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Source:	Free	Basic	Rules	(2024)	Free	Basic	Rules	(2014)	These	D&D	5E	Free	Basic	Rules	only	contain	a	fraction	of	the	races,	subclasses,	backgrounds,	feats,	items,	monsters,	spells,	and	other	content	available	on	Roll20.	Check	out	the	Player's	Handbook	to	add	dozens	of	more	player	options	to	the	Charactermancer,	the	Dungeon	Master's	Guide	to
expand	on	the	tools	available	for	DMs,	and	the	Monster	Manual	to	add	hundreds	of	more	unique	creatures	(including	token	artwork)	to	fight!Tiefling	TraitsTieflings	share	certain	racial	traits	as	a	result	of	their	infernal	descent.Age:	Tieflings	mature	at	the	same	rate	as	humans	but	live	a	few	years	longer.Alignment:	Tieflings	might	not	have	an	innate
tendency	toward	evil,	but	many	of	them	end	up	there.	Evil	or	not,	an	independent	nature	inclines	many	tieflings	toward	a	chaotic	alignment.Size:	Tieflings	are	about	the	same	size	and	build	as	humans.	Your	size	is	Medium.Speed:	Your	base	walking	speed	is	30	feet.Darkvision:	Thanks	to	your	infernal	heritage,	you	have	superior	vision	in	dark	and	dim
conditions.	You	can	see	in	dim	light	within	60	feet	of	you	as	if	it	were	bright	light,	and	in	darkness	as	if	it	were	dim	light.	You	cant	discern	color	in	darkness,	only	shades	of	gray.Hellish	Resistance:	You	have	resistance	to	fire	damage.Languages:	You	can	speak,	read,	and	write	Common	and	Infernal.	filter-ASI	filter-Defenses	Resistance	to	Damage	Type
filter-Innate	Spellcasting	filter-Natural	Attacks	filter-Proficiencies	This	article	needs	additional	citations	for	verification.	Please	help	improve	this	article	by	adding	citations	to	reliable	sources.	Unsourced	material	may	be	challenged	and	removed.Find	sources:"Tiefling"news	newspapers	books	scholar	JSTOR	(December	2015)	(Learn	how	and	when	to
remove	this	message)Fictional	humanoid	race	in	Dungeons	&	DragonsTiefling	fighter	designed	by	William	O'Connor	for	4th	Edition	Dungeons	&	Dragons.[1]The	tiefling	(/tifl/	TEEF-ling)[2]	is	a	fictional	humanoid	race	in	the	Dungeons	&	Dragons	(D&D)	fantasy	roleplaying	game.	Originally	introduced	in	the	Planescape	campaign	setting	in	the	second
edition	of	Advanced	Dungeons	&	Dragons	as	a	player	character	race	for	the	setting,	they	became	one	of	the	primary	races	available	for	player	characters	in	the	fourth	edition	of	the	game.[3][4]In	the	Planescape	setting,	where	tieflings	were	introduced,	they	were	described	as	being	a	mixture	of	human	and	"something	else"	with	the	implication	that
the	medium-sized	non-human	ancestors	originated	from	the	evil	"lower	planes".[5][6]	In	further	supplements	it	was	clarified	that	tieflings	were	usually	descended	from	fiends	but	not	in	the	same	manner	as	half-fiends,[citation	needed]	since	a	tiefling's	fiendish	ancestry	lies	further	up	the	family	tree.[6]	This	description	remained	true	in	3rd	Edition.In
4th	Edition	Dungeons	&	Dragons,	tieflings	are	a	race	whose	human	ancestors	made	a	bargain	with	devils	to	increase	their	power.[7]	Their	origin	is	similar	in	5th	Edition.[8]The	name,	pronounced	/tifl/,	was	derived	by	Wolfgang	Baur	from	the	German	word	tief	meaning	"deep,	low",	and	the	suffix	-ling,	"offspring,"	alluding	to	their	origins	in	the	"lower
planes"	(in	the	2nd	and	3rd	editions).[9]One	of	the	first	artists	to	depict	the	tiefling	was	Tony	DiTerlizzi.[10]The	tiefling	was	introduced	in	the	Planescape	Campaign	Setting	(1994)[7][11]	with	more	information	in	the	first	Planescape	Monstrous	Compendium	Appendix	(1994)[12]	and	The	Planewalker's	Handbook	(1996).[13]The	tiefling	appears	in	the
Monster	Manual	for	this	edition	(2000)[14]	under	the	"planetouched"	entry.[15][pageneeded]The	fey'ri	and	tanna'ruk	tieflings	appeared	in	Monsters	of	Faerun	(2001).[16]	The	tiefling	is	presented	as	a	player	character	race	for	the	Forgotten	Realms	setting	in	the	Forgotten	Realms	Campaign	Setting	(2001),[17]	and	the	tiefling	and	fey'ri	appear	as
player	character	races	in	Races	of	Faern	(2003).[18]The	tiefling	appears	in	the	revised	Monster	Manual	for	this	edition	(2003)	under	the	planetouched	entry.The	tiefling	paragon	was	introduced	in	Unearthed	Arcana	(2004).[19]The	tiefling	appears	as	a	player	character	race	in	the	Planar	Handbook	(2004),[20]	and	Races	of	Destiny	(2004).[21]The
tiefling	appears	as	a	player	character	race	in	the	Player's	Handbook	for	the	4th	edition	(2008),[4][7]	and	again	in	Heroes	of	the	Forgotten	Kingdoms	(2010).[22]	Tieflings	also	have	a	racial	book	dedicated	to	them	in	this	edition,	Player's	Handbook	Races:	Tieflings.William	O'Connor,	the	artist	responsible	for	designing	tieflings	in	this	edition,
commented	that	there	were	few	artistic	depictions	of	the	race	in	previous	editions.	However,	with	the	tiefling	becoming	a	core	player	race,	the	4th	edition	design	team	"wanted	to	radically	update	their	appearance	to	make	them	look	more	intimidating	and	'cool'.	[...]	The	horns	and	the	tail	were	the	defining	elements	of	the	race	so	my	first	direction	was
to	make	them	as	prominent	as	possible.Part	of	the	design	of	the	4th	edition	was	to	integrate	the	design	into	being	a	miniature	game	so	part	of	the	process	was	to	make	the	character's	silhouettes	easily	recognizable	from	a	distance".[1]	O'Connor	highlighted	a	conversation	he	had	with	the	creative	director	Stacy	Longstreet	who	described	tieflings	as	a
"cursed	people"	which	helped	him	figure	out	"their	cultural	aesthetic".[1]	O'Connor	stated	that:My	immediate	touchstone	was	of	course	vampires,	and	I	worked	to	give	the	tielfing	that	sexy,	dark	and	gothic	appeal	despite	their	"deformity".I	carried	this	idea	over	into	everything	about	them,	their	clothes	and	equipment.I	wanted	everything	to	have	a
twisted	aesthetic	as	if	all	of	their	prized	heirlooms	and	weapons,	all	the	relics	of	a	lost	past,were	also	cursed	and	contorted	into	horrible	but	beautiful	shapes,	imagining	that	the	forms	of	the	weapons	should	reflect	the	shapes	of	their	tails.Elegant	and	deadly	like	the	tielfing	themselves.[1]The	tiefling	appears	as	a	player	character	race	in	the	Player's
Handbook	for	the	5th	edition	(2014).	Variant	tiefling	options	appear	in	the	Sword	Coast	Adventure	Guide	(2015)	and	Mordenkainen's	Tome	of	Foes	(2018).	Mordenkainen's	Tome	of	Foes	specifically	outlines	the	nine	tiefling	bloodlines	of	the	Archdevils	of	the	Nine	Hells.[23][24]The	One	D&D	playtest	released	in	August	2022	updated	the	base
tiefling[25]	to	have	"options	encompassing	all	the	Lower	Planes.	Infernal	tieflings	are	tied	to	lawful	evil	planes	like	Acheron	or	the	Nine	Hells,	abyssal	tieflings	to	chaotic	evil	planes	like	the	Abyss	or	Pandemonium,	and	chthonic	tieflings	to	neutral	evil	planes	like	Gehenna	or	Hades.	The	options	differ	in	their	damage	resistances,	and	in	the	spells	they
learn	at	first,	third,	and	fifth	level".[26]In	the	setting	of	Dungeons	&	Dragons	4th	Edition,	the	tieflings	trace	their	origins	to	the	ancient	human	Empire	of	Bael	Turath.	In	the	Empire,	the	noble	class	was	completely	obsessed	with	preserving	and	gaining	power.	Rumors	of	their	schemes	and	obsession	with	power	reached	a	realm	called	the	Nine	Hells,
located	around	the	Astral	Sea.	The	devils	that	resided	in	the	Nine	Hells	gave	the	ruling	classes	of	Bael	Turath	visions	while	they	slept,	containing	the	directions	for	a	grisly,	month-long	ritual	that	would	extend	their	rule	into	eternity.	The	details	of	the	ritual	have	been	left	unclear	in	the	books	from	the	Player's	Handbook	series	describing	the	events,
though	it	is	described	as	being	very	horrible.	As	the	ritual	demanded	the	participation	of	every	noble	house,	those	that	refused	were	wholly	slaughtered.	Once	this	was	done,	the	ruling	class	began	their	ritual.	Afterwards,	devils	from	the	Nine	Hells	began	to	appear,	and	the	nobles	gladly	made	pacts	with	them.	These	pacts	gave	power	to	the	nobles	and
their	descendants	forever,	but	also	gave	them	the	devilish	features	of	horns,	non-prehensile	tails,	sharp	teeth,	and	red	skin.	From	that	point	forward,	the	former	humans	were	the	race	known	as	the	tieflings.In	the	5th	Edition,	the	overlord	of	the	Nine	Hells,	Asmodeus,	is	cited	as	the	ancestral	source	of	their	devilish	features.In	earlier	versions	of
Dungeons	&	Dragons,	3.5	and	previous,	tieflings	have	any	of	a	number	of	features	that	reference	(directly	or	indirectly)	their	fiendish	lineage.	These	include	horns	located	on	their	heads,	pointed	sharp	teeth,	extra	fingers,	cloven	hooves	in	place	of	feet,	tails,	and	unusually	colored	eyes.	They	exude	a	feeling	of	"evil"	even	though	their	race	has	become
