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_+2  Strength
_+2  Dexterity
_+5_ Constitution
-1 Intelligence
_+0 Wisdom

+3  Charisma

Advantage on CON saving throws that
you make to maintain Concentration.
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+2  Acrobatics DEX
+3
-1 Arcana INT

-1 Athletics STR

+6_ Deception CHA

-1 History INT

+0  Insight wis

+6  Intimidation CHA

-1 Investigation INT

+0  Medicine WIS

-1 Nature INT

+3  Perception WIS

Performance CHA

3
+6  Persuasion CHA

-1 Religion INT

+2  Sleight of Hand DEX
+2_ Stealth DEX

+0  Survival wis

Animal Handling wis
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30 ft. (Walking)

Q SPEED J

Heavy Armor, Light Armor, Medium Armor,
Shields
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Fighter 1 / Warlock 6 Actionsparda
CLASS & LEVEL PLAYER NAME
Verdan Merchant 23,000
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=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Navigator's Tools

=== LANGUAGES ===
Common, Common Sign Language, Goblin

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Healing Light: Expend Healing « 7 / Long Rest

You can heal yourself or one creature you can see
within 60 ft. by expending dice from the pool. You can
expend up to 3 at once. You restore HP equal to the
dice expended. You regain all expended dice when
you finish a Long Rest.

Pact of the Blade: Bond

You can create a bond with a magic weapon you
touch. You can’t bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Your bond with the weapons ends if you use this
feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the
bond ends.

Pact of the Blade: Conjure
As a Bonus Action, you can conjure a pact weapon
in your hand.

74

SENSES

SKILLS ACTIONS
4 N
13 PASSIVE PERCEPTION Rapier +5 1d8+4 Piercing Martial, Finesse, Vex
10 DASSIVE INSIGHT Eldritch Blast +6 1d10+3 Force  Count: 2, VIS
Unarmed Strike +2 0 Bludgeoning
9 PASSIVE INVESTIGATION

WEAPON ATTACKS & CANTRIPS y
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=== WARLOCK FEATURES ===

* Core Warlock Traits « PHB-2024 153

* Eldritch Invocations « PHB-2024 153

You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a
prerequisite, you must meet it to learn that invocation.

| Agonizing Blast (Eldritch Blast) « br-2024
You can add your Cha. modifier bonus to the damage
rolls of Eldritch Blast.

| Devil's Sight « br-2024
You can see normally in Dim Light and
Darkness—both magical and nonmagical—within 120
ft. of yourself.

| Eldritch Smite « br-2024
Once per turn when you hit a creature with your pact
weapon, you can expend a Pact Magic spell slot to
deal an extra 4d8 Force damage to the target, and you
can give it the Prone condition if it's Huge or smaller.

| 1 Action

| Pact of the Blade « br-2024
As a Bonus Action, you can conjure a pact weapon in
your hand, or create a bond with a magic weapon you
touch. You can’t bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Whenever you attack with the bonded weapon, you
can use your Cha. instead of Str. or Dex.; and you can
cause it to deal Necrotic, Psychic, or Radiant damage
or its normal damage type.

Your bond with the weapons ends if you use this

feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the bond
ends.

| Pact of the Blade: Conjure: 1 Bonus Action
| Pact of the Blade: Bond: 1 Bonus Action

| Thirsting Blade ¢ br-2024
You gain the Extra Attack feature for your pact weapon
only and can attack twice with the weapon instead of
once when you take the Attack action.

* Pact Magic » PHB-2024 153

* Magical Cunning * PHB-2024 154

Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 1 expended Pact Magic
spell slots.

| 1/Long Rest « 1 Minute
* Warlock Subclass « PHB-2024 154
| Celestial Patron

* Celestial Spells « PHB-2024 160

When you reach a Warlock level specified in the
Celestial Spells table, you thereafter always have the
listed spells prepared.

* Healing Light « PHB-2024 160
You gain the ability to channel celestial energy to heal
wounds and have a pool of 7d6 to fuel this healing.

As a Bonus Action, you can heal yourself or one
creature you can see within 60 ft. by expending dice
from the pool. You can expend up to 3 at once. You
restore HP equal to the dice expended. You regain all
expended dice when you finish a Long Rest.

| Healing Light: Expend Healing: 7 / Long Rest « 1
Bonus Action

* Ability Score Improvement « PHB-2024 155

* Radiant Soul « PHB-2024 160

You have Resistance to Radiant damage. Once per
turn, when a spell you cast deals Radiant or Fire
damage, you can add +3 to that spell's damage
against one of the spell’s targets.

=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91
* Fighting Style « PHB-2024 91
You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.
* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.
You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/ Long Rest « 1 Bonus Action

* Weapon Mastery » PHB-2024 91

=== VERDAN SPECIES TRAITS ===

* Size « Al 74

At 1st level, you are a Small creature. When you reach
5th level, you become a Medium creature.

* Black Blood Healing « Al 74

N

EQUIPMENT

FEATURES & TRAITS

Scale Mail 1 45 Ib. Waterskin 1 51b.

Shield 1 6 Ib. Oil 1 1lb.

Rapier 1 21b. Rope 1 51b.

Backpack 1 51b. Blanket 1 31b.

Pouch 1 11b. Navigator's Tools 1 2 |b.

Pouch 1 11lb. Flask 1 1lb.
Pouch 1 11b.
Pouch 1 11b.
Traveler's Clothes 1 4 1b.
WEIGHT CARRIED Pole L 71b.

120 Ib. Rations 9 18 Ib.

ENCUMBERED Block and Tackle 1 51b.
120 Ib. Ball Bearings 1,000 21b.
PUSH/DRAG/LIFT Grappling Hook 1 4 1b.
240 |b. Tinderbox 1 1lb.




