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=== ARMOR ===
Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Disguise Kit, Navigator's Tools, Poisoner's
Kit, Thieves' Tools, Vehicles (Water)

=== LANGUAGES ===
Common, Elvish, Goblin, Thieves’ Cant

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Crossbow Expert Attack

When you use the Attack action and attack with a
one-handed weapon, you can use a bonus action to
attack with a hand crossbow you are holding.

Cunning Action
You can take a bonus action on each of your turns
to take the Dash, Disenaaae, or Hide action.

Hexblade’s Curse ¢ 1/ Short Rest

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+6 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 17 HP if it dies.

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.

=== REACTIONS ===
Armor of Hexes
If the taraet cursed bv vour Hexblade’s Curse hits

ACTIONS
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15 PASSIVE WISDOM (PERCEPTION) Crosshow, light +11 1d8+3 Piercing  simple. Ammuniton, Loading, Range, Two-Handed, Range (80/320)
Dagger +9 1d4+3 P|erc|ng Simple, Finesse, Light, Thrown, Range (20/60), Booming Blade: 3d8 Thunder, 4d8 Thunder
9 PASSIVE WISDOM (INSIGHT)
Dagger +9 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60), Booming Blade: 3d8 Thunder, 4d8 Thunder
+ 1d6-1 Bludgeonin Simple, Versatile, Booming Blade: 3d8 Thunder, 4d8 Thunder
9 PASSIVE INTELLIGENCE (INVESTIGATION) Quarterstaf'f 5 g g
Darkvision 120 ft. Eldritch Blast +11 1d10 Force Count: 4, VIS
< Unarmed Strike +5 0 Bludgeoning
SENSES L WEAPON ATTACKS & CANTRIPS y




=== WARLOCK FEATURES ===
* Hit Points « PHB 106
* Proficiencies * PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Hexblade

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 19, Spell Attack +11).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 55
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse « XGtE 55

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+6 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 17 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE 55

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special

* Eldritch Invocations « PHB 107
You learn fragments of forbidden knowledge that
imbue you with an abiding magical ability.

| Devil's Sight « PHB 110
You can see normally in darkness, both magical and
nonmagical, to a distance of 120 ft.

| Eldritch Smite « XGtE 56
Once per turn when you hit a creature with your pact
weapon, you can expend a warlock spell slot to deal
an extra 1d8 force damage to the target, plus another
1d8 per level of the spell slot, and you can knock the
target prone if it is Huge or smaller.

| Special

| Improved Pact Weapon ¢ XGtE 57
Your pact weapon can be your spellcasting focus,
gains a +1 bonus to its attack and damage rolls
(unless it already has a magic bonus), and can be a
shortbow, longbow, light crossbow, or heavy
crossbow.

| Lifedrinker « PHB 111
When you hit a creature with your pact weapon, the
creature takes +5 extra necrotic damage.

| Repelling Blast « PHB
When you hit a creature with eldritch blast, you can
push the creature up to 10 feet away from you in a
straight line.

| Thirsting Blade « PHB 111
You can attack with your pact weapon twice whenever
you take the Attack action on your turn.

* Pact Boon « PHB 107
Your otherworldly patron bestows a gift upon you for

your loyal service.

| Pact of the Blade « PHB
As an action, you can create a pact weapon in your
hand (you choose the form, you're proficient with it,
and it counts as magical). You can also transform a
magic weapon into your pact weapon by performing a
special ritual.

| Create Pact Weapon: 1 Action
* Ability Score Improvement « PHB 108

* Accursed Specter « XGtE 56

When you slay a humanoid, you can cause its spirit to
rise as a specter that gains +6 temp HP. Roll initiative
for the specter, which has its own turns. It obeys your
verbal commands, gains a +5 bonus to its attack rolls,
and remains until the end of your next long rest.

| 1/ Long Rest « Special
* Armor of Hexes * XGtE 56
If the target cursed by your Hexblade’s Curse hits you
with an attack roll, you can use your reaction to roll a
d6. On a 4 or higher, the attack instead misses you,
regardless of its roll.

| 1 Reaction
* Mystic Arcanum (6th level) « PHB 108
Your patron bestows upon you one 6th-level warlock
spell that you can cast without expending a spell slot
once per long rest.
=== FIGHTER FEATURES ===
* Hit Points « PHB 71

* Proficiencies « PHB 71
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EQUIPMENT

FEATURES & TRAITS
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Dagger 1 1lb. Tinderbox 1 1lb.
Quarterstaff 1 4 1b. Torch 10 10 Ib.
Crossbow, light 1 5 lb. Waterskin 1 51b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Clothes, Fine 1 6 Ib.
Pouch 1 11b.
WEIGHT CARRIED Disguise Kit 1 31b.
95 Ib. Staff 1 41b.
ENCUMBERED Crowbar 1 51b.
120 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Piton 10 2.51b.
240 Ib. Rations (1 day) 10 20 Ib.




* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.
* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.
| 1/ Short Rest 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.
| 1/ Short Rest « Special
* Martial Archetype ¢« PHB 72
| Champion
* Improved Critical « PHB
Your weapon attacks score a critical hit on a roll of 19
or 20.
* Ability Score Improvement « PHB 72
=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95
* Expertise « PHB 96
Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose

two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 2d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don't have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.

| 1 Bonus Action
* Roguish Archetype « PHB 96

| Assassin
* Bonus Proficiencies « PHB 97
You gain proficiency with the disguise kit and the
poisoner’s kit.
* Assassinate * PHB 97
You have advantage on attack rolls against any
creature that hasn’t taken a turn in the combat yet, and
any hit you score against a creature that is surprised is
a critical hit.

* Ability Score Improvement « PHB 96

=== HALF-ELF RACIAL TRAITS ===

ADDITIONAL FEATURES & TRAITS

* Ability Score Increase * BR 39

* Darkvision * BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

* Languages ¢ BR 39

=== FEATS ===

* Sharpshooter « PHB 170

Attacking at long range doesn't impose disadvantage
on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

* Crossbow Expert « PHB 165

You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and
attack with a one-handed weapon, you can use a
bonus action to attack with a hand crossbow you are
holding.

| Crossbow Expert Attack: 1 Bonus Action
* Elven Accuracy * XGtE 74

Increase your DEX, INT, WIS, or CHA score by 1.
Whenever you have advantage on an attack roll using
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one of those madifiers, you can reroll one of the dice
once.

* Inspiring Leader « PHB 167

You can spend 10 minutes inspiring your companions.
Choose up to 6 allies (including yourself) that can see
or hear and can understand you within 30 ft. Each
creature gains 25 temp HP once per short rest.

| 10 Minutes

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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Male 34 Medium 39 75
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Green Brown Red
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
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=== Allies === /My friends know they can rely on me, no matter what. | N\
enjoy sailing into new ports and making new friends over
a flagon of ale.
=== Organizations ===
PERSONALITY TRAITS
L~ .
[ ~"1
Respect. The thing that keeps a ship
together is mutual respect between
captain and crew. (Good)
IDEALS
L~ —~
[ ~"1
I'm loyal to my captain first,
everything else second.
BONDS
L~ —~
[N "]
Once | start drinking, it's hard
for me to stop.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ \
Your father was the famous Action Sparda Senior,
a brilliant yet down to earth Atrtificer known for his
talents. He went on to marry a Sorcerous whom
gave birth to you.
Unfortunately, despite your bloodline, you have
not reached your parents level of success.
CHARACTER BACKSTORY ADDITIONAL NOTES




Warlock

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== CANTRIPS === (At Will)
O Mind Sliver Warlock INT19 1A 60 ft. \% Instantaneous  TCoE 108 V
O Minor lllusion Warlock -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
Q Eldritch Blast Warlock +11 1A 120 ft. V,S Instantaneous  PHB 237 Count: 4, VIS
O Booming Blade Warlock +11 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
=== 1st LEVEL ===
O Hex<C> Warlock - 1BA 90 ft. V,S,M  cConcentration, upto 1hour - PHB 251 D: 1h, VISIM
O Shield Warlock - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Hellish Rebuke Warlock DEX19 1R 60 ft. V.S Instantaneous  PHB 250  V/S
===2nd LEVEL ===
O Darkness <C> Warlock -- 1A 60 ft./15 ft. Sphere  V,M Concenuation, po 10minues - PHB 230 D: 10m, 15 ft. Sphere, VIM
O Misty Step Warlock -- 1BA  Self \Y Instantaneous  PHB 260
=== 3rd LEVEL ===
O Spirit Shroud <C> Warlock -- 1BA  Self V.S Concentration, up o 1 minute - TCOE 108 D: 1m, V/S
O Summon Shadowspawn <C> Warlock - 1A 90 ft. V,S,M  concentration, upto 1hour - TCOE 113 D: 1h, VISIM
O Thunder Step Warlock CON19 1A 90 ft. \% Instantaneous ~ XGtE 168 V
O Vampiric Touch <C> Warlock +11 1A Self V,S Concenuation po 1mine - PHB 285 D: 1m, V/S
=== 4th LEVEL ===
O Phantasmal Killer <C> Warlock WIS 19 1A 120 ft. V,S Concenuation pto 1minte - PHB 265 D: 1m, V/S
=== 5th LEVEL === 3 Pact OO0
O Cone of Cold Warlock CON 19 1A Self/60 ft. Cone V,S,M Instantaneous PHB 224 60 ft. Cone, V/IS/M
=== 6th LEVEL ===
O Mass Suggestion Mystic Arcanum (6th level) WIS19 1A 60 ft. V.M 24 hours PHB 258 1/LR, Ext. D: (See Description)*, D: 24h, V/IM
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