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STR DEX CON
0CD  |/ED  1CD

ARCHMAGE s s00xr

INT
20 (+5)

WIS
15(+2)

CHA

SAVING THROWS SKILLS
Int +9, Wis +6 Arcana +13, History +13
SENSES DAMAGE RESISTANCE

Damage from spells;
nonmagical bludgeoning,
piercing, and slashing
(from stoneskin)

Passive Perception 12
LANGUAGES
Any six languages

SPECIAL TRAITS

Magic Resistance. The archmage has advantage on saving throws against
spells and other magical effects.

Spellcasting. The archmage is an 18th-level spellcaster. Its spellcasting
ability is Intelligence (spell save DC 17, +9 to hit with spell attacks). The
archmage can cast disguise self and invisibility at will and has the following
wizard spells prepared:

Cantrips (at will):  fire bolt, light, mage hand, prestidigitation,

shocking grasp

Ist level (4 slots):  detect magic, identify, mage armor,* magic missile

2nd level (3 slots): detect thoughts, mirror image, misty step

3rd level (3 slots):  counterspell, fly, lightning bolt

4th level (3 slots):  banishment, fire shield, stoneskin*

5th level (3 slots):  cone of cold, scrying, wall of force

6th level (1 slot):  globe of invulnerability

7th level (1 slot):  teleport

8th level (1 slot):  mind blank*

Ith level (1 slot):  time stop

*The archmage casts these spells on itself before combat.

ACTIONS

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or range
20/60 ft., one target. Hit: 4 (1d4 + 2) piercing damage.

ARMOR CLASS HIT POINTS SPEED
12 e o 99 (18D8 + 18) 30FT.

STR DEX CON CHA

11(+0) 1201 12(+1) 0(:0) 10(+0)
BANDIT 25xp
SENSES LANGUAGES
Passive Perception 10 Any one language

(usually Common)
ACTIONS
Scimitar.

Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 4 (1d6 + 1) slashing damage.

Light Crossbow.
Ranged Weapon Attack: +3 to hit, range 80 ft./320 ft.,
one target. Hit: 5 (1d8 + 1) piercing damage.

ARMOR CLASS HIT POINTS SPEED
12 LEATHER ARMOR 11(208+2) 30 FT.

16(+3)

INT
10 (+0)

STR

10(+0)

DEX CON
10(+0) 10(+0)

WIS
14 (+2)

CHA
11(+0)

ACOLYTE soxe

SENSES SKILLS

Passive Perception 12 Medicine +4, Religion +2
LANGUAGES

Any one language
(usually Common)
SPECIAL TRAITS
Spelicasting.
The acolyte is a 1st-level spellcaster. Its spellcasting ability
is Wisdom (spell save DC 12, +4 to hit with spell attacks).
The acolyte has following cleric spells prepared:
Cantrips (ac will): Jight, sacred flame, thaumaturgy

Ist level (3 slots):  bless, cure wounds, sanctuary

ACTIONS

Club.
Melee Weapon Attack: +2 to hit, reach 5 ft., one target.
Hit: 2 (1d4) bludgeoning damage.

ARMOR CLASS HIT POINTS SPEEli
9(208) 30FT.

INT WIS CHA

11(+0) 11(+0)  10(-0)

ASSASSIN 3.900xp

SENSES SAVING THROWS

Passive Perception 13 Dex +6, Int +4

LANGUAGES SKILLS

Thieves cant plus any Acrobatics +6, Deception +3,

wo languages Perception +3, Stealth +9
DAMAGE RESISTANCES
Poison

SPECIAL TRAITS

Assassinate. During its first turn, the assassin has advantage on attack
rolls against any creature that hasn’t taken a turn. Any hit the assassin scores
against a surprised creature is a critical hit.

Evasion. If the assassin is subjected to an effect that allows it to make a
Dexcterity saving throw to take only half damage, the assassin instead takes no
damage if it succeeds on the saving throw, and only half damage if it fails.

Snealk Attack. Once per turn, the assassin deals an extra 14 (4d6) damage
when it hits a target with a weapon attack and has advantage on the attack
roll, or when the target is within 5 feet of an ally of the assassin that isn’t
incapacitated and the assassin doesn’t have disadvantage on the attack roll.

ACTIONS

Multiattack. The assassin makes two shortsword attacks.

