
• unarmored movement [+ 30 ft]

17
• monastic tradition feature [4]

• martial arts [d10] 
• Ki-Point total [17]

16
• Ki-Point total [16]

• asi [ability score improvement / feat]

15
• timeless body [suffer no aging effects • 

no need for food or water anymore] 
• Ki-Point total [15]

14
• unarmored movement [+ 25 ft]

• diamond soul [proficient in all saves •  
1 ki | reroll failed saves] • Ki-Point total [14]

13
• tongue of the sun and moon [understand 

all spoken languages & communicate with 
intelligent creatures] • Ki-Point total [13]

12
• Ki-Point total [12]

• asi [ability score improvement / feat]

11
• monastic tradition feature [3]

• martial arts [d8] 
• Ki-Point total [11]

[character class]
monk

• regain all ki points after a short or long rest •

1
level

d8
hit dice

monastic tradition:
decision at level 3 •
features at 6 • 11 • 17

a master of martial arts harnessing the power of 
the body in pursuit of physical & spiritual perfection.

weapons: shortswords*, 
simple weapons*
*) �these are monk weapons 

and can be used with the 
martial arts feature

instruments or
tools: choose 1T

skills: choose 2S

saving throws: 
strength • dexterity

Po
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difficulty class

ki-save 8 + prof. bonus + wis modifier

unarmed
damage D 4

unarmored

speed ft

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

multiclass prerequisites: 
minimum [all classes apply]

dexterity + 
wisdom 13
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monastic tradition

s) monk skills: acrobatics, athletics, history, insight, religion, stealth. 
t) monk tools: any artisan‘s tools or any musical instrument.

6 feature • description • action type

11 feature • description • action type

17 feature • description • action type

generic point-pool counter
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3 e.g. amount of usesfeatures • descriptions • action types

monastery monastic icon master

ki features • martial arts maneuvers
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proficiencies� only for level zero characters

10
• �aura of courage  

[allies within 10 ft of you can‘t be 
frightened while you are conscious]

9
• 3rd level spells

8
• �asi [ability score improvement / feat]

7
• �sacred oath feature [2]

6
• �aura of protection [grant a bonus to 

saving throws of allies equal to your 
charima modifier in a 10 ft radius]

5
• �extra attack [2 / attack action]
• 2nd level spells

4
• �asi [ability score improvement / feat]

3
• �sacred oath [1]
• �divine health [immune to disease]

2
• �fighting stylef• spellcasting [cha] 
• prepared [1/2 level+cha] • spell focus [holy]
• �divine smite [2d8 bonus radiant damage]d

1
• �divine sense [detect celestials, fiends or 

undead within 60 ft] • lay on hands [point 
pool heals wounds or cures poison/disease]

20
• sacred oath feature [4]

19
• asi [ability score improvement / feat]

18
• aura improvement [range of aura 

effects - like aura of protection or  
aura of courage - increases to 30 ft]

17
• 5th level spells

16
• asi [ability score improvement / feat]

15
• sacred oath feature [3]

14
• cleansing touch [end one spell effect on 

you or a willing creature you touch , 
uses per long rest equal your cha modifier]

13
• 4th level spells

12
• asi [ability score improvement / feat]

11
• improved divine smite 

[add another 1d8 radiant damage 
to your divine smites]

[character class]
paladin 1

level
d10

hit dice

sacred oath:
decision at level 3 •
features at 7 • 15 • 20

a holy warrior upholding righteousness and 
justice while honorbound to a sacred oath.

armor:  
light, medium, shields
weapons: simple weapons,
martial weapons

armor: heavy
skills: choose 2S

saving throws: 
wisdom • charisma

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

difficulty class

spell-save 8 + prof. bonus + cha modifier

• regain all uses after a long rest •

uses equal 1 + 
charisma modifier 

points equal  
paladin level*5
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[regain after a short or long rest]

3
3multiclass prerequisites: 

minimum [all classes apply]
strength + 

charisma 13
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sacred oath

s) paladin skills: athletics, insight, intimidation, medicine, persuation, religion. 
f) fighting styles: defense, dueling, great weapon fighting, protection, … 

d) divine smite: using a 1st level spell slot, you can deal 2d8 radiant bonus damage when you hit with a melee 
weapon. the damage increases by 1d8 for each spell level beyond 1st, and if the target is undead or a fiend.

each paladin level counts as 1/2 caster level for multiclass spell slot calculation.