civil	and	no	longer	lusts	for	power.	Many	races	distrust	or	outright	hate	tieflings,	seeing	them	as	devil	worshippers.	Tiefling	villains	often	live	up	to	this	reputation,	whereas	player	characters	have	the	choice	to	abandon	this	stereotype.In	4th	edition	and	later,	tieflings	are	a	core	character	race[27]	and	have	had	their	appearance	altered	from	3.5	and
earlier.[14]	All	tieflings	possess	large	thick	horns	of	various	styles	on	their	heads,	prehensile	tails	approximately	4	to	5	feet	in	length,	sharply	pointed	teeth,	and	their	eyes	are	solid	orbs	of	red,	black,	white,	silver,	or	gold.	Tiefling	skin	ranges	through	common	human	shades	right	into	the	reds,	ranging	from	brick	red	to	a	ruddy	tan.	Tiefling	hair,	which
starts	behind	their	horns,	ranges	from	dark	blue	to	purple	to	red	in	addition	to	more	normal	human	colors.Within	the	setting	of	Dungeons	&	Dragons	4th	Edition,	tieflings	are	characterized	as	charismatic	and	self-reliant,	and	make	excellent	warlocks,	warlords,	and	wizards.[27]In	Dungeons	&	Dragons	4th	Edition,	tieflings	do	not	associate	with	a
specific	god	or	gods.	Their	lack	of	faith	also	means	paladins	and	clerics	are	seldom,	if	ever,	found.	Tieflings	have	no	homeland	and	are	very	rare	due	to	a	long-lasting	war	with	the	dragonborn,	another	race	seen	in	the	4th	edition	of	Dungeons	&	Dragons.	Most	tieflings	prefer	to	be	adventurers	and	rarely	ever	adventure	with	their	own	kin	due	to	the
prejudices	of	other	races	(people	are	concerned	when	two	or	more	of	their	kind	travel	together).In	most	editions,	tiefling	naming	conventions	consist	of	ancestral	Infernal	names.	In	3.5,	tieflings	use	human	names	until	they	seek	to	differentiate	themselves	from	their	parents,	after	which	they	usually	take	fiendish	"names"	of	Infernal	or	Abyssal	origin
that	sound	menacing.	In	4.0	onwards,	tieflings	usually	take	an	ancestral	Infernal	name,	although	some	young	tieflings,	striving	to	find	a	place	in	the	world,	choose	a	name	that	signifies	a	concept	and	then	try	to	embody	the	concept.In	most	editions,	tieflings	are	described	as	slow	to	trust,	but	those	who	do	earn	their	trust	and	loyalty	earn	a	firm	friend
or	ally	for	life.Unlike	half-fiends,	tieflings	are	not	necessarily	of	evil	alignments.	Tieflings	of	all	alignments	exist,	including	good,	although	many	take	more	shady	jobs,	such	as	that	of	thieves,	assassins	or	spies.	Tieflings	are	often	portrayed	as	antiheroes.[14]In	a	standard	3.0	and	3.5	game,	tieflings	tend	to	have	an	unsettling	air	about	them,	and	most
people	are	uncomfortable	around	them,	whether	they	are	aware	of	the	tiefling's	unsavory	ancestry	or	not.In	4th	edition,	tieflings	have	the	same	alignment	choices	as	any	other	starting	character.In	5th	edition,	tieflings	do	not	have	an	innate	tendency	towards	evil,	though	many	usually	end	up	going	down	that	path	due	to	the	prejudice	against	them.
Also	due	to	the	prejudice	against	them,	tieflings	have	a	fierce	independent	streak	and	are	inclined	towards	being	chaotic.Tieflings	appear	in	a	number	of	campaign	settings,	including	the	following	notable	examples:In	the	Forgotten	Realms	campaign	setting,	both	tieflings	and	aasimar	are	more	common	than	in	other	settings.	Tieflings	even	have	elven
and	orc	counterparts	(Fey'ri	and	Tanarruk,	respectively).	In	the	3rd	Edition	of	Dungeons	and	Dragons,	less	common	varieties	of	the	tiefling	were	introduced,	including	a	dwarven	counterpart,	the	Maeluth	and	a	halfling	counterpart,	the	Wispling.In	the	Planescape	campaign	setting,	tieflings	are	a	common	race	available	to	player	characters,	though
they	are	mistrusted	and	reviled	by	many	inhabitants	of	the	planes.In	the	campaign	setting	of	Critical	Role	the	first	tieflings,	also	known	as	Devilkin,	were	created	in	the	city	of	Vasselheim	after	a	cabal	of	warlocks	performed	a	ritual	to	contact	fiendish	forces,	causing	the	birth	of	the	first	generation	of	tieflings.	Asmodeus	is	often	seen	as	the	god	tied	to
this	particular	race,	although	some	myths	mistakenly	attribute	their	creation	solely	to	him,	and	later	than	they	have	actually	existed	in	this	world.	Despite	the	initial	prejudice	against	them,	after	many	centuries	tieflings	have	become	accepted	in	Exandria,	even	if	they	are	not	very	common.	Still,	they	prefer	to	avoid	rural	environments	prone	to
superstition.In	the	Pathfinder	Roleplaying	Game,	tieflings	are	commonly	known	by	the	colloquial	term	Hellspawn.	Due	to	limitations	in	the	Open	Game	License,	they	are	referred	to	exclusively	by	this	term	in	the	Pathfinder	Tales	novels.	In	the	empire	of	Cheliax,	tieflings	are	subjugated	and	often	enslaved,	despite	the	royal	house's	affiliation	with	Hell.
Some	tieflings	have	a	stronger	connection	to	one	of	the	fiendish	races,	such	as	the	grimspawn,	who	are	descended	from	daemons,	and	the	pitborn,	who	are	descended	from	demons.	There	are	also	Kyton	and	other	Fiend	ancestries,	with	Devil	ancestry	Tieflings	being	called	Hellspawn	or	Hellborn.Livonia	Darktongue	appears	in	the	book	Weapons	of
Legacy	in	2005.Tieflings	are	a	playable	race	in	Urban	Arcana,	which	is	based	on	the	premise	that	races	from	Dungeons	and	Dragons	exist	on	earth.	Most	tieflings	in	Urban	Arcana	are	humans	with	horns,	although	more	obvious	appearances	exist.	To	regular	humans	who	cannot	perceive	shadow,	they	appear	to	be	cynical	humansthe	horns	are	not
visible	to	those	unable	to	perceive	shadow.In	the	PC	game	Planescape:	Torment	the	player	character	is	joined	by	Annah,	a	tiefling	fighter/thief	with	a	rat-like	tail.	In	Baldur's	Gate	2:	Shadows	of	Amn	the	tiefling	bard	NPC	Haer'Daelis	can	join	the	party.	In	Neverwinter	Nights:	Hordes	of	the	Underdark,	Valen	Shadowbreath,	a	tiefling	weapons	master,
is	a	recruitable	henchman	and	potential	romance	option.	Arden	Swift	is	a	tiefling	NPC	who	plays	a	minor	role	in	the	last	act	of	the	campaign.	In	Neverwinter	Nights	II,	tiefling	is	a	playable	race	and	Neeshka,	a	female	tiefling	rogue,	can	join	the	party.	Tieflings	are	also	a	playable	race	in	the	online	MMORPG	Neverwinter.[28]	Two	variants	of	Tieflings
are	among	the	playable	races	in	Dungeons	&	Dragons	Online.[29]The	Brimstone	Angels	novels	by	Erin	M.	Evans,	set	in	the	Forgotten	Realms,	feature	the	tiefling	warlock	Farideh	as	the	main	character.[30]	One	of	the	main	characters	in	the	Dungeons	&	Dragons	comic	by	John	Rogers,	Tisha	Swornheart,	is	a	tiefling	warlock.[31]	The	Pathfinder	Tales
novels	by	Dave	Gross	feature	the	tiefling	Rogue	Radovan	Virholt	as	one	of	the	two	primary	protagonists.Sophia	Lillis	portrays	Doric,	a	tiefling	druid,	in	the	2023	film	Dungeons	&	Dragons:	Honor	Among	Thieves.[32]	Doric	also	appears	in	a	prequel	novel	The	Druids	Call	(2023)	by	E.K.	Johnston.[33]Johnny	L.	Wilson	called	tieflings	"the	paranoid,	loner
obverse"	of	halflings,	who	"believe	that	life	is	out	to	get	them".	Looking	at	the	2nd	edition	of	the	game,	Wilson	found	them	"suited	to	be	great	thieves"	and	"great	point	persons"	due	to	favorable	saving	throw	bonuses.[34]Philip	J.	Clements	assumed	tieflings	are	popular	as	player	characters	because	they	allow	for	"identity	tourism"	of	a	racial	outsider:
Tieflings	in	the	game	world	"are	often	treated	as	dangerous	outsiders.	Yet	D&D's	default	assumption	is	that	the	players	will	portray	heroes.	The	idea	of	playing	the	racial	outsider	who	nonetheless	protects	the	people	who	wrongly	revile	them	is	a	well-known	trope	built	into	D&D".	Clements	found	this	stereotype	associated	with	the	tiefling	problematic,
as	the	"solution	is	usually	to	focus	on	individual	good,	rather	than	confronting	deeper,	systemic	problems	of	racial	politics".[5]^	a	b	c	d	O'connor,	William	(September	7,	2017).	"The	Cursed	Folk:	Designing	the	Tiefling".	William	O'Connor	Studios.	Archived	from	the	original	on	January	29,	2018.	Retrieved	October	20,	2022.^	"The	Tiefling	Race	for
Dungeons	&	Dragons	(D&D)	Fifth	Edition	(5e)".	D&D	Beyond.	Retrieved	June	8,	2019.^	"Planescape	Campaign	Setting	(2e)".	rpgnow.com.	January	6,	2015.	Retrieved	July	29,	2015.^	a	b	Heinsoo,	Rob,	Andy	Collins,	and	James	Wyatt.	Player's	Handbook.	(Wizards	of	the	Coast,	2008)^	a	b	Clements,	Philip	J.	(December	2019).	Dungeons	&	Discourse:
Intersectional	Identities	in	Dungeons	&	Dragons	(PhD).	pp.3536.	Retrieved	December	28,	2021.^	a	b	Lord	Winfield	(SeptemberOctober	1997).	"Planescape	un	bon	plan".	Backstab	(in	French).	5:	4647.	Retrieved	December	27,	2021.^	a	b	c	Ewalt,	David	M.	(2013).	Of	Dice	and	Men:	The	Story	of	Dungeons	&	Dragons	and	The	People	Who	Play	It.