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 6
(1d6 + 3) piercing damage, and the target must make a DC 15 Constitution
saving throw, taking 24 (7d6) poison damage on a failed save, or half as
much damage on a successful one.

Light Crossbow. Ranged Weapon Attack: +6 to hit, range 80/320 ft., one
target. Hit: 7 (1d8 + 3) piercing damage, and the target must make a DC 15
Constitution saving throw, taking 24 (7d6) poison damage on a failed save,
or half as much damage on a successful one.

ARMOR CLASS HIT POINTS SPEED
15 STUDDED LEATHER 78 (1208 + 24) 30 FT.
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DEX  CON
¢ 13

INT
:1C))

WIS
11 (+0)

CHA
9(-)

STR
16 (+3)

BERSERKER as0xp

SENSES LANGUAGES

Passive Perception 10 Any one language
(usually Common)

SPECIAL TRAITS

Reckeless.

At the start of its turn, the berserker can gain advantage
on all melee weapon attack rolls during that turn, but
attack rolls against it have advantage until the start of its
next turn.

ACTIONS

Greataxe.
Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 9 (1d12 + 3) slashing damage.

ARMOR CLASS HIT POINTS SPEED
3 HiDE RRWOR 67(908 + 27) 30 FT.

SR DEX CON INT WIS CHA

1e0)  2C¢H  100:0) 10(:0) [1(+0) 10(-0)

CULTIST 25xp

SENSES SKILLS
Passive Perception 10 Deception +2,
LANGUAGES Religion +2

Any one language

(usually Common)

SPECIAL TRAITS

Dark Devotion.

The cultist has advantage on saving throws against being
charmed or frightened.

ACTIONS

Scimitar.
Melee Weapon Attack: +3 to hit, reach 5 ft., one creature.
Hit: 4 (1d6 + 1) slashing damage.

ARMOR CLASS HIT POINTS SPEED
12 LEATHER ARMOR 9(208) 30 FT.

DEX  CON
16(:3) 14(:2)

INT
14(+2)

WIS
11 (+0)

CHA
14 (+2)

STR
15(+2)

BANDIT CAPTAIN asoxe

SAVING THROWS SKILLS

Str +4, Dex +5, Wis +2 Athletics +4, Deception +4
SENSES LANGUAGES

Passive Perception 10 Any two languages
ACTIONS

Multiattack.

The captain makes three melee attacks: two with its
scimitar and one with its dagger. Or the captain makes
two ranged attacks with its daggers.

Scimitar.
Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) slashing damage.

Dagger.

Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft.

or range 20/60 ft., one target. Hit: 5 (1d4 + 3)

piercing damage.

REACTIONS

Parry.

The captain adds 2 to its AC against one melee attack that
would hit it. To do so, the captain must see the attacker
and be wiclding a melee weapon.

ARMOR CLASS HIT POINTS SPEED
155 STUDDED LEATHER 65 (10D8 + 20) 30 FT.

SR DEX CON INT WIS CHA
0CD 1000 000 060 0060 060

COMMONER rox»

SENSES LANGUAGES

Passive Perception 10 Any one language
(usually Common)

ACTIONS

Club.

Melee Weapon Attack: +2 to hit, reach 5 ft., one target.
Hit: 2 (1d4) bludgeoning damage.

ARMOR CLASS HIT POINTS SPEEIi
10 4(1p8) J0FT.
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STR DEX CON INT WIS CHA

0G0) 2¢D  BCD  2ED 1502  1(+0)
DRUID ssoxp

SENSES SKILLS

Passive Perception 14 Medicine +4,

LANGUAGES Nature +3,

Druidic plus any Perception +4

two languages

SKILLS
Spellcasting. The druid is a 4th-level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 12, +4 to hit
with spell attacks).
It has the following druid spells prepared:

Cantrips (at will):  druidcraft, produce flame, shillelagh

Ist level (4 slots):  entangle, longstrider, speak with animals,
thunderwave

2nd level (3 slots): animal messenger, barkskin

ACTIONS

Quarterstaff. Melee Weapon Attack: +2 to hit (+4 to
hit with shillelagh), reach 5 ft., one target. Hit: 3 (1d6)
bludgeoning damage, 4 (1d8) bludgeoning damage if
wielded with two hands, or 6 (1d8 + 2) bludgeoning
damage with shillelagh.

ARMOR CLASS HIT POINTS SPEED
1 pxsnn 21(5D8+5) 30FT.

SR DEX CON INT WIS CHA

BCED  2CD  2CGD  1000)  11(0)  10(-0)

GURRD 25xp

SENSES SKILLS
Passive Perception 12 Perception +2
LANGUAGES

Any one language (usually Common)

ACTIONS

Spear.

Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft.
or range 20/60 ft., one target. Hit: 4 (1d6 +1) piercing
damage, or 5 (1d8 + 1) piercing damage if used with two
hands to make a melee attack.

ARMOR CLASS HIT POINTS SPEED
12 g™ 11(208 +2) 30FT.

INT
10 (+0)

WIS
13 (+1)

CHA
14 (+2)

STR DEX CON
G0)  WED  RED

CULT FANATIC ssoxp

SENSES SKILLS
Passive Perception 11 Deception +4,
LANGUAGES Persuasion +4,
Any one language Religion +2

(usually Common)

SPECIAL TRAITS
Dark Devotion. The fanatic has advantage on saving

throws against being charmed or frightened.

Spellcasting. The fanatic is a 4th-level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 11, +3 to hit
with spell attacks).
The fanatic has the following cleric spells prepared:
Cantrips (at will): light, sacred flame, thaumaturgy
Ist level (4 slots):  command, inflict wounds, shield of faith

2nd level (3 slots): hold person, spiritual weapon

ACTIONS

Multiattack. The fanatic makes two melee attacks.

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach
5 ft. or range 20/60 ft., one creature. Hit: 4 (1d4 + 2)
piercing damage.

ARMOR CLASS HIT POINTS SPEED
3 LEATHER ARMoR 33(6D8 + 6) 30 FT.

SR DEX CON INT WIS CHA
BCH) B5CD 60D 06D RCD 5CD)

GLADIATOR 1,800xp

SENSES SAVING THROWS
Passive Perception 11 Str +7, Dex +5, Con +6
LANGUAGES SKILLS

Any one language Athletics +10,

(usually Common) Intimidation +5

SPECIAL TRAITS
Brave. The gladiator has advantage on saving throws against
being frightened.

Brute. A melee weapon deals one extra die of its damage when the
gladiator hits with it (included in the attack).

ACTIONS
Multiattack. The gladiator makes three melee attacks or two
ranged attacks.

Spear. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. and
range 20/60 ft., one target. Hit: 11 (2d6 + 4) piercing damage, or
13 (2d8 + 4) piercing damage if used with two hands to make a
melee attack.

Shield Bash. Melee Weapon Attack: +7 to hit, reach 5 ft., one
creature. Hit: 9 (2d4 + 4) bludgeoning damage. If the target is a
Medium or smaller creature, it must succeed on a DC 15 Strength
saving throw or be knocked prone.

REACTIONS

Parry. The gladiator adds 3 to its AC against one melee attack
that would hit it. To do so, the gladiator must see the attacker and
be wielding a melee weapon.

ARMOR CLASS HIT POINTS SPEED
B e H2(15D8 +45) 30FT.
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STR DEX CON INT WIS CHA

9C¢D  /ED  uE0) 13 2GD  i(0)
MAGE 2300xe

SAVING THROWS SKILLS

Int +6, Wis +4 Arcana +6, History +6
SENSES LANGUAGES

Passive Perception 11 Any four languages

SPECIAL TRAITS

Spellcasting.

The mage is a 9th-level spellcaster. Its spellcasting ability

is Intelligence (spell save DC 14, +6 to hit with

spell attacks).

The mage has the following wizard spells prepared:
Cantrips (at will):  fire bolt, light, mage hand, prestidigitation
Ist level (4 slots):  detect magic, mage armor, magic missile, shield
2nd level (3 slots): misty step, suggestion
3rd level (3 slots):  counterspell, fireball, fly
4th level (3 slots):  greater invisibility, ice storm

5th level (1 slots):  cone of cold

ACTIONS

Dagger.
Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft.
or range 20/60 ft., one target. Hit: 4 (1d4 + 2)

piercing damage.

ARMOR CLASS HIT POINTS SPEED
12 e o 40 (908) 30 FT.

SR DEX CON INT WIS CHA
0CO 000 2D BED 66 BED

PRIEST asoxp

SENSES SKILLS
Passive Perception 13 Medicine +7,
LANGUAGES Persuasion +3,
Any two languages Religion +4
SPECIAL TRAITS

Divine Eminence. As a bonus action, the priest can expend a spell
slot to cause its melee weapon attacks to magically deal an extra
10 (3d6) radiant damage to a target on a hit. This benefit lasts
until the end of the turn. If the priest expends a spell slot of 2nd
level or higher, the extra damage increases by 1d6 for each level
above 1st.

