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H uman Artlsa n +1 ACROBATICS: I’'m good at tumbling, flipping, and rolling.
RACE AGE BACKGROUND XP ANIMAL HANDLING: Animals really like me

ARCANA: | know about magic, spells, and weird things

CHARACTER NAME
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DECEPTION: I'm good at lying and playing tricks on people

HISTORY: | know about things that happened a long time ago
INSIGHT: | know how people feel and can tell when they’re lying
INTIMIDATION: I’'m good at scaring people!

INVESTIGATION: | can find clues and secrets

MEDICINE: | can help people when they’re sick

—

NATURE: | know all about plants and animals
PERCEPTION: I’'m good at finding and spotting things

+3 PERFORMANCE: I’'m good at putting on a show!

1 + 3 + 5 ® 15 PERSUASION: I can get people to do what | want to do
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& & & O +2 RELIGION: | know about the gods and prayers
WHAT T LOOK LIKE | . BONUS SAVE J . BONUS SAVE J . BONUS SAVE © +3 SLEIGHT OF HAND: I'm good at hiding things and taking things
WA R LO C K N N 2 SASSIVE QO +1 STEALTH: I'm good at hiding and staying quiet
PROFICIENCD INSPIRATION j < 12 ‘) PERCEPTION O #0 SURVIVAL: | can follow footprints and track animals
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ARMOUR INITIATIVE SPEED
. PACT MAGIC | MAGICAL CUNNING | (Once per Long
14 + 1 3 Oft Eld r|tCh B|aSt 1d20 + 5 1d10 Force Through occult ceremony, you have formed a Rest)
() . o s i s et o 60 ]| Yo conperfor an st e or
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P — SICkIe 3 & its identity unclear—but its boon to you is minute. At the end of '_t' you regain
o N l Teparm concrete: the ability to cast spells. expended 1 Pact Magic spell slots
17 Dagger (20/60ft) 1d20 + 3 1d4 +1 Slashing
s ARMOUR OF SHADOWS | FAST CRAFTING | (Once per Long Rest)
x 2 Daggers 8 8 8 8 8 8 8 8 8 8 7 You can cast 'MAGE ARMOUR' on yourselfat | At the end of a Long Rest, you can craft
A\ AMMUNITION / will, without expending a spell slot. (This is a basket, rope, net, or tent. This item
N 7 already calculated under your "Armour") .
y \ lasts until the end of your next Long Rest
7 OTHER COMBAT STUFF N
REPELLING BLAST |
INVENTORY: Arcane orb, book of occult lore, When you hit a creature with 'ELDRITCH RESOURCEFUL | (Once per Long Rest)
backpack, book, ink, ink pen, lamp, flask of oil, 10 BLAST', you can push the creature up to 10 ft. At the end of each Long Rest, you gain
PN N ) PN sheets of parchment, tinderbox, weaver's tools away from you in a stright line. Heroic Inspiration. You can expend this
HIT DICE DEATH SAVES DEVIL'S SIGHT | to reroll one dice of your choice, but you
/ s .
Ysed foral successes O=O=0 LANGUAGES: Common, Infernal You can see normally in Dim Light and must accept the second roll.
OO0 Darkness—both magical and nonmagical—
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SPELLS | KNOW

Eldritch Blast

Mage Hand

LEVEL

4 Eldritch Blast C
120 ft 1 Action -
Instantaneous V,S
(OPREPARED)

You hurl a beam of crackling energy. Make a
ranged spell attack against one creature or
object in range. On a hit, the target takes 1d10
Force damage.

Hex

Hellish Rebuke

Tasha's Hideous Laughter

A\
,
4 Hex
90 ft 1 Bonus Action -
CONC | 1 Hour V,S, M
(OPREPARED)

You place a curse on a creature that you can see
within range. 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.
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Mage Hand
30 ft 1 Action -
1 Minute V,S
(OPREPARED)

A spectral, floating hand appears at a point you choose within
range. The hand lasts for the duration. The hand vanishes if it is
ever more than 30 feet away from you or if you cast this spell again.

When you cast the spell, you can use the hand to manipulate an
object, open an unlocked door or container, stow or retrieve an
item from an open container, or pour the contents out of a vial.

As a Magic action on your later turns, you can control the hand thus
again. As part of that action, you can move the hand up to 30 feet.

The hand can’t attack, activate magic items, or carry more than 10
pounds.

A
LEVEL
4 Hellish Rebuke 1
60 ft 1 Reaction™ DEX DC13
Instantaneous V,S
(OPREPARED)

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.

* Reaction = Being damaged by a creature
within 60ft. of you that you can see.

N




4 Tasha's Hideous Laughter
30 ft 1 Action WIS DC12
CONC | 1 Minute V,5,M
(OPREPARED) ’

One creature of your choice that you can see within
range makes a Wisdom saving throw. On a failed save, it
has the Prone and Incapacitated conditions for the
duration. During that time, it laughs uncontrollably if it’'s
capable of laughter, and it can’t end the Prone condition
on itself.

At the end of each of its turns and each time it takes

damage, it makes another Wisdom saving throw. The
target has Advantage on the save if the save is triggered
by damage. On a successful save, the spell ends.
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	Character Name: 
	Class: WARLOCK
	Race: Human
	Age: 
	Background: Artisan
	XP: 
	Hair: 
	Height: 
	Weight: 
	Eyes: 
	Str Bonus: -1
	Str Save: -1
	Dex Bonus: +1
	Dex Save: +1
	Con Bonus: +2
	Int Save: +2
	Wis Bonus: +0
	Wis Save: +2
	Cha Bonus: +3
	Cha Save: +5
	Int Bonus: +2
	Inspiration: 
	Passive Perception: 12
	Proficiency Bonus: +2
	Level: 2
	Portrait: 
	Con Save: +2
	Acrobatics Tick: Off
	Acrobatics Score: +1
	Animal Handling Tick: Off
	Animal Handling Score: +0
	Arcana Tick: Yes
	Arcana Score: +4
	Athletics Tick: Off
	Athletics Score: -1
	Deception Tick: Yes
	Deception Score: +5
	History Tick: Off
	History Score: +2
	Insight Tick: Off
	Insight Score: +0
	Intimidation Tick: Yes
	Intimidation Score: +5
	Investigation Tick: Yes
	Investigation Score: +4
	Medicine Tick: Off
	Medicine Score: +0
	Nature Tick: Yes
	Nature Score: +4
	Religion Tick: Off
	Religion Score: +3
	Performance Tick: Yes
	Performance Score: +5
	Sleight of Hand Tick: Off
	Sleight of Hand Score: +2
	Persuasion Tick: Yes
	Persuasion Score: +3
	Stealth Tick: Off
	Stealth Score: +1
	Survival Tick: Off
	Survival Score: +0
	Perception Tick: Yes
	Perception Score: +2
	Front_AC: 14
	Front_Shield Bonus: 
	Front_Initiative: +1
	Front_Speed: 30ft
	Front_Max HP: 17
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: Eldritch Blast
	Front_Weapon Atk Bonus 1: 5
	Front_Weapon Damage 1: 1d10 Force
	Front_Weapon Name 2: Sickle
	Front_Weapon Atk Bonus 2: 3
	Front_Weapon Damage 2: 1d4 + 1 Slashing
	Front_Weapon Atk Bonus 3: 3
	Front_Weapon Damage 3: 1d4 +1 Slashing
	Front_Weapon Name 3: Dagger (20/60ft)
	Ammunition: x 2 Daggers
	Other Combat Stuff: INVENTORY: Arcane orb, book of occult lore, backpack, book, ink, ink pen, lamp, flask of oil, 10 sheets of parchment, tinderbox, weaver's tools

LANGUAGES: Common, Infernal

GP:         SP:         CP:         
	Stuff I Can Do 01: PACT MAGIC | 
Through occult ceremony, you have formed a pact with a mysterious entity to gain magical powers. The entity is a voice in the shadows—its identity unclear—but its boon to you is concrete: the ability to cast spells.

ARMOUR OF SHADOWS |
You can cast 'MAGE ARMOUR' on yourself at will, without expending a spell slot. (This is already calculated under your "Armour")

REPELLING BLAST | 
When you hit a creature with 'ELDRITCH BLAST', you can push the creature up to 10 ft. away from you in a stright line. 

DEVIL'S SIGHT | 
You can see normally in Dim Light and Darkness—both magical and nonmagical—within 120 feet of yourself.
	Stuff I Can Do 02: MAGICAL CUNNING | (Once per Long Rest)
You can perform an esoteric rite for 1 minute. At the end of it, you regain expended  1 Pact Magic spell slots

FAST CRAFTING | (Once per Long Rest)
At the end of a Long Rest, you can craft a basket, rope, net, or tent. This item lasts until the end of your next Long Rest

RESOURCEFUL | (Once per Long Rest)
At the end of each Long Rest, you gain Heroic Inspiration. You can expend this to reroll one dice of your choice, but you must accept the second roll.


	Front_Total Hit Dice: 
	Front_Hit Die: 2d8