7 feature • description • action type

15 feature • description • action type

20 feature • description • action type

generic point-pool counter
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3 e.g. amount of usesfeatures • descriptions • action types

personal goal symbol nemesis temptation

class features • channel divinity effects • auras • fighting style
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proficiencies� only for level zero characters

10
• �hide in plain sight [camouflage grants 

+10 to stationary stealth checks]
• �natural explorer [3]

9
• 3rd level spells 
• spells known [6]

8
• �land‘s stride [difficult terrain: no extra 

movement cost • advantage: saves vs. plants]
• �asi [ability score improvement / feat]

7
• �ranger archetype feature [2]
• spells known [5]

6
• �favored enemy [2] 
• �natural explorer [2]

5
• �extra attack [2 / attack action]
• 2nd level spells 
• spells known [4]

4
• �asi [ability score improvement / feat]

3
• �ranger archetype [1]
• �primeval awareness [sense creatures 

within 1 (or 6) miles] • spells known [3]

2
• �fighting style [choose one]f

• �spellcasting [wis] 
• spells known [2] 

1
• �favored enemy [1] [language, advantage 

to tracking and lore of one creature type]
• �natural explorer [1][terrain proficiency]

20
• foe slayer [once each turn you can add 

your wis modifier to attack and damage 
rolls against your favored enemies]

19
• spells known [11]

• asi [ability score improvement / feat]

18
• feral senses [aware of invisible creatures 
within 30 ft and not seeing enemies does not 

impose disadvantage to attack rolls]

17
• 5th level spells 

• spells known [10]

16
• asi [ability score improvement / feat]

15
• ranger archetype feature [4]

• spells known [9]

14
• vanish [hide as a bonus action and can‘t 

be tracked by non-magical means]
• favored enemy [3] 

13
• 4th level spells 

• spells known [8]

12
• asi [ability score improvement / feat]

11
• ranger archetype feature [3]

• spells known [7]

[character class]
ranger 1

level
d10

hit dice

ranger archetype:
decision at level 3 •
features at 7 • 11 • 15

a wayfaring warrior who uses nature magic to 
combat dire threats on the edges of civilization.

armor:  
light, medium, shields
weapons: simple weapons,
martial weapons
skills: choose 1S

skills: 
choose 2S more

saving throws: 
strength • dexterity

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

difficulty class

spell-save 8 + prof. bonus + wis modifier

favored terrains
 

e.g.
arctic
coast

desert
forest

grassland 
mountain 

swamp
or underdark

favored enemies
 

e.g.
aberrations

beasts
celestials

constructs
giants

monsters
oozes

or two humanoidsfa
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r

multiclass prerequisites: 
minimum [all classes apply]

dexterity + 
wisdom 13
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ranger archetype

s) ranger skills: animal handling, athletics, insight, investigation, nature, perception, stealth, survival.
f) fighting styles: archery, defense, dueling, two-weapon fighting, …

each ranger level counts as 1/2 caster level for multiclass spell slot calculation.