Spellcasting. The priest is a Sth-level spellcaster. Its spellcasting
ability is Wisdom (spell save DC 13, +5 to hit with spell attacks).
The priest has the following cleric spells prepared:

Cantrips (at will):  light, sacred flame, thaumaturgy

Ist level (4 slots):  cure wounds, guiding bolt, sanctuary

2nd level (3 slots): lesser restoration, spiritual weapon

3rd level (2 slots):  dispel magic, spirit guardians

ACTIONS

Mace. Melee Weapon Attack: +2 to hit, reach 5 ft., one target.
Hit: 3 (1d6) bludgeoning damage.

ARMOR CLASS HIT POINTS SPEED
13 conw stigr 27(5D8+5) 25FT.

INT
11(+0)

WIS
11 (+0)

CHA
15(+2)

STR DEX CON
603) 10 WD

KNIGHT 700xp

SAVING THROWS SENSES

Con +4, Wis +2 Passive Perception 10
LANGUAGES

Any one language (usually Common)

SPECIAL TRAITS
Brave. The knight has advantage on saving throws against

being frightened.

ACTIONS
Multiattack. The knight makes two melee attacks.

Greatsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 10 (2d6 + 3) slashing damage.

Heavy Crossbow. Ranged Weapon Attack: +2 to hit, range
1007400 ft., one target. Hit: 5 (1d10) piercing damage.

Leadership (Recharges after a Short or Long Rest). For 1 minute,
the knight can utter a special command or warning whenever a
nonhostile creature that it can see within 30 feet of it makes an
attack roll or a saving throw. The creature can add a d4 to its roll
provided it can hear and understand the knight. A creature can
benefit from only one Leadership die at a time. This effect ends if
the knight is incapacitated.

REACTIONS

Parry. The knight adds 2 to its AC against one melee attack that
would hit it. To do so, the knight must see the attacker and be
wielding a melee weapon.

ARMOR CLASS HIT POINTS SPEEli
18 PLATE 52(8D8 +16) 30FT.

STR DEX CON INT WIS CHA
0e0)  2¢D  HC0) ¢  BC) 603

NOBLE 25xp

SENSES SKILLS
Passive Perception 12 Deception +5,
LANGUAGES Insight +4,
Any two languages Persuasion +5
ACTIONS

Rapier.

Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 5 (1d8 + 1) piercing damage.
REACTIONS

Parry.

The noble adds 2 to its AC against one melee attack that
would hit it. To do so, the noble must see the attacker and
be wielding a melee weapon.

ARMOR CLASS HIT POINTS SPEED
15 BReasTPLITE 9(208) J0FT.




CRl

ART: JORDAN RICHER THE DECK OF MANY © CARDAMAJIGS.COM 2018 ART: JORDAN RICHER THE DECK OF MANY © CARDAMAJIGS.COM 2018

o ————————————————————————————————————— |
MEDIUM HUMANOID (ANY RACE), ANY ALIGNMENT MEDIUM HUMANOID (ANY RACE), ANY ALIGNMENT

THUG N7 TRIBAL WARRIOR .

MEDIUM HUMANOID (ANY RACE), ANY NON-GOOD ALIGNMENT MEDIUM HUMANOID (ANY RACE), ANY ALIGNMENT

ART: JORDAN RICHER THE DECK OF MANY © CARDAMAJIGS.COM 2018 ART: JORDAN RICHER THE DECK OF MANY © CARDAMAJIGS.COM 2018



STR

10(+0)

DEX CON
15(+2) 10(+0)

INT
12(+1)

WIS
14 (+2)

CHA
16 (+3)

SPY 200xp

SENSES SKILLS

Passive Perception 16 Deception +5,
LANGUAGES Insight +4,

Any two languages Investigation +5,

Perception +6,
Persuasion +5,
Sleight of Hand +4,
Stealth +4

SPECIAL TRAITS

Cunning Action. On each of its turns, the spy can use a
bonus action to take the Dash, Disengage, or Hide action.