Scribner.	p.210.	ISBN9781451640502.^	Dungeons	and	Dragons:	Player's	Handbook	(5thed.).	Renton,	WA:	Wizards	of	the	Coast.	2014.	p.42.	ISBN9780786965601.^	Staggs,	Matt	(October	15,	2014).	"A	Short	History	of	Tieflings".	Unbound	Worlds.	Archived	from	the	original	on	May	9,	2017.	Retrieved	November	26,	2022.^	Grabianowski,	Ed	(May	28,
2015).	"Inside	The	Fantasy	Art	Of	Superstar	Artist	Tony	DiTerlizzi".	io9.com.	Retrieved	July	28,	2015.^	Cook,	Zeb.	Planescape	Campaign	Setting.	(TSR,	1994)^	Varney,	Allen,	ed.	Planescape	Monstrous	Compendium	Appendix	(TSR,	1994)^	Cook,	Monte.	The	Planewalker's	Handbook.	(TSR,	1996)^	a	b	c	Tresca,	Michael	J.	(2010).	The	Evolution	of
Fantasy	Role-Playing	Games.	McFarland.	pp.8182.	ISBN9780786458950.^	Cook,	Monte,	Jonathan	Tweet,	and	Skip	Williams.	Monster	Manual:	Core	Rulebook	III	(Wizards	of	the	Coast,	2000)^	Wyatt,	James	and	Rob	Heinsoo.	Monstrous	Compendium:	Monsters	of	Faern	(Wizards	of	the	Coast,	2001)^	Greenwood,	Ed,	Sean	K.	Reynolds,	Skip	Williams,
and	Rob	Heinsoo.	Forgotten	Realms	Campaign	Setting	(Wizards	of	the	Coast,	2001)^	Reynolds,	Sean	K.,	Forbeck,	Matt,	Jacobs,	James,	Boyd,	Erik	L.	Races	of	Faern	(Wizards	of	the	Coast,	2003)^	Collins,	Andy,	Jesse	Decker,	David	Noonan,	and	Rich	Redman.	Unearthed	Arcana	(Wizards	of	the	Coast,	2004)^	Cordell,	Bruce,	Gwendolyn	F.M.	Kestrel.
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Wilson,	Johnny	L.	(April	1999).	"Planescape:	Torment"	(PDF).	Computer	Gaming	World.	No.177.	pp.6266.	Retrieved	December	27,	2021.Tiefling	d20	System	Reference	Document	entryRetrieved	from	"	are	humans	that	bear	fiendish	traits	due	to	the	influence	of	devils	in	their	ancestry.	Mechanically,	tieflings	have	traits	which	associate	them	with
devils,	such	as	the	fire	resistance,	Darkvision,	and	innate	spellcasting.	Tieflings	have	recieved	a	lot	of	attention	in	the	rules,	giving	them	an	unmatched	number	of	variants	and	subraces,	allowing	you	to	deeply	customize	your	character	to	suit	your	preferences.Regardless	of	your	choice	of	variant	or	subrace,	Tiefling	is	a	very	strong	race	option.	Their
ability	score	increases	are	good	even	without	the	custom	origin	rules,	they	have	resistance	to	one	of	the	most	common	types	of	non-weapon	damage,	and	their	innate	spellcasting	offers	a	variety	of	useful	options	depending	on	your	subrace.	If	you	use	the	custom	origin	rules,	things	get	even	better	because	you	can	mix	and	match	your	innate
spellcasting	to	suit	your	build.Table	of	ContentsRPGBOT	uses	the	color	coding	scheme	which	has	become	common	among	Pathfinder	build	handbooks,	which	is	simple	to	understand	and	easy	to	read	at	a	glance.Red:	Bad,	useless	options,	or	options	whichare	extremely	situational.	Nearly	never	useful.Orange:	OK	options,	or	useful	optionsthat	only
apply	in	rare	circumstances.	Useful	sometimes.Green:	Good	options.	Useful	often.Blue:	Fantastic	options,	often	essentialto	the	function	of	your	character.	Useful	very	frequently.We	will	not	include	3rd-party	content,	including	content	from	DMs	Guild,	in	handbooks	for	official	content	because	we	cant	assume	that	your	game	will	allow	3rd-party
content	or	homebrew.	We	also	wont	cover	Unearthed	Arcana	content	because	its	not	finalized,	and	we	cant	guarantee	that	it	will	be	available	to	you	in	your	games.The	advice	offered	below	is	based	on	the	current	State	of	the	2014	DnD	5e	Character	Optimization	Meta	as	of	when	the	article	was	last	updated.	Keep	in	mind	that	the	state	of	the	meta
periodically	changes	as	new	source	materials	are	released,	and	the	article	will	be	updated	accordingly	as	time	allows.Ability	Score	Increases:	+2/+1	isstandard.	The	default	ability	score	increases	make	the	Tabaxi	good	bards,	sorcerers,	warlocks,	and	wizards,	but	make	other	class	options	difficult.	The	custom	origin	rules	remove	those	limitations.Age:
Rarely	impactful.Size:	Medium	is	very	slightly	better	thanSmall	because	you	cant	be	grappled	or	swallowed	whole	by	as	manyenemies.Speed:	Standard.Darkvision:	In	a	game	with	a	lot	of	darkdungeons,	Darkvision	is	essential.Hellish	Resistance:	Resistance	to	one	ofthe	most	common	damage	types	in	the	game.Infernal	Legacy:	The	spell	selection
isinteresting,	but	it	can	be	difficult	to	use	effectively.	Thaumaturgy	isnovelty,	Hellish	Rebukes	save	will	only	be	reliable	for	Charisma-basedspellcasters,	and	you	cant	see	through	the	magical	darkness	created	byDarkness.Note	that	if	you	take	one	of	the	variants	presented	in	MordenkainensTome	of	Foes	you	will	replace	this	innate
spellcasting.Languages:	Common+1	is	standard.Tieflings	are	the	only	race	with	both	variants	and	subraces.	The	mechanics	were	essentially	retconned	to	make	the	Players	Handbook	Tiefling	into	a	subrace.	Thanks	to	the	variants	presented	in	Sword	Coast	Adventurers	Guide	and	the	subraces	presented	in	Mordenkainens	Tome	of	Foes,	the	Tiefling
has	the	longest	list	of	subrace	options	of	any	published	race,	totaling	an	impressive	14	individual	subraces	and	variants.	These	options	make	tieflings	diverse,	flexible,	and	viable	in	an	impressively	large	number	of	builds.	However,	because	the	subraces	all	shuffle	around	the	Tieflings	ability	increases	and	spellcasting,	it	can	often	feel	like	theyre	all	the
same	race	with	a	pallet	swap	rather	than	subraces	which	differ	in	theme	and	personality.The	interactions	of	variants	and	subraces	for	Tieflings	can	be	confusing.	The	Sword	Coast	Adventurers	Guide	states	that	the	Feral	variant	is	compatible	with	the	other	published	variants,	and	Jeremy	Crawford	has	clarified	that	you	can	use	any	of	the	variants	with
DM	permission,	so	you	could	use	a	variant	alongside	a	subrace	if	your	DM	allowed	it.	Of	course,	if	youre	using	the	custom	origin	rules	in	Tashas	Cauldron	of	Everything,	the	Feral	Tiefling	variant	has	no	effect.Personally,	I	think	that	the	variants	presented	in	Sword	Coast	Adventurers	Guide	should	be	treated	like	subraces,	and	therefore	shouldnt	be
combined	with	other	Tiefling	subrace	options,	including	those	contained	in	Mordenkainens	Tome	of	Foes.	Even	combining	the	Feral	variant	with	other	variants	seems	like	a	potentially	complicated	and	problematic	option.While	thats	wonderful	from	a	character	optimization	perspective,	it	also	means	that	you	can	cobble	together	a	Tiefling	for
essentially	any	build	which	really	defeats	the	purpose	of	having	numerous,	diverse	races.	If	building	a	Tiefling	allows	three	individual	choices	within	the	race	(feral	or	regular,	subrace,	and	potentially	another	variant),	the	Tiefling	quickly	becomes	one	of	the	most	powerful	races	in	5e	without	using	the	custom	origin	rules.The	custom	origin	rules	in
Tashas	Cauldron	of	Everything	level	the	playing	field	in	a	lot	of	ways,	so	the	Tiefling	is	no	longer	an	easy	build	choice	in	nearly	every	class	by	combining	some	set	of	subraces/variants.	Now	that	every	race	gets	flexible	ability	score	increases,	the	Feral	Tiefling	variant	is	totally	irrelevant.	You	can	now	also	pick	any	tiefling	subrace	exclusively	for	its
spell	selection,	which	offers	many	exciting	optimization	options.	The	winged	tiefling	variant	becomes	a	go-to	option	for	any	build	that	cant	already	fly	easily,	supplanting	the	aarakocra	as	the	best	option	for	racial	flight.This	section	assumes	that	youre	using	the	option	Customizing	Your	Origin	rules	presented	in	Tashas	Cauldron	of	Everything.	If	youre
not	using	those	rules,	scroll	down	to	the	next	section.ArtificerBecause	the	innate	spellcasting	is	Charisma-based,	you	want	to	avoid	subraceswith	spells	which	allow	saving	throws.	Glasya	is	great	for	a	sneaky	artificer,Levistus	is	good	for	front-line	builds,	and	Mammon	has	some	utility	options(not	amazing	ones)	which	fit	the	theme	of	the	Artificer.	The
winged	variant	isan	easy	option	for	any	ranged	build.BarbarianSpellcasting	is	hard	for	the	Barbarian,	so	innate	spellcasting	is	difficult.Your	best	bet	is	the	winged	variant,	which	conveniently	allows	you	to	fly	inmedium	armor.BardWith	Charisma-based	spellcasting,	basically	any	tiefling	subrace	works	forthe	Bard.	You	might	also	consider	the	Winged
variant	if	you	cant	find	innatespells	that	appeal	to	you.ClericBecause	the	innate	spellcasting	is	Charisma-based,	you	want	to	avoid	subraceswith	spells	which	allow	saving	throws.	Glasya	is	great	for	a	trickery	clericand	Mammon	offers	some	vaguely	boring	wizard-like	utility	options	that	feel	athome	on	an	arcana	cleric.	Since	most	clerics	are	in	medium