7 feature • description • action type

11 feature • description • action type

15 feature • description • action type

generic point-pool counter

Po
in

t
to

ta
l

su
bc

la
ss

fe
at

ur
es

3 e.g. amount of usesfeatures • descriptions • action types

world view homeland sworn enemy

class features • favored enemy & terrain boons • fighting style
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proficiencies� only for level zero characters

10
• �asi [ability score improvement / feat]

9
• �roguish archetype feature [2]
• �sneak attack [+5d6 damage]

8
• �asi [ability score improvement / feat]

7
• �evasion [dexterity checks from area 

effects do half or no damage at all]
• �sneak attack [+4d6 damage]

6
• expertise [double proficiency for 4 skills] 

5
• �uncanny dodge [reaction halves damage 

from an attacker you can see]
• �sneak attack [+3d6 damage]

4
• �asi [ability score improvement / feat]

3
• �roguish archetype [1]
• �sneak attack [+2d6 damage]

2
• �cunning action [dash, disengage, or hide 

as bonus actions]

1
• expertise [double proficiency for 2 skills] 
• �sneak attack [+1d6 to damage if advantage 

on attacks or enemy is surrounded]

20
• stroke of luck [once between short or 
long rests, you can turn a miss into a hit  
or treat a failed d20 ability roll as a 20]

19
• sneak attack [+10d6 damage]

• asi [ability score improvement / feat]

18
• elusive [no attack roll  

has advantage against you,  
as long as you aren‘t incapacitated]

17
• roguish archetype feature [4]

• sneak attack [+9d6 damage]

16
• asi [ability score improvement / feat]

15
• slippery mind [gain proficiency  

in wisdom saving throws]
• sneak attack [+8d6 damage]

14
• blindsense [aware of hidden 

and invisible creatures within 10 ft, 
if you are not deafened]

13
• roguish archetype feature [3]

• sneak attack [+7d6 damage]

12
• asi [ability score improvement / feat]

11
• reliable talent [treat a roll of 9 or 

lower as a 10 with proficient skill checks]
• sneak attack [+6d6 damage]

[character class]
rogue 1

level
d8
hit dice

roguish archetype:
decision at level 3 •
features at 9 • 13 • 17

a shifty scoundrel who uses stealth and trickery 
to overcome obstacles and to neutralize enemies.

armor: light
tools: thieves‘ tools
skills: choose 1S

language: thieves‘ cant

weapons: simple and 
rogue weaponsw

skills: choose 3S more 
saving throws: 

dexterity • intelligence

ASI / Feat: at class level 4 • 8 • 10 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

sneak attack

damage +   1   D6 if attack has advantage, or
if target is surrounded.

[level 20]
• regain all uses after a short or long rest •

Po
in

t
to

ta
l

lu
ck

st
ro

ke
 o

f

dodgy features
cunning action
[dash • disengage • hide]

evasion
[no damage dex saves]

uncanny dodge
[reaction halves damage]

elusive
[no advantage vs. you]

2 7

5 18

roguish

multiclass prerequisites: 
minimum [all classes apply] dexterity 13
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roguish archetype

w) rogue weapons: Hand crossbows, shortswords, longswords, rapiers. 
s) rogue skills: acrobatics, athletics, deception, insight, intimidation, Investigation, perception, 

performance, persuation, sleight of hand, stealth.
each arcane trickster rogue level counts as 1/3 caster level for multiclass spell slot calculation.

9 feature • description • action type

13 feature • description • action type

17 feature • description • action type

generic point-pool counter
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3 e.g. amount of usesfeatures • descriptions • action types

guilty pleasure adversary benefactor

class features
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proficiencies� only for level zero characters

10
• cantrips [6] • �metamagic [3]
• spells known [11] 
• �sorcery points [10]

9
• 5th level spells 
• spells known [10]
• �sorcery points [9]

8
• spells known [9] 
• �sorcery points [8]
• �asi [ability score improvement / feat]

7
• 4th level spells 
• spells known [8]
• �sorcery points [7]

6
• �sorcerous origin feature [2]
• spells known [7] 
• �sorcery points [6]

5
• 3rd level spells 
• spells known [6]
• �sorcery points [5]

4
• cantrips [5]
• spells known [5] • �sorcery points [4]
• �asi [ability score improvement / feat]

3
• �metamagic [choose 2 metamagic options]m 
• 2nd level spells • spells known [4] 
• �sorcery points [3]

2
• �flexible casting [convert sorcery points 

into spell slots and vice versa]
• spells known [3] • �sorcery points [2]

1
• �sorcerous origin [1] • cantrips [4] 
• �spellcasting [cha] • spells known [2] 
• ritual casting • spell focus [arcane] 

20
• sorcerous restoration [regain 4 

expended sorcery points after a short rest]
• sorcery points [20]

19
• sorcery points [19]

• asi [ability score improvement / feat]

18
• sorcerous origin feature [4]

• sorcery points [18]

17
• 9th level spells • spells known [15]

• metamagic [4] 
• sorcery points [17]

16
• sorcery points [16]

• asi [ability score improvement / feat]

15
• 8th level spells 

• spells known [14]
• sorcery points [15]

14
• sorcerous origin feature [3]

• sorcery points [14]

13
• 7th level spells 

• spells known [13]
• sorcery points [13]

12
• sorcery points [12]

• asi [ability score improvement / feat]

11
• 6th level spells 

• spells known [12]
• sorcery points [11]

[character class]
sorcerer 1

level
d6
hit dice

sorcerous origin:
decision at level 1 •
features at 6 • 14 • 18

an enigmatic spellcaster who struggles with 
inherent magic forces from a gift or bloodline.

n/a weapons: 
sorcerer weaponsw

skills: choose 2S

saving throws: 
constitution • charisma

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

difficulty class

spell-save 8 + prof. bonus + cha modifier

• regain all sorcery points after a long rest •

Po
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t
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ta
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y

po
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ts

sorcery points to
spell slots

1st [2] | 2nd [3] | 3rd [5] | 4th [6] | 5th [7]
spell slot levels to points: 1=1

multiclass prerequisites: 
minimum [all classes apply] charisma 13
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sorcerous origin

w) sorcerer weapons: daggers, darts, slings, quarterstaffs, light crossbows.
s) sorcerer skills: arcana, deception, insight, intimidation, persuation, religion.

m) metamagic: careful, distant, empowered, extended, heightened, quickened, subtle, twinned, …
each sorcerer level counts as 1 full caster level for multiclass spell slot calculation.

6 feature • description • action type

14 feature • description • action type

18 feature • description • action type

generic point-pool counter
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1 e.g. amount of usesfeatures • descriptions • action types

arcane origin response to gift supernatural mark sign of sorcery

class features • metamagic
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10

• �otherworldly patron feature [3]
• �cantrips [4]

9
• �spells known [10] 
• invocations known [5]
• 5th level spells • slot level [5th]

8
• �spells known [9]
• �asi [ability score improvement / feat]

7
• 4th level spells • slot level [4th]
• �spells known [8] 
• �invocations known [4]

6
• �otherworldly patron feature [2]
• �spells known [7]

5
• spells known [6] 
• �invocations known [3]
• 3rd level spells • slot level [3rd]

4
• �cantrips [3] 
• �spells known [5]
• �asi [ability score improvement / feat]

3
• �pact boon [an eldritch gift bestowed by 

your enigmatic patron] • slot level [2nd]
• 2nd level spells • �spells known [4]

2
• �eldritch invocations [2]
• �spell slots [2] [spell slots refresh after a 

short or long rest] • �spells known [3]

1
• �otherworldly patron [1] • �cantrips [2]
• pact magic [cha] • spell slots | level [1|1st] 
• �spells known [2] • �spell focus [arcane]

20
• eldritch master [spend 1 minute to gain  
a refresh of all warlock spell slots from 

your patron, once between long rests]

19
• spells known [15]

• asi [ability score improvement / feat]

18
• invocations known [8]

17
• mystic arcanum [9th]

• spell slots [4] 
• spells known [14]

16
• asi [ability score improvement / feat]

15
• mystic arcanum [8th]

• spells known [13] 
• invocations known [7]

14
• otherworldly patron feature [4]

13
• mystic arcanum [7th] 

• spells known [12]

12
• invocations known [6]

• asi [ability score improvement / feat]

11
• mystic arcanum [6th] [cast a 6th level 

warlock spell once between long rests]
• spell slots [3] • spells known [11]

[character class]
warlock 1

level
d8
hit dice

otherworldly patron:
decision at level 1 •
features at 6 • 10 • 14

a wielder of magic that is - for better or worse -  
derived from a bargain with an extraplanar entity.