Sneak Attack (1/Turn). The spy deals an extra 7 (2d6)
damage when it hits a target with a weapon attack and
has advantage on the attack roll, or when the target is
within 5 feet of an ally of the spy that isn’t incapacitated
and the spy doesn’t have disadvantage on the attack roll.
ACTIONS

Multiattack. The spy makes two melee attacks.

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 5 (1d6 + 2) piercing damage.

Hand Crossbow. Ranged Weapon Attack: +4 to hit, range
30/120 ft., one target. Hit: 5 (1d6 + 2) piercing damage.

ARMOR CLASS HIT POINTS SPEEli
21(6D8) 30FT.

SR DEX CON INT WIS CHA
BED (0 RCD  BCD UG 8(D)

TRIBAL WARRIOR 25xp

SENSES LANGUAGES
Passive Perception 10 Any one language

SPECIAL TRAITS

Pack Tactics.

The warrior has advantage on an attack roll against a
creature if at least one of the warrior’s allies is within 5
feet of the creature and the ally isn’t incapacitated.

ACTIONS

Spear.

Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft.
or range 20/60 ft., one target. Hit: 4 (1d6 + 1) piercing
damage, or 5 (1d8 + 1) piercing damage if used with two
hands to make a melee attack.

ARMOR CLASS HIT POINTS SPEED
12 HioE AnRNoR 11(208+2) J0FT.

STR DEX CON
G0)  WED  RED

SCOUT rooxp

SENSES SKILLS

Passive Perception 15 Nature +4, Perception +5,
LANGUAGES Stealth +6, Survival +5
Any one language

(usually Common)

INT
11(+0)

WIS
13 (+1)

CHA
11(+0)

SPECIAL TRAITS

Keen Hearing and Sight.
The scout has advantage on Wisdom (Perception) checks
that rely on hearing or sight.

ACTIONS

Multiattack.
The scout makes two melee attacks or two ranged attacks.

Shortsword.
Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage.

Longbow.
Ranged Weapon Attack: +4 to hit, ranged 150/600 ft.,
one target. Hit: 6 (1d8 + 2) piercing damage.

ARMOR CLASS HIT POINTS SPEED
13 LEATHER ARMOR 16 (3])3 +3) 30 FT.

SR DEX CON INT WIS CHA
L I N G I JCO NI ()

THUG r00xr

SENSES SKILLS
Passive Perception 10 Intimidation +2
LANGUAGES

Any one language
(usually Common)
SPECIAL TRAITS

Pack Tactics.

The thug has advantage on an attack roll against a creature
if at least one of the thugs allies is within 5 feet of the
creature and the ally isn’t incapacitated.

ACTIONS

Multiattack.
The thug makes two melee attacks.

Mace.
Melee Weapon Attack: +4 to hit, reach 5 ft., one creature.
Hit: 5 (1d6 + 2) bludgeoning damage.

Heavy Crossbow.
Ranged Weapon Attack: +2 to hit, range 100/400 ft., one
target. Hit: 5 (1d10) piercing damage.

ARMOR CLASS HIT POINTS SPEED
[ LEATHER ARMOR 32(5D8 +10) J0FT.
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INT
11(+0)

WIS
11 (+0)

CHA
12(+D)

STR DEX  CON
1(:0)  1BCH) KD

MASTER ROGUE 1,800xp

SENSES SAVING THROWS

Passive Perception 13 Dex +7, Int +3

SKILLS LANGUAGES

Acrobatics +7, Athletics +3, Thieves cant plus any one
Perception +3, Sleight of hand +7, language (usually Common)
Stealth +7

SPECIAL TRAITS

Cunning Action. On each of its turns, the master rogue can use a bonus
action to take the Dash, Disengage or Hide action.

Evasion. If the master rogue is subjected to an effect that allows it to make
a Dexterity saving throw to take only half the damage, the master rogue
instead takes no damage, if it succeeds on the saving throw, and only half
damage if it fails.

Sneak Attack (1/Turn). The master rogue deals an extra 14 (4d6) damage
when it hits a target with a weapon attack and as advantage on the roll, or
when the target is within 5 feet of an ally of the master rogue that isn’t
incapacitated and the master rogue doesn't have disadvantage on the
attack roll.

ACTIONS

Multiattack. The master rogue makes three dagger attacks.

Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or range
20/60 ft., one target. Hit: 6 (1d4+4) piercing damage.

Smoke Bomb (2/Day). A cloud of smoke fills a 10 ft. radius up to 20 ft. away

from the master rogue, causing the area to block all visibility for 1 minute.

