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CHARACTER NAME

_+2  Dexterity
_+2 _ Constitution
Intelligence
_+2  Wisdom

+5  Charisma

Advantage on CON to
maintain Concentration.

L SAVING THROWS )’

N\
Strength \

O +2

O _*0_ Animal Handling wis
® +3 Arcana INT

O -1 Athletics STR
® _+5  Deception CHA
O _+1  History INT

® _+2  Insight wis

® +5 Intimidation CHA
O _*1  Investigation INT
O +0 Medicine wis

O _+1  Nature INT

QO _+0  Perception WIS
O _+3  Performance CHA
QO _#3  Persuasion CHA
® _+3  Religion INT

QO _*2_ Sleight of Hand DEX
QO _+2  Stealth DEX

QO _+0_ Survival wis
o__
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L SKILLS ),

N
Acrobatics DEX \
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Warlock 2
CLASS & LEVEL PLAYER NAME
Human Acolyte (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 13 1 7 _—
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
2d8 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘
=== ARMOR ===
g Light Armor
PROFICIENCY BONUS === WEAPONS ===
Simple Weapons
=== TOQOLS ===
Calligrapher's Supplies
ABILITY SAVE DC |
— r— === LANGUAGES ===
Common, Elvish, Halfling
/ N\
30 ft. (Walking) === ACTIONS ===
Attack, Magic, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Utilize,
\§ SPEED ) Opportunity attack
) PROFICIENCIES & TRAINING
/ N\
Spell attack bonus: +5 Special:

Spell sace DC: 13

Spell slots available: 2[__][_]

Cantrips (at will):

Chill Touch, Eldritch Blast, Message, Mind Sliver,
Thaumaturgy, Toll the Dead

Ivl 1 Spell (uses spell slot, 1/spell)
Arms of Hadar, Hellish Rebuke, Hex,

Reaction when taking damage from creature within 60
ft of you: Cast Hellish Rebuke (uses spell slot)

Reaction when being hit: cast Shield (see below)
Cast Bane 1/Ir without using a spell slot [__]

Cast Shield 1/LR without using a spell slot [__]
Magical Cunning * PHB-2024 154 1/LR [ ]

Once per Long Rest, you can perform an esoteric rite

for 1 minute, regaining up to 1 expended Pact Magic
spell slot.

SENSES

'WEAPON ATTACKS & CANTRIPS

\ ACTIONS
4 N

10 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing  5ft, thrown 20/60
12 DASSIVE INSIGHT Dagger +4 1d4+2 Piercing 5ft, thrown 20/60

Mind Sliver INT 13 1d6 psychic 60 ft, - 1d4 next save
11 PASSIVEINVESTIGATION Chill Touch +5 1d10 Necrotic  Touch, can't regain hp*

Eldritch Blast +5 1d10+3 Force 120 ft, V/S, push back 10 ft.

Toll the Dead WIS13 1d8 necrotic* 60 ft, if missing hp 1d12 necrotic

.
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CLASS & LEVEL PLAYER NAME
warlock
Human Acolyte (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== CANTRIPS === === Level 1 SPELLS === Shield
1 reaction, self, v/s, 1 round
Message Arms of Hadar Until the start of your next turn, you have a +5 bonus to

1 action, 120 ft, s/m, 1 round

You point toward a creature within range and whisper
a message. The target (and only the target) hears the
message and can reply in a whisper that only you can
hear.

Thaumaturgy

1 action, 30 ft, v, 1 minute

choose effect: Altered eyes, booming voice, fire play,
invisible hand, phantom sound, tremors.

Chill Touch

1 action, Touch, v/s, instant, +5 to hit

Make a melee spell attack against a target On a hit,
the target takes 1d10 Necrotic damage, and it can’t
regain Hit Points until the end of your next turn.

Eldritch Blast

1 action, 120 ft, v/s, instant, +5 to hit

Make a ranged spell attack against one creature or
object in range. On a hit, the target takes 1d10 Force
damage.

Mind Sliver

1 action, 60 ft, v, 1 round, INT 13

he target must succeed on an Intelligence saving
throw or take 1d6 Psychic damage and subtract 1d4
from the next save before the end of your next turn.

Toll the Dead

1 action, 60 ft, v/s, instant, WIS 13

The target must succeed on a Wisdom saving throw or
take 1d8 Necrotic damage. If the target is missing any
of its Hit Points, it instead takes 1d12 Necrotic
damage.

1 action, slef 10 ft orb, v/s, instant, STR 13

Each creature in a 10-foot Emanation originating from
you makes a Strength saving throw. On a failed save,
a target takes 2d6 Necrotic damage and can't take
Reactions until the start of its next turn. On a
successful save, a target takes half as much damage
only.

Bane

1 action, 30 ft, v/s/m, con upto 1 min, CHA 13

Up to three creatures of your choice that you can see
within range must each make a Charisma saving
throw. Whenever a target that fails this save makes an
attack roll or a saving throw before the spell ends, the
target must subtract 1d4 from the attack roll or save.

Hellish Rebuke

1 reaction, 60 ft, v/s, instant, DEX 13

The creature that damaged you is momentarily
surrounded by green flames. It makes a Dexterity
saving throw, taking 2d10 Fire damage on a failed
save or half as much damage on a successful one.

Hex

1 Bonus action, v/s/m, con upto 1 hour

Until the spell ends, you deal an extra 1d6 Necrotic
damage to the target whenever you hit it with an attack
roll. Also, choose one ability when you cast the spell.
The target has Disadvantage on ability checks made
with the chosen ability.

If the target drops to 0 Hit Points before this spell ends,
you can take a Bonus Action on a later turn to curse a
new creature.

AC, including against the triggering attack, and you
take no damage from Magic Missile.

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Dagger 1 11b.
Sickle 1 21b.
Backpack 1 5 Ib.
Book 1 51b.
Orb 1 31b.
oil 10 10 Ib.
Parchment 10 -
WEIGHT CARRIED Tinderbox 1 11lb.
44 |b. Book 1 5 Ib.
ENCUMBERED Lamp 1 1lb.
120 Ib. Ink Pen 1 -
Ink 1 -

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT