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

proficiencies� only for level zero characters

armor: light
weapons: 
simple weapons

skills: choose 2S

saving throws: 
wisdom • charisma

multiclass - penalty:

difficulty class

spell-save 8 + prof. bonus + cha modifier

• regain all uses after a long rest •a
rc

a
n

u
m

m
a

st
er

m
ys

ti
c

el
d

r
it

ch

slots
spell level

of 
slots

boon
pact e.g. pact of the blade, chain or tome

used

1 minute 
all spell 

slots
regain

us
ed6th11

us
ed7th13

us
ed8th15

us
ed9th17

20

1 1st2 11 17 us
ed

multiclass prerequisites: 
minimum [all classes apply] charisma 13
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otherworldly patron

s) warlock skills: arcana, deception, history, intimidation, investigation, nature, religion.
warlock levels do not count for multiclass spell slot calculation. warlock spell slots, gained by the 

pact magic feature, refresh after a short or long rest. other casters need a long rest for a refresh.

6 feature • description • action type

10 feature • description • action type

14 feature • description • action type

generic point-pool counter

Po
in

t
to

ta
l

su
bc

la
ss

fe
at

ur
es

1 e.g. amount of usesfeatures • descriptions • action types

patron‘s attitude special terms of the pact binding mark

class features • pact boon description • eldritch invocations
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proficiencies� only for level zero characters

10
• �arcane tradition feature [3]
• cantrips [5]

9
• 5th level spells

8
• �asi [ability score improvement / feat]

7
• 4th level spells

6
• �arcane tradition feature [2]

5
• 3rd level spells

4
• cantrips [4]
• �asi [ability score improvement / feat]

3
• 2nd level spells

2
• �arcane tradition [1]

1
• �arcane recovery [short rest] • cantrips [3]
• �spellcasting [int] • prepared [level+int]
• ritual casting • spell focus [arcane]

20
• signature spell [choose two 3rd level 

spells to cast without spending spell  
slots, once between short or long rests]

19
• asi [ability score improvement / feat]

18
• spell mastery [choose one 1st level and one 

2nd level spell from your grimoire to cast at 
lowest level without spending spell slots] 

17
• 9th level spells

16
• asi [ability score improvement / feat]

15
• 8th level spells

14
• arcane tradition feature [4]

13
• 7th level spells

12
• asi [ability score improvement / feat]

11
• 6th level spells

[character class]
wizard 1

level
d6
hit dice

arcane tradition:
decision at level 2 •
features at 6 • 10 • 14

a scholarly magic-user. book-learned, analytic, and 
capable of manipulating the structures of reality.

n/a weapons: 
wizard weaponsw

skills: choose 2S

saving throws: 
intelligence • wisdom

ASI / Feat: at class level 4 • 8 • 12 • 16 • 19
[asi = ability score improvement]

multiclass - penalty:

difficulty class

spell-save 8 + prof. bonus + int modifier

recovery
arcane 1

• regain all uses after a short or long rest •m
a

st
er

y

sp
el

ls

sp
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l
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g

n
a

tu
r

e

spell slot recovery when short 
resting = half wizard level 

1st18

2nd18

us
ed3rd20

us
ed3rd20

multiclass prerequisites: 
minimum [all classes apply] intelligence 13
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arcane tradition

w) wizard weapons: daggers, darts, slings, quarterstaffs, light crossbows.
s) wizard skills: arcana, history, insight, investigation, medicine, religion.

each wizard level counts as 1 full caster level for multiclass spell slot calculation.

6 feature • description • action type

10 feature • description • action type

14 feature • description • action type

generic point-pool counter
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spellbook • grimoire ambition eccentricity

class features
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