REACTIONS

Uncanny Dodge. The master rogue halves the damage that it takes from an
attack that hits it. The master rogue must be able to see the attacker.

ARMOR CLASS HIT POINTS SPEEli
84 (1308 + 26) 30FT.

SR DEX CON INT WIS CHA
I I O (GO  [C))

NECROMANCER 5000xe

SENSES SKILLS

Passive Perception 11 Arcana +7, History +7
LANGUAGES SAVING THROWS

Any four languages Int +7, Wis +5
DAMAGE RESISTANCES

Necrotic

SPECIAL TRAITS

Spellcasting. The necromancer is a 12th-level spellcaster. Its spellcasting
ability is intelligence (Spell Save DC15, +7 to hit with spell attacks).

‘The necromancer has the following wizard spells prepared:
Cantrips (at will):  chill touch, dancing lights, mage hand, mending
Ist level (4 slots):  false life*, mage armor, ray of sickness
2nd level (3 slots):  blindness/deafness*, ray of enfeeblement*, web
3rd level (3 slots): animate dead*, bestow curse*, vampiric touch*
4th level (3 slots):  blight*, dimension door, stoneskin
5th level (2 slot):  Bigby’s had, cloudkill
6th level (1 slot):  circle of death*

*Necromancy spell of st level or higher

Grim Harvest (1/Turn). When necromancer kills a creature that is neither
a construct nor undead with a spell of Ist level or higher, the necromancer
regains hit points equal to twice the spell’s level, or three times if it is a
necromancy spell.

ACTIONS

Withering Touch. Melee Spell Attack: +7 to hit, reach 5ft., one target. Hit: 5
(2d4) necrotic damage.

ARMOR CLASS HIT POINTS SPEED
12 3t Wowor 66 (1208 +12) 30 FI.

DEX  CON
BGD  14(2)

INT
10 (+0)

WIS
11 (+0)

CHA
10 (+0)

STR
16 (+3)

UETERAN 700xp

SENSES SKILLS
Passive Perception 12 Acthletics +5,
LANGUAGES Perception +2

Any one language
(usually Common)

ACTIONS

Multiattack.
The veteran makes two longsword attacks. If it has a
shortsword drawn, it can also make a shortsword attack.

Longsword.

Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3)
slashing damage if used with two hands.

Shortsword.
Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) piercing damage.

Heavy Crossbow.
Ranged Weapon Attack: +3 to hit, range 100/400 ft., one
target. Hit: 6 (1d10 + 1) piercing damage.

ARMOR CLASS HIT POINTS SPEEli
17 SPLINT 58 (908 +18) 30FT.

SR DEX CON INT WIS CHA
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BARD ss0xp

SENSES SAVING THROWS
Passive Perception 15 Dex +4, Wis +3
SKILLS LANGUAGES

Acrobatics +4, Perception +5, Any two languages
Performance +6

SPECIAL TRAITS

Spellcasting. The bard is a 4th-level spellcaster. Its spellcasting ability is
Charisma (spell save DC 12, +4 to hit with spell attacks). The bard has the
following bard spells prepared:

Cantrips (at will):  friends, mage hand, vicious mockery

Ist level (3 slots):  charm person, healing word, heroism,
sleep, thunderwave

2nd level (3 slovs): invisibility, shatter

Song of Rest. The bard can perform a song while taking a short rest. Any ally
who hears the song regains an extra 1d6 hit points if it spends any hit dice

to regain hit points at the end of that rest. The bard can confer this benefit
on itself as well.

Taunt (2/Day). The bard can use a bonus action on its turn to tartet one
creature within 30 ft. of it. If the target can hear the bard, the target must
succed on a DC 12 Charisma saving throw or have disadvantage on ability
checks, attack rolls and saving throws until the start of the bard’s next turn.

ACTIONS
Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5
(1d6+2) piercing damage.

Shortbow. Ranged Weapon Attack: +4 to hit, reach 30/120 ft., one target.
Hit: 5 (1d6+2) piercing damage.

ARMOR CLASS HIT POINTS SPEEIi
15 44 (8D8 + 8) J0FT.
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TERRY ASKEW soxp

SENSES SKILLS

Passive Perception 12 Athletics +5, Survival +4
LANGUAGES

Common and one other language (usually inane gibberish)

INT
8(-)

WIS
14 (+2)

CHA
8(-1)

SPECIAL TRAITS

That Mascot Uniform Smell. Due to Terry never removing his
costume, his incredible musk gives him advantage on animal
handling skills, whether he wants it or not.