armor,	the	wingedvariant	is	a	great	choice.	Stay	out	of	reach,	turn	on	Spirit	Guardians,	andchase	your	enemies	until	they	run	out	of	hit	points.DruidBecause	the	innate	spellcasting	is	Charisma-based,	you	want	to	avoid	subraceswith	spells	which	allow	saving	throws.	Glasya	and	the	winged	variant	are	goodgo-to	options.FighterFor	ranged	builds,	the
winged	variant	is	an	easy	go-to	options.Charisma-based	innate	spellcasting	is	hard	to	work	into	a	fighter	build,	soglasya	and	levistus	are	you	best	options.MonkGlasya	tiefling	is	basically	your	only	good	option,	but	it	is	a	very	goodoption.PaladinThe	Tieflings	best	martial	option.	Building	around	Blessed	Warrior	is	greatif	you	really	want	to	lean	into	the
innate	spellcasting,	but	the	ZarielTiefling	gets	smite	spells,	so	a	classic	Strength	or	Dexterity-based	build	arestill	excellent	choices.RangerFor	ranged	builds,	the	winged	variant	is	an	easy	go-to	options.Charisma-based	innate	spellcasting	is	hard	to	work	into	a	ranger	build,	soglasya	and	levistus	are	you	best	options.RogueGlasya	gets	you	early	access	to
spells	that	feel	at	home	on	the	ArcaneTrickster.	Levistus	gets	you	access	to	Darkness,	so	thats	an	option,	too.	Asalways,	the	winged	variant	is	a	solid	choice	for	ranged	builds.SorcererNearly	any	subrace	will	work,	but	avoid	Zariel	for	its	emphasis	on	smitingthings	with	weapons.WarlockLiterally	any	version	of	the	tiefling	works	as	a	warlock.	Even
Zarial	worksfor	hexblades.WizardThe	innate	spellcasting	is	Charisma-based,	so	your	best	options	are	glasya,mammon,	and	the	winged	variant.ArtificerAn	Intelligence	increase	is	a	great	start,	and	with	a	long	list	of	variantsand	subraces	you	have	a	lot	of	room	for	fun	customization.	Look	for	a	subracethat	offers	innate	spells	that	suit	your	play	style,	but
remember	that	yourinnate	spellcasting	is	still	Charisma-based	so	avoid	spells	which	allow	savingthrows.BarbarianZariel	Tiefling	is	the	closest	youll	get	to	a	good	option	for	a	Tieflingbarbarian,	but	even	that	isnt	a	great	option.	You	cant	cast	spells(including	racial	innate	spellcasting)	while	raging,	so	you	give	up	one	of	theTieflings	most	interest	racial
traits	while	raging.BardMany	Tiefling	usbraces	offer	Charisma	increases,	and	a	number	of	the	subracesand	variants	have	a	lot	to	offer	the	Bard.	The	Tieflings	innate	spellcastingis	also	Charisma-based,	which	synergizes	well	with	the	Bard.ClericThe	only	Tiefling	option	with	a	Wisdom	increase	is	the	Fierna	Tiefling.	TheFierna	Tieflings	spellcasting	is	all
charm	spells,	so	this	could	be	a	goodoption	for	a	Tiefling	planning	to	be	their	partys	Face,	but	remember	that	theinnate	spellcasting	is	Charisma-based,	so	the	save	DC	wont	match	that	of	yourcleric	spells.DruidAll	of	the	same	issues	as	the	Cleric,	but	since	Druids	usually	dump	Charismathe	Fierna	Tiefling	might	not	be	enough	to	make	the	Druid	a
passableoption.FighterDarkvision	and	Fire	Resistance	are	both	great	assets	for	the	Fighter,	anddepending	on	your	choice	of	subrace	your	racial	spellcasting	can	offer	avariety	of	useful	options.Your	fighter	subclass	options	will	vary	depending	on	your	subrace,	so	hereare	some	suggestions	for	the	Tiefling	subraces	which	work	best	as	fighters:Glasya:
Consider	a	Dexterity-based	PurpleDragon	Knight	with	an	emphasis	on	stealth.	A	good	fit	in	a	party	full	ofsneaky	characters	like	rogues,	trickery	clerics,	and	illusionists.Zariel:	An	excellent	option	for	afront-line	Purple	Dragon	Knight.	The	spells	include	smite	spells	from	thePaladin	spell	list,	offering	some	great	offensive	options.Variant:	Feral:	The	only
way	to	play	aTiefling	without	a	Charisma	increase,	the	Feral	variant	is	the	best	optionfor	any	archetype	except	Purple	Dragon	Knight.	Eldritch	Knight	is	an	obviouschoice,	but	dont	feel	locked	into	it	solely	because	you	have	a	+1Intelligence	increase,	and	remember	that	the	innate	spellcasting	is	stillCharisma-based.Variant:	Winged:	The	ability
increaseswont	be	helpful	unless	you	combine	this	with	Feral,	but	permanentnonmagical	flight	is	a	massive	tactical	advantage.	Just	keep	in	mind	thatthe	wings	dont	work	in	heavy	armor,	so	youll	want	to	build	aroundDexterity.MonkDispater	Tiefling	and	Glasya	Tiefling	are	both	options	because	they	providerelevant	ability	increases,	but	I	think	the	Feral
variant	is	your	best	bet.Glasya	can	be	very	sneaky	and	tricky	thanks	to	their	free	spells,	but	thevanilla	tiefling	spells	may	be	a	better	complement	to	the	monks	combatabilities,	offering	a	mix	of	magical	utility	and	damage	that	monks	cantreplicate	on	their	own.PaladinIf	you	want	to	play	a	front-line	tank,	Paladin	is	the	Tieflings	go-tooption,	beating	out
Fighter	because	the	Tieflings	ability	increases	work	sonicely	for	the	Paladin.	Darkvision	is	great	for	facing	enemies	in	the	darkwhere	they	live,	and	fire	resistance	adds	to	the	Paladins	already	fantasticdurability.	The	Tieflings	innate	spellcasting	is	also	Charisma-based,	whichworks	very	well	for	the	Paladin.Many	Tiefling	variants	work	very	well	for	the
Paladin,	so	you	have	plenty	ofoptions	to	make	your	Tiefling	Paladin	unique.	Charisma	increases	are	obviouslyfantastic,	but	you	likely	also	want	a	Strength	or	Dexterity	increase,	but	ifyou	use	the	Blessed	Warrior	fighting	style,	and	you	can	build	your	paladingaround	Charisma	and	barely	concern	yourself	with	Strength	or	Dexterity.	Youshould	also
consider	how	your	subraces	spells	will	contribute	to	your	overallbuild.	Here	are	some	suggestions	based	on	the	Tiefling	subraces	which	workbest	for	the	Paladin.Dispater:	The	ability	scores	line	upnicely	for	a	Dexterity-based	Paladin,	and	the	spells	make	for	anunconventional	character.	Disguises	and	the	ability	to	detect	thoughts	mayhelp	you	to	locate
and	defeat	enemies	by	more	subtle	means	than	a	typicalpaladin.Glasya:	The	ability	scores	line	upnicely	for	a	Dexterity-based	Paladin,	but	the	spells	dont	cater	to	yourtypical	Paladin	playstyle.	This	could	be	a	fun	option	for	a	trickyOathbreaker	Paladin.Levistus:	Despite	the	lack	of	a	Strengthor	Dexterity	increase,	Levistus	Tiefling	is	a	great	option	for
itsexceptional	durability,	and	with	Blessed	Warrior	the	lack	of	aStrength/Dexterity	increase	isnt	a	problem.	A	Constitution	increase	isobviously	helpful,	and	you	also	get	Armor	of	Agathys,	which	is	an	excellentdefensive	option.Zariel:	This	is	your	go-to	option	forTiefling	Paladin.	The	ability	scores	are	perfect,	and	the	racial	spellsinclude	smite	spells	from
the	Paladin	spell	list	to	complement	the	Paladinslimited	spell	slots.Variant:	Winged:	Permanent	nonmagicalflight	is	a	massive	tactical	advantage.	Stay	aloft	and	cast	SacredFlame.RangerThe	vanilla	Tieflings	ability	scores	are	terrible	for	a	Ranger,	but	subracesand	variants	offer	some	better	options.	If	you	want	a	melee	ranger,	Irecommend	the	feral
variant.	If	you	want	an	archer,	I	recommend	the	Glasyasubrace.DispaterMToF:	Interesting	and	potentially	viable,	but	Charisma	does	almost	nothing	forthe	Ranger	and	the	innate	spellcasting	doesnt	directly	complement	therangers	skillset.GlasyaMToF:	Legacy	of	Malbolge	provides	some	useful	stealth	options	not	typicallyavailable	to	rangers.Variant:
FeralSCAG:	Much	better	than	the	Vanilla	Tiefling,	but	the	Intelligence	bonus	is	tillwasted.RogueDarkvision	and	the	free	spells	offer	some	interesting	options,	especiallywith	the	numerous	Tiefling	subraces.	Depending	on	your	subclass	and	whether	ornot	you	want	to	be	a	Face	youll	find	some	subraces	more	appealing	thanothers.DispaterMToF:	Good
ability	spread,	and	interesting	spell	options.	This	is	a	greatoption	in	a	campaign	with	a	lot	of	intrigue,	espionage,	and	socialinteraction.GlasyaMToF:	Ideal	for	tiefling	rogues.	Legacy	of	Malbolge	offers	useful	spell	optionsnormally	only	available	to	arcane	tricksters.Variant:	FeralSCAG:	Perfect	for	an	Arcane	Trickster.Variant:	Devils	TongueSCAG:
Tempting	if	you	are	building	a	Face	with	decent	Charisma,	but	better	as	aBard.Variant:	HellfireSCAG:	If	youre	casting	Burning	Hands	then	youre	not	using	Sneak	Attack.Variant:	VanillaPHB:	The	ability	scores	dont	work	as	well	as	Feral,	but	not	bad	for	aFace.Variant:	WingedSCAG:	On	a	Rogue	I	would	absolutely	take	flight	over	the	free