Copy of Flame Weaver

CHARACTER NAME

e — —
Fighter 1 / Warlock 6 Actionsparda
CLASS & LEVEL PLAYER NAME
Verdan Merchant 23,000
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//
When you roll a 1 or 2 on any Hit Die you spend at the
end of a short rest, you can reroll the die and must use
the new roll.

* Limited Telepathy « Al 74

You can telepathically communicate simple
ideas/concepts with any creature within 30 feet of you,
as long as it understands at least one language.

* Persuasive * Al 74
You have proficiency in the Persuasion skill.

* Telepathic Insight « Al 74
You have advantage on all Wisdom and Charisma
saving throws.

* Languages ¢ Al 74
You speak, read, and write Common, Goblin, and one
additional language of your choice:

=== FEATS ===

* Dueling « PHB-2024 209

While holding a Melee weapon in one hand and no
other weapons, you gain a +2 bonus to damage rolls
with that weapon.

* War Caster « PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell
must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction
* Weapon Mastery « PHB-2024 91
* Lucky » PHB-2024 201
Luck Points. You have 3 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.
Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.
Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 3/ Long Rest * Special

* Merchant Ability Score Improvements « PHB-2024
182

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Male 31 Medium 311" 113
GENDER AGE HEIGHT WEIGHT
Neutral Good The Celestials Green Brown Red
ALIGNMENT FAITH EYES HAIR
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Living up to my legacy will be
difficult. I'm used to the very best
in life.
PERSONALITY TRAITS
L~ 1
[ "]
Material wealth is an illusion.
Wisdom is real.
IDEALS
L~ 1
[ "]
My parents were kind. | want to
make them proud.
BONDS
L~ 1
[N "]
My best days are behind me.
Ahead lies only toil.
\ FLAWS /
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N 7
) { {
/ \
Your father was a brilliant yet down to earth
Artificer known for his talents. He went on to marry
a famous Sorcerous whom gave birth to you.
Unfortunately, despite your bloodline, you have
not reached your parent’s level of success.
Those born from chaos like you are often assigned
to a monastery to purify themselves from their
ancestors’ corruption.€Youwere told it was a path
to salvation.€
It wasn't.
After years of “penance” with no blessing of
redemption from the celestials, your prayers were
finally answered in secret by... something else...
You had become a Warlock!
The angel Yami took pity on you and saved your
soul.€€Fronthence, you discovered a new church
of the angel Lydia where to your surprise you were
accepted... welcomed even, despite your past!€
It was there that Roberto the Brown led you to
your handler Taeore and had you train under Anon
in the holy arts and beyond!
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS ===
Mage Hand

Minor lllusion
Eldritch Blast

Light

T U OO0O0

Sacred Flame

=== 1st LEVEL ===
Armor of Agathys
Hex

Hellish Rebuke

Cure Wounds

T U O 0O

Guiding Bolt

===2nd LEVEL ===
Suggestion
Darkness

Aid

T U OO

Lesser Restoration

=== 3rd LEVEL ===
Fly

Hypnotic Pattern
Daylight

T U OO

Revivify

(At Will)
Warlock
Warlock
Warlock
Celestial Spells (Always Prepared)

Celestial Spells (Always Prepared)

Warlock
Warlock
Warlock
Celestial Spells (Always Prepared)

Celestial Spells (Always Prepared)

Warlock
Warlock
Celestial Spells (Always Prepared)

Celestial Spells (Always Prepared)

2 Pact 0O

Warlock

Warlock

Celestial Spells (Always Prepared)

Celestial Spells (Always Prepared)

+6

DEX 14

1A
1A
1A
1A
1A

1BA
1BA
1R
1A
1A

1A
1A
1A
1BA

1A
1A
1A
1A

30 ft.

30 ft./5 ft. Cube
120 ft.

Touch

60 ft.

Self
90 ft.
60 ft.
Touch

120 ft.

30 ft.
60 ft./15 ft. Sphere
30 ft.

Touch

Touch
120 ft./30 ft. Cube
60 ft./60 ft. Sphere

Touch

SPELLS

V.S
SM
V.S
WA
V.S

V,S,\M
V,S,\M
V.S
V.S
V.S

V.M
V.M
V,S,M
V.S

V,S,\M
SM
V.S
V,S,\M

1 minute

1 minute
Instantaneous
1 hour

Instantaneous

1 hour

Concentration, up to 1 hour
Instantaneous
Instantaneous

1 round

Concentration, up to 8 hours
Concentation, up o 10 minutes
8 hours

Instantaneous

Concentraton,up 0 10 minutes
Goncentration, up to 1 minute
1 hour

Instantaneous

PHB-2024 293

PHB-2024 298

PHB-2024 267

PHB-2024 292

PHB-2024 313

PHB-2024 243

PHB-2024 285

PHB-2024 284

PHB-2024 259

PHB-2024 282

PHB-2024 320

PHB-2024 260

PHB-2024 239

PHB-2024 291

PHB-2024 276

PHB-2024 287

PHB-2024 260

PHB-2024 312

D: 1m, VIS

D: 1m, 5 ft. Cube, S/M
Count: 2, VIS

D: 1h, VIM

VIS

D: 1h, VISIM
D: 1h, VISIM
VIS
VIS
D: 1Rnd, VIS

D: 8h, VIM

D: 10m, 15 ft. Sphere, VIM
D: 8h, VISIM

VIS

D: 10m, V/S/IM

D: 1m, 30 ft. Cube, S/IM
D: 1h, 60 ft. Sphere, V/S
VISIM
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