Accidental Spellcasting. Terry is a 1st-level spellcaster. His
spellcasting ability is Wisdom (spell save DC 12, +4 to hit with
spell actacks).
Terry has following cleric spells prepared:

Cantrips (at will): light, mending, thaumaturgy

Ist level (3 slots):  animal friendship, sanctuary, shield of faith

ACTIONS

Big Doomsday Sign. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 8 (1d6+3) bludgeoning damage.

Spew Nonsense. Terry starts shouting gibberish about the end
times. Any one able to hear Terry must make a DC 12 Wisdom
saving throw or be Stunned until the end of his next turn. A
creature effected by this ability can attempt the saving throw again
at the beginning of their turn to stop its effects.

ARMOR CLASS HIT POINTS SPEEli
13 (3D8) 30FT.
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TERRY ASKEMW soxp

SENSES SKILLS

Passive Perception 12 Athletics +5, Survival +4
LANGUAGES

Common and one other language (usually inane gibberish)

SPECIAL TRAITS

That Mascot Uniform Smell. Due to Terry never removing his
costume, his incredible musk gives him advantage on animal
handling skills, whether he wants it or not.

Accidental Spellcasting. Terry is a 1st-level spellcaster. His
spellcasting ability is Wisdom (spell save DC 12, +4 to hit with
spell attacks).
Terry has following cleric spells prepared:

Cantrips (at will):  light, mending, thaumaturgy

Ist level (3 slots):  animal friendship, sanctuary, shield of faith

ACTIONS

Big Doomsday Sign. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 8 (1d6+3) bludgeoning damage.

Spew Nonsense. Terry starts shouting gibberish about the end
times. Any one able to hear Terry must make a DC 12 Wisdom
saving throw or be Stunned until the end of his next turn. A
creature effected by this ability can attempt the saving throw again
at the beginning of their turn to stop its effects.

ARMOR CLASS HIT POINTS SPEEIi
12 13(3D8) J0FT.
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SENSES SKILLS

Passive Perception 12 Athletics +5, Survival +4
LANGUAGES

Common and one other language (usually inane gibberish)

INT
8(-)

WIS
14 (+2)

CHA
8(-1)

SPECIAL TRAITS

That Mascot Uniform Smell. Due to Terry never removing his
costume, his incredible musk gives him advantage on animal
handling skills, whether he wants it or not.

Accidental Spellcasting. Terry is a 1st-level spellcaster. His
spellcasting ability is Wisdom (spell save DC 12, +4 to hit with
spell actacks).
Terry has following cleric spells prepared:

Cantrips (at will): light, mending, thaumaturgy

Ist level (3 slots):  animal friendship, sanctuary, shield of faith

ACTIONS

Big Doomsday Sign. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 8 (1d6+3) bludgeoning damage.

Spew Nonsense. Terry starts shouting gibberish about the end
times. Any one able to hear Terry must make a DC 12 Wisdom
saving throw or be Stunned until the end of his next turn. A
creature effected by this ability can attempt the saving throw again
at the beginning of their turn to stop its effects.
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SENSES SKILLS

Passive Perception 12 Athletics +5, Survival +4
LANGUAGES

Common and one other language (usually inane gibberish)

SPECIAL TRAITS

That Mascot Uniform Smell. Due to Terry never removing his
costume, his incredible musk gives him advantage on animal
handling skills, whether he wants it or not.

Accidental Spellcasting. Terry is a 1st-level spellcaster. His
spellcasting ability is Wisdom (spell save DC 12, +4 to hit with
spell attacks).
Terry has following cleric spells prepared:

Cantrips (at will):  light, mending, thaumaturgy

Ist level (3 slots):  animal friendship, sanctuary, shield of faith

ACTIONS

Big Doomsday Sign. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 8 (1d6+3) bludgeoning damage.

Spew Nonsense. Terry starts shouting gibberish about the end
times. Any one able to hear Terry must make a DC 12 Wisdom
saving throw or be Stunned until the end of his next turn. A
creature effected by this ability can attempt the saving throw again
at the beginning of their turn to stop its effects.