spells.SorcererTieflings	get	a	Charisma	increase,	which	makes	them	a	good	option	forSorcerer	on	its	own.	Fire	resistance	is	always	welcome,	and	your	choice	ofsubrace	allows	you	to	customize	your	racial	spellcasting	to	suit	yourneeds.AsmodeusPHB/MToF:	A	perfectly	fine	option,	but	the	Intelligence	is	wasted	and	you	can	findbetter	spells	from	Devils
Tongue.BaalzebulMToF:	The	Intelligence	is	wasted,	but	access	to	Thaumaturgy	could	be	nice.DispaterMToF:	Dexterity	means	better	AC,	and	the	spells	are	great	if	you	want	to	besneaky	or	tricky.FiernaMToF:	The	Wisdom	is	largely	wasted,	but	the	spells	are	great	for	a	Face.GlasyaMToF:	Dexterity	means	better	AC,	and	the	spells	are	great	if	you	want
to	besneaky	or	tricky.LevistusMToF:	Constitution	means	more	hit	points,	and	the	spells	offer	a	nice	mix	ofdefensive,	offensive,	and	utility	options.MammonMToF:	The	Intelligence	is	wasted,	and	the	leveled	spells	are	highlysituational.MephistophelesMToF:	The	Intelligence	is	wasted,	and	sorcerers	should	rarely	be	in	meleecombat	enough	to	use	Flame
Blade.ZarielMToF:	Way	too	melee-centric.Variant:	FeralSCAG:	Nothing	useful	for	the	Sorcerer.Variant:	Devils	TongueSCAG:	The	replacement	spells	are	absolutely	better	than	the	normal	Tieflingspells.Variant:	HellfireSCAG:	Burning	Hands	is	probably	worse	than	Hellish	Rebuke	for	mostSorcerers.Variant:	WingedSCAG:	Flight	is	a	massive	advantage,
especially	without	requiringConcentration.WarlockTiefling	warlocks	work	well	for	all	the	same	reasons	that	tiefling	sorcerersdo.AsmodeusPHB/MToF:	A	perfectly	fine	option,	but	the	Intelligence	is	wasted	and	you	can	findbetter	spells	from	other	subraces.BaalzebulMToF:	The	Intelligence	is	wasted,	but	access	to	Thaumaturgy	could	be
nice.DispaterMToF:	Dexterity	means	better	AC,	and	the	spells	are	great	if	you	want	to	besneaky	or	tricky.FiernaMToF:	The	Wisdom	is	largely	wasted,	but	the	spells	are	great	for	a	Face.GlasyaMToF:	Dexterity	means	better	AC,	and	the	spells	are	great	if	you	want	to	besneaky	or	tricky.LevistusMToF:	Constitution	means	more	hit	points,	and	the	spells
offer	a	nice	mix	ofdefensive,	offensive,	and	utility	options.MammonMToF:	The	Intelligence	is	wasted,	and	the	leveled	spells	are	highlysituational.MephistophelesMToF:	Flame	Blade	is	tempting	for	blade	pact	warlocks,	but	Zariel	is	still	abetter	option.ZarielMToF:	Strength	is	wasted,	but	that	doesnt	matter	much.	The	big	draw	is	thesmite	spells.Variant:
FeralSCAG:	Dexterity	is	normally	fine	for	a	melee	build,	but	for	Warlocks	youll	beusing	your	Charisma	thanks	to	Hexblade.Variant:	Devils	TongueSCAG:	Arguably	better	spell	options	for	a	Warlock.Variant:	HellfireSCAG:	Burning	Hands	is	about	as	good	for	the	Warlock	as	Hellish	Rebuke,	butdoesnt	require	you	to	be	hit	to	use	it.Variant:	WingedSCAG:
Flight	is	fantastic,	especially	for	a	class	so	dependent	on	rangedcombat.Wizard+1	Intelligence	makes	Wizard	an	option,	but	if	youre	going	for	an	arcanespellcaster	youll	do	better	with	either	Warlock	or	Wizard	since	theyreCharisma-based	spellcasters	and	will	benefit	more	from	the	Tieflings	InnateSpellcasting.	Of	course,	if	youre	going	for	the	Winged
variant	that	doesntreally	matter.AsmodeusPHB/MToF:	The	ability	scores	dont	work	as	well	for	a	Wizard	as	a	race	with	a	+2Intelligence	bonus,	and	as	nice	as	the	free	spells	are	theyre	also	on	theWizard	spell	list	already.BaalzebulMToF:	Intelligence	and	access	to	Thaumaturgy.MammonMToF:	Bonus	intelligence,	but	the	spells	are	really
situational.MephistophelesMToF:	Bonus	intelligence,	but	using	Flame	Blade	is	dangerous	for	a	wizard.Variant:	FeralSCAG:	Marginally	better	because	Wizards	get	more	from	Dexterity	than	fromCharisma.Variant:	Devils	TongueSCAG:	Changing	the	spells	doesnt	really	improve	the	Tiefling	for	Wizards.Variant:	HellfireSCAG:	Burning	Hands	works
better	for	Wizards	than	Hellish	Rebuke.Variant:	WingedSCAG:	Permanent	flight	without	concentration.	You	dont	need	the	free	racialspells	on	a	Wizard,	so	this	is	a	great	trade.	If	you	can	combine	this	withFeral,	thats	basically	the	perfect	choice.Flames	of	PhlegethosXGtEThis	works	best	for	full	spellcasters	like	Sorcerer	and	Wizard,	but
otherspellcasters	might	still	be	interested.	The	ability	score	increase	caters	toany	arcane	spellcaster.Rerolling	1s	on	damage	rolls	is	one	of	those	things	that	sounds	really	nice,and	its	emotionally	reassuring,	but	the	actual	math	isnt	great.	This	addsjust	0.33	damage	per	die	on	average.	It	will	feel	nice	if	you	emphasize	firedamage	very	heavily,	but	its
not	very	effective.The	final	portion	of	the	feat	works	best	for	tiefling	spellcasters	who	spend	a	lot	of	time	in	melee,	such	as	an	eldritch	knight	fighter.	Cast	Green-Flame	Blade	and	dare	enemies	to	retaliate.	Of	course,	its	only	1d4	damage	and	it	doesnt	scale,	so	its	not	much	of	a	deterrent.Infernal	ConstitutionXGtEResistance	to	two	more	types	of
damage,	and	+1	Consitution.	This	is	feat	forfront-line	characters	who	draw	a	lot	of	fire,	but	unless	youre	tanking	dontbother	with	this.	To	be	greeted	with	stares	and	whispers,	to	suffer	violence	and	insult	on	the	street,	to	see	mistrust	and	fear	in	every	eye:	this	is	the	lot	of	the	tiefling.	And	to	twist	the	knife,	tieflings	know	that	this	is	because	a	pact
struck	generations	ago	infused	the	essence	of	Asmodeus,	overlord	of	the	Nine	Hells	(and	many	of	the	other	powerful	devils	serving	under	him)	into	their	bloodline.	Their	appearance	and	their	nature	are	not	their	fault	but	the	result	of	an	ancient	sin,	for	which	they	and	their	children	and	their	children's	children	will	always	be	held	accountable.Ability
Score	Increase.	Your	Charisma	score	increases	by	2.Age.	Tieflings	mature	at	the	same	rate	as	humans	but	live	a	few	years	longer.Alignment.	Tieflings	might	not	have	an	innate	tendency	toward	evil,	but	many	of	them	end	up	there.	Evil	or	not,	an	independent	nature	inclines	many	tieflings	toward	a	chaotic	alignment.Size.	Tieflings	are	about	the	same
size	and	build	as	humans.	Your	size	is	Medium.Speed.	Your	base	walking	speed	is	30	feet.Darkvision.	Thanks	to	your	infernal	heritage,	you	have	superior	vision	in	dark	and	dim	conditions.	You	can	see	in	dim	light	within	60	feet	of	you	as	if	it	were	bright	light,	and	in	darkness	as	if	it	were	dim	light.	You	cant	discern	color	in	darkness,	only	shades	of
gray.Hellish	Resistance.	You	have	resistance	to	fire	damage.Languages.	You	can	speak,	read,	and	write	Common	and	Infernal.Bloodline	of	AsmodeusThe	tieflings	connected	to	Nessus	command	the	power	of	fire	and	darkness,	guided	by	a	keener	than	normal	intellect,	as	befits	those	linked	to	Asmodeus	himself.Ability	Score	Increase.	Your	Intelligence
score	increases	by	1.Infernal	Legacy.	You	know	the	Thaumaturgy	cantrip.	Once	you	reach	3rd	level,	you	can	cast	the	Hellish	Rebuke	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Darkness	spell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these
spells.Mordenkainen's	Tome	of	Foes	The	crumbling	realm	of	Maladomini	is	ruled	by	Baalzebul,	who	excels	at	corrupting	those	whose	minor	sins	can	be	transformed	into	acts	of	damnation.	Tieflings	linked	to	this	archdevil	can	corrupt	others	both	physically	and	psychically.Ability	Score	Increase.	Your	Intelligence	score	increases	by	1.Legacy	of
Maladomini.	You	know	the	Thaumaturgy	cantrip.	Once	you	reach	3rd	level,	you	can	cast	the	Ray	of	Sickness	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Crown	of	Madness	spell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.Bloodline	of
DispaterThe	great	city	of	Dis	occupies	most	of	Hell's	second	layer.	It	is	a	place	where	secrets	are	uncovered	and	shared	with	the	highest	bidder,	making	tieflings	tied	to	Dispater	excellent	spies	and	infiltrators.Ability	Score	Increase.	Your	Dexterity	score	increases	by	1.Legacy	of	Dis.	You	know	the	Thaumaturgy	cantrip.	Once	you	reach	3rd	level,	you
can	cast	the	Disguise	Self	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Detect	Thoughts	spell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.Bloodline	of	FiernaA	master	manipulator,	Fierna	grants	tieflings	tied	to	her	forceful
personalities.Ability	Score	Increase.	Your	Wisdom	score	increases	by	1.Legacy	of	Phlegethos.	You	know	the	Friends	cantrip.	Once	you	reach	3rd	level,	you	can	cast	the	Charm	Person	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Suggestion	spell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.
