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Lightfoot Halfling Neutral Good 85,000
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I enjoy being the center of 
attention.

The world is in need of new 
ideas and bold action.

I want to be famous. 

I am unreliable despite my 
best efforts.

Dagger +2/0 +6 1d4

Staff +3/+3 +7 1d6+3

Wand +8 (varies)

Ring of Luck: (3/day) As a 
Reaction, use 1 charge to force 
a re-roll of successful attack 
against you. 
 
Wand of Magic Missiles (9th) 
(10 charges) 1 charge = 9 
missiles 1d4+1 each

Chain Shirt 13

fine clothing, healing 
kit, robe and cape, 
mask, sleeping bag 
with small pillow, 
disguise kit, wide 
brimmed hat, mess kit, 
pouch, 60' rope, 
spellbook

Languages: Halfling, Common, 
Goblin
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1. LUCKY: When you roll a "1" 
on an Attack, Ability check, or 
Saving Throw you can reroll it. 
2. BRAVE: You have advantage 
on Fear saving throws. 
3. Natural Stealth 
4. Hypnotic Gaze: As an action, 
Choose 1 creature within 5 feet. 
Failing a Wis save or be 
charmed. Speed is 0, 
incapacitated, and visibly dazed. 
Ends if you move 5 feet away or 
the creature takes damage. 
5. MALLEABLE ILLUSIONS 
Use your Action to change the 
nature of an illusion you cast 
and can see. 
6. Illusionary Self: As a 
Reaction, make illusionary 
duplicate which imposes itself 
between you and enemy. 
Enemy misses automatically. 
Use 1/daily 
 

           Rich
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SPELLCASTING
ABILITY
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CANTRIPS

INT
Wizard 16 8

Mage Hand - within 30 feet  

Light - 20 foot radius

Ray of Frost - +5 to hit, 2d8, reduce spd 10"

Blade Ward:  1/2 damage from blade attacks

minor illusion

4

Burning Hands: 3d6 fire damage, save for half. 15' cone

Charm Person: Wis save, 1 hour or until harmed/attacked

Sleep: 20' range, roll 5d8 to determine HD affected, no save

Mage Armor: No armor worn, AC: 14+dex

Magic Missile: 3 missiles, 1d4+1  auto-hit

Feather Fall: within 60, reaction spell, no damage falling

3

Blur: Attacks disadvantage, 1 minute

Hold Person: wis save, paralyzed 1 minute

Suggestion: wis save, change course of action

Invisibility: concentration, 1 hour, ends if attack/spell

Rope Trick: climb rope to extra-dimensional space, 8 people, 1 hour

Mirror Image: (see below) AC:13. Roll d20  avoid damage

 * 3 images: 6+ on d20

  * 2 images: 8+ on d20

 * 1 image: 11+ on d20

3

Counterspell: 3rd lower fails, others DC is 10+level

Fireball: 20 radius, dex save, 8d6 fire damage

Slow: 6 creatures, 1/2 spd, -2 AC,-2 dex saves, 11+ no spells

Hypnotic Pattern:  Wis save 30' cube, incapacitated 1 minute

Blink:  roll d20. 11+  you can move 10 feet away, 1 minute
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