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Advantage against being charmed,
and magic can't put you to sleep
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Warlock 1 InkedBee
CLASS & LEVEL PLAYER NAME
Astral EIf Sage (Milestone)
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INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === WEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Calligrapher's Supplies, Cartographer's Tools
ABILITY SAVE DC |
P — === LANGUAGES ===
Common, Elvish, Primordial, Undercommon
/ N
30 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
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=== ACTIONS === === SPECIAL ===
Standard Actions Hex Warrior

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 ===
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
+2 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 4 HP if it dies.

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 maodifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

74

Darkvision 60 ft.

SENSES

ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Spear +5 1d6+3 Piercing Simple, Thrown, Versatile, Range (20/60)
11 PASSIVEISDOM (NSIGHT) Eldritch Blast +5 1d10 Force VIS
Unarmed Strike +2 1 Bludgeoning
13 PASSIVE INTELLIGENCE (INVESTIGATION)

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

* Additional Warlock Spells « TCoE 70
* 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 13, Spell Attack +5).
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
+2 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 4 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 madifier for the attack and
damage rolls for any of your pact weapons if you have

that feature.

| Special

=== ASTRAL ELF RACIAL TRAITS ===

* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢ BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

*Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Astral Fire ¢

You know one of the following cantrips of your choice:
dancing lights, light, or sacred flame. Intelligence,
Wisdom, or Charisma is your spellcasting ability for it
(choose when you select this race).

| Astral Fire «
Charisma

* Radiant Soul «

When you succeed on a death save, you can regain a
number of hit points equal to your proficiency bonus +
your Intelligence, Wisdom, or Charisma modifier
(choose when you select this race). You can't use this
trait again until you finish a long rest.

<
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* Trance Proficiencies ¢

Whenever you finish a long rest using your Trance
trait, you gain two proficiencies, each one with a
weapon or a tool of your choice (selected from the
“Equipment” chapter of the Player's Handbook). You
mystically acquire these proficiencies by drawing them
from shared elven memory, and you retain them until
you finish your next long rest.

=== FEATS ===

* Gathering Whispers ¢

You are haunted by spiritual beings, whether the souls
of the departed or entities from another plane. Their
voices endlessly whisper, taunt, or cajole, sometimes
rising to unearthly howls. Only you can perceive the
spirits, unless you allow them to speak through you.
The spirits are intangible and invisible; anyone who
can see invisible creatures sees only fleeting glimpses
of these spirits as they haunt you.

FEATURES & TRAITS
\\
Leather 1 10 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Dagger 1 1lb. Tinderbox 1 1lb.
Spear 1 3lb. Torch 10 10 Ib.
Crossbow, Light 1 5 lb. Waterskin 1 51b.
Whip 1 3lb. Small Knife 1 --
Crossbow Bolts 20 1.51b.
Crystal 1 11b.
Backpack 1 51b.
Clothes, Common 1 31b.
WEIGHT CARRIED Dagger 1 11b.
90 Ib. Ink (1 ounce bottle) 1 -
ENCUMBERED Crowbar 1 51b.
150 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Piton 10 2.51b.
300 Ib. Rations (1 day) 10 20 Ib.
EQUIPMENT ))
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Female Medium
GENDER AGE HEIGHT WEIGHT
Chaotic Good
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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There’s nothing | like more

than a good mystery.
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No Limits. Nothing should fetter the
infinite possibility inherent in all
existence. (Chaotic)
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| sold my soul for knowledge. | hope to do
great deeds and win it back.

BONDS
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Unlocking an ancient mystery is worth the
price of a civilization.
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CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +5 1A 120 ft. V,S Instantaneous  PHB 237 VIS
O Dancing Lights <C> Warlock -- 1A 120 ft. V,S,M  concenuation, upto 1 mine - PHB 230 D: 1m, V/SIM
=== 1st LEVEL === 1PactO
O Hex<C> Warlock - 1BA 90 ft. V,S,M  concentration, up to 1 hour D: 1h, VISIM
O Shield Warlock -- 1R Self V,S 1 round PHB 275 D: 1Rnd, V/S
SPELLS
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