Charisma	is	your	spellcasting	ability	for	these	spells.Bloodline	of	GlasyaGlasya,	Hell's	criminal	mastermind,	grants	her	tiefiings	magic	that	is	useful	for	committing	heists.Ability	Score	Increase.	Your	Dexterity	score	increases	by	1.Legacy	of	Malbolge.	You	know	the	Minor	Illusion	cantrip.	Once	you	reach	3rd	level,	you	can	cast	the	Disguise	Self	spell
once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Invisibility	spell	once	as	a	2nd-level	spell.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.Bloodline	of	LevistusFrozen	Stygia	is	ruled	by	Levistus,	an	archdevil	known	for	offering	bargains	to	those	who	face
an	inescapable	doom.Ability	Score	Increase.	Your	Constitution	score	increases	by	1.Legacy	of	Stygia.	You	know	the	Ray	of	Frost	cantrip.	Once	you	reach	3rd	level,	you	can	cast	the	Armor	of	Agathys	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Darkness	spell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again
with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.Bloodline	of	MammonThe	great	miser	Mammon	loves	coins	above	all	else.	Tieflings	tied	to	him	excel	at	gathering	and	safeguarding	wealth.Ability	Score	Increase.	Your	Intelligence	score	increases	by	1.Legacy	of	Minauros.	You	know	the	Mage	Hand	cantrip.	Once	you	reach	3rd	level,
you	can	cast	the	Tenser's	Floating	Disk	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Arcane	Lock	spell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.Bloodline	of	MephistophelesIn	the	frozen	realm	of	Cania,	Mephistopheles	offers	arcane
power	to	those	who	entreat	with	him.	Tieflings	linked	to	him	master	some	arcane	magic.Ability	Score	Increase.	Your	Intelligence	score	increases	by	1.Legacy	of	Cania.	You	know	the	Mage	Hand	cantrip.	Once	you	reach	3rd	level,	you	can	cast	the	Burning	Hands	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Flame	Blade
spell	once	as	a	3rd-level	spell.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.Bloodline	of	ZarielTieflings	with	a	blood	tie	to	Zariel	are	stronger	than	the	typical	tiefling	and	receive	magical	abilities	that	aid	them	in	battle.Ability	Score	Increase.	Your	Strength	score	increases	by
1.Legacy	of	Avernus.	You	know	the	Thaumaturgy	cantrip.	Once	you	reach	3rd	level,	you	can	cast	the	Searing	Smite	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	the	Branding	Smite	spell	once	as	a	3rd-level	spell.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for
these	spells.Sword	Coast	Adventurer's	Guide	Since	not	all	tieflings	are	of	the	blood	of	Asmodeus,	some	have	traits	that	differ	from	those	in	the	Player's	Handbook.	The	Dungeon	Master	may	permit	the	following	variants	for	your	tiefling	character,	although	Devil's	Tongue,	Hellfire,	and	Winged	are	mutually	exclusive.Appearance.	Your	tiefling	might	not
look	like	other	tieflings.	Rather	than	having	the	physical	characteristics	described	in	the	Player's	Handbook,	choose	1d4	+	1	of	the	following	features:	small	horns;	fangs	or	sharp	teeth;	a	forked	tongue;	catlike	eyes;	six	fingers	on	each	hand;	goat-like	legs;	cloven	hoofs;	a	forked	tail;	leathery	or	scaly	skin;	red	or	dark	blue	skin;	cast	no	shadow	or
reflection;	exude	a	smell	of	brimstone.Feral.	Your	Intelligence	score	increases	by	1,	and	your	Dexterity	score	increases	by	2.	This	trait	replaces	the	Ability	Score	Increase	traitDevil's	Tongue.	You	know	the	Vicious	Mockery	cantrip.	Once	you	reach	3rd	level,	you	can	cast	the	Charm	Person	spell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you
can	also	cast	the	Enthrall	spell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.	This	trait	replaces	the	Infernal	Legacy	traitHellfire.	Once	you	reach	3rd	level,	you	can	cast	the	Burning	Hands	spell	once	as	a	2nd-level	spell.	This	trait	replaces	the	Hellish	Rebuke	spell	of	the
Infernal	Legacy	trait.Winged.	You	have	bat-like	wings	sprouting	from	your	shoulders.	You	have	a	flying	speed	of	30	feet	while	you	arent	wearing	heavy	armor.	This	trait	replaces	the	Infernal	Legacy	trait.Unearthed	Arcana	Source:	Unearthed	Arcana	11	-	That	Old	Black	MagicAll	abyssal	tieflings	trace	their	bloodline	to	the	demons	of	the	Abyss.	These
tieflings	have	the	following	additional	features.Ability	Score	Increase.	Your	Constitution	score	increases	by	1.Abyssal	Arcana.	Each	time	you	finish	a	long	rest,	you	gain	the	ability	to	cast	cantrips	and	spells	randomly	determined	from	a	short	list.	At	1st	level,	you	can	cast	a	cantrip.	When	you	reach	3rd	level,	you	can	also	cast	a	1st-level	spell.	At	5th
level,	you	can	cast	a	2nd-level	spell.You	can	cast	a	spell	gained	from	this	trait	only	once	until	you	complete	your	next	long	rest.	You	can	cast	a	cantrip	gained	from	this	trait	at	will,	as	normal.	For	1st-level	spells	whose	effect	changes	if	cast	using	a	spell	slot	of	2nd	level	or	higher,	you	cast	the	spell	as	if	using	a	2nd-level	slot.	Spells	of	2nd	level	are	cast
as	if	using	a	2nd-level	slot.At	the	end	of	each	long	rest,	you	lose	the	cantrips	and	spells	previously	granted	by	this	feature,	even	if	you	did	not	cast	them.	You	replace	those	cantrips	and	spells	by	rolling	for	new	ones	on	the	Abyssal	Arcana	Spells	table.	Roll	separately	for	each	cantrip	and	spell.	If	you	roll	the	same	spell	or	cantrip	you	gained	at	the	end	of
your	previous	long	rest,	roll	again	until	you	get	a	different	result.Abyssal	Fortitude.	Your	hit	point	maximum	increases	by	half	your	level	(minimum	1).Languages.	You	can	speak,	read,	and	write	Abyssal.	Horny	devils!	Play	D&D	as	a	fiendish	Tiefling	with	our	optimisation	guide	Is	a	Tiefling	the	right	race	for	me?	Dungeons	and	Dragons	lets	you	take	a
flexible	approach	to	building	a	character,	but	if	youre	going	to	stick	to	typical	culture	and	the	best-optimised	build	for	a	Tiefling	you	might	consider	the	following:	Choose	a	Tiefling	if	you	like	Highly	charismatic	characters	Dealing	with	spells	Unnerving	people	with	your	fiendish	originsA	Tiefling	might	not	be	for	you	if	You	dont	want	to	play	a	party
face	Are	uninterested	in	casting	spells	Badly	want	to	avoid	the	stereotypes	of	a	literally	horny	bard	Would	rather	not	have	to	deal	with	the	stereotypes	of	being	a	fiendish	race	If	you	think	a	Tiefling	isnt	for	you,	not	to	worry,	there	are	dozens	of	playable	races	for	you	to	pick	from,	just	check	out	our	races	guide	to	find	out	about	all	of	them.	For	an
alternative	charismatic	race,	you	could	consider	a	Changeling	or	a	Kenku.	Tiefling	racial	traits	Ability	Scores+2	Charisma	and	another	increase	from	their	bloodlineCreature	TypeHumanoid/FiendSizeMediumSpeed30ftLanguagesCommon	and	InfernalTraitsDarkvision,	Hellish	Resistance	and	a	bloodline
traitResistancesFireProficienciesNoDarkvisionYesInnate	spellcastingVarious	depending	on	your	bloodlineBook	found	inPlayers	Handbook,	Mordenkainens	Tome	of	Foes	If	you	want	to	play	as	a	Tiefling,	your	character	will	have	the	following	traits	and	abilities	(as	found	in	theSRD	for	D&D	5e):	Darkvision	Thanks	to	your	infernal	heritage,	you	have
superior	vision	in	dark	and	dim	conditions.	You	can	see	in	dim	light	within	60	feet	of	you	as	if	it	were	bright	light,	and	in	darkness	as	if	it	were	dim	light.	You	cant	discern	color	in	darkness,	only	shades	of	gray.	Hellish	Resistance	You	have	resistance	to	fire	damage.	Not	all	Tieflings	tie	their	lineage	back	to	the	same	line	of	fiends.	Devils	associated	with
each	of	the	Arcdevils	of	Hell	have	different	attributes	that	differentiate	themselves	from	other	devils.	This	means	that	as	Tieflings	come	from	different	lines	of	devils,	they	also	gain	different	abilities.	When	you	play	as	a	Tiefling,	choose	one	of	the	following	subraces	or	variants	to	show	your	lineage	and	the	additional	abilities	and	traits	your	character