ARMOR CLASS HIT POINTS SPEEIi
12 13(3D8) J0FT.
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LICENCE

The terms of the Open Gaming License Version 1.0a
are as follows:

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of

the Coast, Inc. and is Copyright 2000 Wizards of

the Coast, Inc (“Wizards"). All Rights Reserved. 1.
Definitions: (a)"Contributors” means the copyright
and/or trademark owners who have contributed
Open Game Content; (b)"Derivative Material” means
copyrighted material including derivative works

and translations (including into other computer
languages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an
existing work may be recast, transformed or adapted,;
(c) “Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)"Open Game Content” means
the game mechanic and includes the methods,
procedures, processes and routines to the extent
such content does not embody the Product Identity
and is an enhancement over the prior art and any
additional content clearly identified as Open Game
Content by the Contributor, and means any work
covered by this License, including translations and
derivative works under copyright law, but specifically
excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and
identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic
and other visual or audio representations; names
and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly
identified as Product identity by the owner of the
Product Identity, and which specifically excludes

the Open Game Content; (f) “Trademark” means the
logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products
or the associated products contributed to the Open
Game License by the Contributor (g) “Use”, “Used” or
‘Using” means to use, Distribute, copy, edit, format,

modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” Not for
resale. Permission granted to print or photocopy this
document for personal use only. System Reference
Document 5.1 2 or “Your” means the licensee in terms
of this agreement.

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the
Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may
be added to or subtracted from this License except
as described by the License itself. No other terms

or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, nonexclusive
license with the exact terms of this License to Use, the
Open Game Content.

5.Representation of Authority to Contribute: If You

are contributing original material as Open Game
Content, You represent that Your Contributions are
Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update

the COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying
or distributing, and You must add the title, the
copyright date, and the copyright holder's name to
the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any
Product Identity, including as an indication as to
compatibility, except as expressly licensed in another,
independent Agreement with the owner of each
element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any
Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except
as expressly licensed in another, independent
Agreement with the owner of such Trademark

or Registered Trademark. The use of any Product



ldentity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest
in and to that Product Identity.

8. Identification: If you distribute Open Game Content
You must clearly indicate which portions of the work
that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License.
You may use any authorized version of this License to
copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy
of this License with every copy of the Open Game
Content You Distribute.

1. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of
any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with
respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation
then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate
automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall
survive the termination of this License.

14. Reformation: If any provision of this License is held
to be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a
Copyright 2000, Wizards of the Coast, LLC.

System Reference Document 5.1 Copyright 2016,
Wizards of the Coast, Inc,; Authors Mike Mearls,
Jeremy Crawford, Chris Perkins, Rodney Thompson,
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R.
Cordell, Chris Sims, and Steve Townshend, based on
original material by E. Gary Gygax and Dave Arneson.

END OF LICENSE

PRODUCT IDENTITY

The following items are designated Product Identity,
as defined in Section 1(e) of the Open Gaming License
Version 1.0a and are subject to the conditions set forth
in Section 7 of the Open Gaming Licence, and are not
Open Content:

All artwork, including but not limited to, works
created by Jordan Richer, Andrea Bruce, Ricardo
Evangelho, Geoffrey Palmer, Leifkicker, Jason Engle,
Peter Mohrbacher, Steve Argyle, Thomas M. Baxa, Tom
Babbey, and Aaron Miller,

Cardamajigs branding, including but not limited
to, logos, trademarks, graphic design, layouts and
identifying marks,

The Deck of Many branding, including but not limited
to logos, trademarks, graphic design, layouts and
identifying marks,

Graphic design elements of the Deck of Many,
including but not limited to, layouts, box design,
graphics, and iconography,

All text created by Cardamajigs not found in the
Open Gaming License Version 1.0a, System Reference
Document 51 found at the internet link http:/media.
wizards.com/2016/downloads/DND/SRD-OGL_V5.1.pdf,

Promotional materials for the Deck of Many, including
but not limited to, video, animation by Geoffrey
Palmer, and social media content,

All merchandise associated with the Deck of Many,
including but not limited to, enamel pins and deck
boxes, and

Parody card names, statistics, abilities, spells, and

all information found on all parody cards, including
but not limited to, the following cards: A Stranger
Thing, Behind Flayer, Grey Booze, Build-An-Owlbear,
Withholder, and Terry Askew.

OPEN GAMING CONTENT

All content from the System Reference Document 5.1
is Open Game Content as described in Section 1(d) of
the License. No portion of this work other than the
material designated as Open Game Content may be
reproduced in any form without permission.