has.	Asmodeus	is	the	ruler	of	all	of	Hell	and	its	Archdevils.	He	has	a	cunning	and	devious	mind,	ruling	over	the	fiery	realm	of	Nessus.	Tieflings	of	Asmodeus	bloodline	inherit	his	keen	mind	and	infernal	magic.	Ability	Score	Increase	Your	Intelligence	score	increases	by	1.	Infernal	Legacy	You	know	theThaumaturgycantrip.	Once	you	reach	3rd	level,	you
can	cast	theHellish	Rebukespell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast	theDarknessspell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.	A	corrupted	angel	that	transformed	into	a	foul	being,	Baalzebul	is	a	master	of	corruption.	Tieflings	of	his
bloodline	gain	the	ability	to	corrupt	others	both	physically	and	mentally.	Ability	Score	Increase	Your	Intelligence	score	increases	by	1.	Legacy	of	Maladomini	You	know	theThaumaturgycantrip.	Once	you	reach	3rd	level,	you	can	cast	theRay	of	Sicknessspell	once	as	a	2nd-level	spell	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long
rest.	When	you	reach	5th	level,	you	can	cast	cast	theCrown	of	Madnessspell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	Charisma	is	your	spellcasting	ability	for	these	spells.	Dispater	is	a	paranoid	trader	of	secrets.	He	uses	these	secrets	to	manipulate	others	to	his	will	and	Tieflings	born	of	his	bloodline	inherit	some	of
these	secretive	abilities.	Ability	Score	Increase	Your	Dexterity	score	increases	by	1.	Legacy	of	Dis	You	know	theThaumaturgycantrip.	Once	you	reach	3rd	level,	you	can	cast	theDisguise	Selfspell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	When	you	reach	5th	level,	you	can	cast	theDetect	Thoughtsspell	once	with	this
trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	Charisma	is	your	spellcasting	ability	for	these	spells.	Fierna	has	a	fiery	personality	and	is	an	expert	at	manipulating	others	to	her	will.	Tieflings	born	of	her	bloodline	inherit	abilities	that	help	them	manipulate	others.	Ability	Score	Increase	Your	Wisdom	score	increases	by	1.	Legacy	of
Phlegethos	You	know	theFriendscantrip.	When	you	reach	3rd	level,	you	can	cast	theCharm	Personspell	as	a	2nd-level	spell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	When	you	reach	5th	level,	you	can	cast	theSuggestionspell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	Charisma	is
your	spellcasting	ability	for	these	spells.	Glasya,	delights	in	political	intrigue	and	is	a	criminal	mastermind,	always	plotting	and	scheming.	Tieflings	born	of	her	bloodline	inherit	abilities	that	aid	in	operating	subtly.	Ability	Score	Increase	Your	Dexterity	score	increases	by	1.	Legacy	of	Malbolge	You	know	theMinor	Illusioncantrip.	When	you	reach	3rd
level,	you	can	cast	theDisguise	Selfspell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	When	you	reach	5th	level,	you	can	cast	theInvisibilityspell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	Charisma	is	your	spellcasting	ability	for	these	spells.	Ruling	over	the	frozen	wastelands	of
Stygia,	Levistus	is	a	master	bargainer	who	gains	power	through	cold	magic.	Tieflings	of	his	bloodline	gain	the	ability	to	use	his	cold	magic	to	their	advantage.	Ability	Score	Increase	Your	Constitution	score	increases	by	1.	Legacy	of	Stygia	You	know	theRay	of	Frostcantrip.	When	you	reach	3rd	level,	you	can	cast	theArmor	of	Agathysspell	as	a	2nd-level
spell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	When	you	reach	5th	level,	you	can	cast	theDarknessspell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	Charisma	is	your	spellcasting	ability	for	these	spells.	Mammon	is	a	greedy	being	that	loves	wealth	and	power	above	all	else	and	he
gathers	it	voraciously.	Tieflings	of	Mammons	bloodline	gain	abilities	that	aid	them	in	acquiring	and	safeguarding	wealth.	Ability	Score	Increase	Your	Intelligence	score	increases	by	1.	Legacy	of	Minauros	You	know	theMage	Handcantrip.	When	you	reach	3rd	level,	you	can	cast	theTensers	Floating	Diskspell	once	with	this	trait	and	regain	the	ability	to
do	so	when	you	finish	a	short	or	long	rest.	When	you	reach	5th	level,	you	can	cast	theArcane	Lockspell	once	with	this	trait,	requiring	no	material	component,	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	Charisma	is	your	spellcasting	ability	for	these	spells.	A	master	of	the	arcane,	Mephistopheles	is	an	intellectual	and	cunning	Archdevil.
Tieflings	born	of	his	bloodline	gain	access	to	powerful	magic.	Ability	Score	Increase	Your	Intelligence	score	increases	by	1.	Legacy	of	Cania	You	know	theMage	Handcantrip.	When	you	reach	3rd	level,	you	can	cast	theBurning	Handsspell	as	a	2nd-level	spell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	When	you	reach
5th	level,	you	can	cast	theFlame	Bladespell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	Charisma	is	your	spellcasting	ability	for	these	spells.	Zariel	is	a	commander	of	the	armies	of	Hell	and	a	powerful	warrior	in	her	own	right.	Tieflings	of	her	bloodline	are	stronger	than	most	Tieflings.	Ability	Score	Increase	Your
Strength	score	increases	by	1.	Legacy	of	Avernus	You	know	theThaumaturgycantrip.	When	you	reach	3rd	level,	you	can	cast	theSearing	Smitespell	as	a	2nd-level	spell	once	with	this	trait	and	regain	the	ability	to	do	so	when	you	finish	a	long	rest.	When	you	reach	5th	level,	you	can	cast	theBranding	Smitespell	once	with	this	trait	and	regain	the	ability
to	do	so	when	you	finish	a	long	rest.	Charisma	is	your	spellcasting	ability	for	these	spells.	On	top	of	the	subraces	above,	Tieflings	also	have	some	variants	with	traits	that	replace	some	of	the	traits	above.	With	a	few	different	versions	of	Tieflings,	this	can	get	a	tad	confusing,	but	originally,	these	traits	were	intended	to	be	optional	replacements	for	the
bloodline	of	Asmodeus.	Jeremy	Crawford	has	confirmed	that	these	traits	can	replace	those	of	any	of	the	bloodlines	with	your	DMs	permission.	essentially	you	can	choose	to	use	the	following	traits	in	place	of	the	standard	subrace	traits	above,	just	keep	in	mind	that	devils	tongue,	hellfire	and	winged	are	mutually	exclusive	meaning	you	can	take	1	of
them	but	not	the	others.	Feral	Your	Intelligence	score	increases	by	1,	and	your	Dexterity	score	increases	by	2.	This	trait	replaces	the	Ability	Score	Increase	trait	Devils	Tongue	You	know	theVicious	Mockerycantrip.	Once	you	reach	3rd	level,	you	can	cast	theCharm	Personspell	once	as	a	2nd-level	spell.	Once	you	reach	5th	level,	you	can	also	cast
theEnthrallspell	once.	You	must	finish	a	long	rest	to	cast	these	spells	again	with	this	trait.	Charisma	is	your	spellcasting	ability	for	these	spells.	This	trait	replaces	the	Infernal	Legacy	trait	Hellfire	Once	you	reach	3rd	level,	you	can	cast	theBurning	Handsspell	once	as	a	2nd-level	spell.	This	trait	replaces	theHellish	Rebukespell	of	the	Infernal	Legacy
trait.	Winged	You	have	bat-like	wings	sprouting	from	your	shoulders.	You	have	a	flying	speed	of	30	feet	while	you	arent	wearing	heavy	armor.	This	trait	replaces	the	Infernal	Legacy	trait.	Tactics	The	handy	thing	about	Tieflings	is	you	have	a	lot	of	subrace	options	giving	a	fair	bit	of	flexibility	on	the	innate	spells	you	can	cast	and	the	extra	ability	score
increases	you	get.	Generally	these	are	themed	after	a	particular	function	too	soon	youve	got	stealthy	options,	martial	options	and	more	classically	Spellcaster	options.	Gift	of	the	gab:	+2	to	charisma	is	likely	to	make	you	a	natural	fit	for	the	party	face.	If	youre	taking	a	Tiefling,	its	easy	to	maximise	on	this	by	taking	a	charisma	focused	class	(bard,
paladin,	sorcerer	or	warlock)	and	leaning	heavily	into	this.	Consider	focusing	your	skills	around	face	skills	like	persuasion,	deception	and	intimidation	(performance	is	fine,	but	tends	to	be	less	useful).	Many	Tiefling	Subraces	get	boosts	to	intelligence	making	you	better	at	things	like	insight	too	which	is	great	for	a	party	face.Natural	spellcasters:
Tieflings	also	make	natural	spellcasters.	Your	innate	spellcasting	uses	charisma	(which	you	should	be	good	at	anyway)	pushing	you	into	those	4	charisma	focused	spellcasting	classes.	You	obviously	have	some	innate	spells	options	too	which	can	be	recast	if	you	take	a	spellcasting	class.	Essentially,	youll	be	most	effective	as	a	spellcasting	class.A
subrace	for	every	occasion:	But	dont	let	the	above	limit	your	options.	Each	subrace	is	geared	towards	a	particular	function	and	sure,	a	paladin	may	work	better	with	the	bloodline	of	Zariel	for	those	extra	smites,	but	a	couple	of	smites	a	day	still	works	nicely	for	a	Fighter.	The	bloodline	of	Gladys	is	just	screaming	for	you	to	play	as	a	rogue	with
unlimited	minor	illusions,	disguise	self	and	invisibility	(plus	some	extra	dexterity)	these	things	still	work	nicely	to	enhance	a	rogue	without	class	based	spellcasting.	Of	course,	you	could	always	take	an	arcane	trickster	or	an	eldritch	knight	to	get	those	class	based	spellcasting	options.Winging	it:	Flight	is	hugely	powerful	and	is	not	only	a	great	way	of
getting	places	others	cant	go,	its	also	great	for	staying	safe	in	battle.	If	you	want	to	play	a	squishier	class,	consider	going	for	a	winged	variant.	This	depends	a	lot	on	what	class	you	want	to	play	as	and	what	spells	you	want	to	use.	If	youre	playing	a	strength-based	martial	class,	then	the	extra	strength	of	the	bloodline	of	Zariel	is	a	great	option,	as	are



the	smites	she	has	available.	If	you	want	to	play	a	rogue	or	another	stealthy	character,	the	bloodline	of	Gladys	is	a	great	option.	The	bloodline	of	Asmodeus	is	great	for	artificers	and	so	on.	Id	tend	to	avoid	the	bloodlines	of	Mammon	and	Mephistopheles.	Their	spells	tend	to	be	of	less	use	like	flaming	blade	and	Tensers	floating	disc.	Thankfully,	there	are
better	options	for	intelligence	based	Tieflings.	But	some	classes	do	just	work	better	with	a	Tieflings	natural	abilities,	which	brings	us	on	to	our	next	section	Choosing	a	class	for	your	Tiefling	Below	Ive	put	together	a	score	for	how	well	each	class	works	with	a	Tiefling	based	on	how	well	the	ability	score	increases	and	racial	traits	work	with	each	class.
Ive	tried	to	take	a	broad	view	of	all	the	available	subraces	so	be	aware	that	not	every	subrace	will	fit	the	ratings	below,	but	Ill	give	more	explanation	on	which	subraces	to	choose	for	different	classes	below:	Artificer	Barbarian	Bard	Cleric	Druid	Fighter	Monk	Paladin	Ranger	Rogue	Sorcerer	Warlock	Wizard	*Star	ratings	scored	out	of	5	Thankfully,
because	of	all	the	subrace	options,	its	easy	to	find	a	good	class	for	a	Tiefling.	Your	absolute	best	options	are	the	charisma	based	classes	as	they	can	maximise	on	the	spellcasting	options	and	will	be	most	effective	at	casting	these	spells.	That	means	considering:	Bard	Paladin	Sorcerer	Warlock	Tieflings	have	a	decent	bit	of	resilience	too	with	their	fire
resistance	making	them	a	good	option	for	charisma	based	martials	which	is	especially	the	case	for	paladins	but	also	college	of	swords	and	Valor	bards	as	well	as	hexblade	warlocks.	Youll	want	to	pick	a	subrace	to	lean	into	your	class	strengths.	A	Zariel	or	Levistus	Tiefling	works	well	for	a	Paladin.	Dispater	and	Glasya	work	nicely	for	a	bard	while
warlocks	and	sorcerers	more	depend	on	the	kinds	of	spells	you	want,	though	a	dexterity	or	constitution	boost	is	something	worth	considering	over	an	intelligence	increase.	A	special	mention	should	be	made	for	rogues	who	can	work	well	with	a	high	charisma.	Alternatively,	a	feral	Tiefling	variant	with	its	dexterity	and	intelligence	bonuses	are	ideal.
Bloodline	of	Glasya	or	Dispater	are	your	best	options	for	spells.	Alternatively,	a	winged	variant	works	well	too	for	those	hard	to	reach	places	and	keeping	yourself	safe.	On	that	note,	a	winged	variant	is	great	for	backline	Spellcasters	like	sorcerers	and	warlocks	too.	None	of	the	class	options	are	too	bad	for	a	Tiefling,	but	with	so	much	innate
spellcasting,	barbarians	tend	to	fare	worst	as	they	cant	cast	spells	and	rage.	Zariel	is	probably	your	best	options	here	for	the	strength	boost,	but	youll	rarely	get	chance	to	cast	your	smites.	You	could	also	consider	out	of	combat	spells,	in	which	case,	a	Glasya	Tiefling	is	a	good	option	and	a	dexterity	boost	is	pretty	good.	Monks,	clerics	and	druids	also
gain	less	from	Tieflings.	Bloodline	of	Fierna	may	be	your	best	bet	for	that	wisdom	increase.	Glasya	is	a	good	option	though	for	a	stealth	based	monk,	though	+2	in	charisma	is	a	lot	to	waste	on	an	unessential	ability	score	for	a	monk.	About	Tieflings	Tieflings	appear	mostly	like	Humans	but	have	some	very	prominent	features	that	give	away	their
bloodline.	They	often	have	a	pair	of	horns	on	their	head,	thick,	long	tails	of	about	4-5ft,	canine	teeth	and	eyes	of	a	solid	colour	with	no	visible	pupils.	While	their	skin	colour	can	adopt	the	usual	range	of	Human	colours,	it	can	also	be	tinted	red	or	purple.	Tiefling	hair	is	usually	black,	brown,	dark	red,	blue	or	purple.	As	much	as	they	may	try	to	avoid	it,
Tieflings	are	influenced	by	their	infernal	heritage.	Thats	not	to	say	that	all	Tieflings	are	evil,	they	are	as	capable	of	being	good	as	any	other	race,	but	they	tend	to	have	a	sharp	and	witty	tongue	on	them	and	derive	attributes	from	the	Archdevil	their	bloodline	is	associated	with	(read	on	for	more	details	about	the	different	bloodlines).	The	main
challenge	for	Tieflings	is	how	theyre	perceived	by	the	world.	People	are	generally	distrustful	towards	them	for	their	fiendish	ancestory.	This	behaviour	typically	leads	Tieflings	towards	the	fringes	of	society,	often	leaving	them	in	poverty	in	the	Human	cities	they	typically	live	in.	Such	a	lifestyle	often	pushes	Tieflings	into	a	life	of	crime	creating	a	harsh,
self-fulfilling	prophecy	that	can	be	difficult	to	escape.	Some	Tieflings	live	outside	of	the	cities	in	other	communities	with	Tieflings	or	other	races	that	are	not	often	accepted	in	wider	society.	These	Tieflings	are	generally	treated	much	better	than	their	city-dwelling	peers.	How	to	roleplay	as	a	Tiefling	While	fiendish	blood	does	not	make	you	evil,	it
certainly	will	have	an	influence	on	who	you	are.	Whether	it	genetically	influences	your	personality	or	the	reaction	of	others	affects	your	worldview	(or	both),	theres	no	getting	away	from	your	heritage.	You	can	use	the	following	ideas	when	roleplaying	a	Tiefling:	Fiendish	cunning	Devils	are	innately	cunning	and	while	they	tend	to	use	that	cunning	to
snare	mortal	souls,	Tieflings	can	use	that	cunning	in	many	other	ways,	whether	they	be	nefarious	or	more	benevolent.	Bad	reputation	Tieflings	have	a	bad	reputation.	General	society	doesnt	trust	them,	expecting	them	to	be	as	devious	as	their	devilish	parents.	Chances	are,	this	has	affected	you.	Maybe	its	been	hard	to	make	trusted	friendships,	maybe
you	hide	your	true	identity	to	avoid	judgement	or	perhaps	youve	simply	become	cynical.	A	way	with	words	Most	Tieflings	have	silver-tongues,	capable	of	convincing	even	the	biggest	sceptic.	Be	convincing,	persuasive	and	use	your	words	to	get	into	and	out	of	all	kinds	of	sticky	situations.	Other	playable	race	guides	

Tiefling	warlock	ability	scores.	Tiefling	bard	ability	scores.	Tiefling	ability	modifiers.	What	classes	can	tieflings	be.	Can	tieflings	be	good.	Tiefling	ability	score	increase.	Best	tiefling	ability	scores.	Tiefling	ability.
Tiefling	paladin	ability	scores.	Tiefling	sorcerer	ability	scores.	Dnd	tiefling	ability	scores.	Tiefling	druid	ability	scores.	Do	tieflings	have	tiefling	parents.	What	class	should	a	tiefling	be.	Tiefling	rogue	ability

scores.


