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+0_ Intelligence
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+6  Charisma

Advantage to avoid or end the charmed
condition
Advantage on CON saving throws that
you make to maintain Concentration.
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SAVING THROWS

Acrobatics DEX

Animal Handling wis
® _+3  Arcana INT
® +2 Athletics STR
® _+6  Deception CHA
® _+3  History INT
O _+0 Insight wis
O +3 Intimidation CHA
O _*0_ Investigation INT
O +0 Medicine wis
O _+0  Nature INT
® _+3  Perception WIS
O _+3  Performance CHA
® _+6_ Persuasion CHA
O _+0  Religion INT
QO _*2_ Sleight of Hand DEX
QO _+2  Stealth DEX
QO _+0_ Survival wis
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ARMOR Max HP Current HP Temp HP |
*2 15 46 -
INITIATIVE CLASS \ HIT POINTS /
1 ( 5d8+1d10 ) f \
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES J
\
HEROIC INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

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

=== TOOLS ===
Alchemist's Supplies, Dragonchess Set

=== LANGUAGES ===
Common, Sylvan

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 ===
Fey Step * 3/ Long Rest

As a bonus action, you can teleport up to 30 ft. to
an unoccupied space you can see. You can use this 3
times per long rest. At 3rd level, your Fey Step gains
an additional effect based on your season.

Fey Step (Autumn)
Immediately after usina Fey Step, up to 2 creatures

you see within 10 ft. of you must succeed on a WIS
saving throw (DC 14) or be charmed by you for 1
minute or until you or your companions deal damage
to the creatures.

Misty Step: Refreshing Step
Immediately after you teleport, you or one creature
you can see within 10 ft. gains 1d10 Temp HP.

Misty Step: Taunting Step

Creatures within 5 ft. of space you left must
succeed on a DC 14 or have Disadvantage on attacks
against creatures other than you until the start of your
next turn.

Pact of the Blade: Bond

74

SKILLS ACTIONS
[ 7 N
13 PASSIVE PERCEPTION Longsword +6 1d8+3 Slashing Martial, Versatile, Sap
Eldritch Blast +6 1d10+3 Force Count: 2, VIS
10 PASSIVE INSIGHT
Unarmed Strike +2 0 Bludgeoning
10 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES g WEAPON ATTACKS & CANTRIPS /
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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.

| Lessons of the First Ones « br-2024
You gain one Origin feat of your choice.

| 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

| Pact of the Chain « br-2024

You learn Find Familiar and can cast it as a Magic
action without expending a spell slot.

When you take the Attack action, you can forgo one of
your own attacks to allow your familiar to make one
attack with its Reaction.

| Pact of the Chain: Attack: 1 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
| Archfey Patron

* Archfey Spells « PHB-2024 159

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

* Steps of the Fey « PHB-2024 159

You can cast Misty Step without expending a spell slot
3 times per Long Rest. In addition, whenever you cast
it, you can choose one of the following effects:

Refreshing Step. Immediately after you teleport, you or
one creature you can see within 10 ft. gains 1d10
Temp HP.

Taunting Step. Creatures within 5 ft. of space you left

~N
must succeed on a DC 14 or have Disadvantage on
attacks against creatures other than you until the start
of your next turn.

| Misty Step: Refreshing Step: 1 Bonus Action

| Misty Step: Taunting Step: 1 Bonus Action
* Ability Score Improvement « PHB-2024 155
=== 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

=== ELADRIN SPECIES TRAITS ===

* Eladrin Season ¢ MotM 13

You can choose between the following Eladrin
Seasons: Autumn, Winter, Spring, and Summer. Your
Trance trait lets you change your season.

| Autumn
Peace and goodwill, when summer’s harvest is shared

FEATURES & TRAITS
\\
Studded Leather 1 13 Ib. Waterskin 1 51b
Witchlight Butterfly Wings 1 - Dragonchess 1 --
Unicorn Horn 1 - Fine Clothes 1 61b
Longsword 1 31b. Witchlight Butterfly Wings 1 --
Backpack 1 5 lb. Unicorn Horn 1 --
Arcane Focus 1 - Dirla's orb 1 --
Dirla's orb 1 - Scatter Leaf Tea 1 --
Scatter Leaf Tea 1 -
Oil 2 21b
WEIGHT CARRIED Perfume 1 -
77 Ib. Rations 10 20 Ib.
ENCUMBERED Rope 1 5 Ib.
120 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
240 |b. Torch 10 10 Ib.
EQUIPMENT ))
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with all.

* Creature Type * MotM 13
You are a Humanoid but are also considered an elf for
any prerequisite or effect that requires you to be an elf.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Size « MotM 13
You are Medium.

* Speed ¢ MotM 13
Your walking speed is 30 ft.

* Darkvision « MotM 13

You can see in dim light within 60 ft. of you as if it were
bright light, and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Fey Ancestry « MotM 13
You have advantage on saving throws you make to
avoid or end the charmed condition.

* Fey Step » MotM 13

As a bonus action, you can teleport up to 30 ft. to an
unoccupied space you can see. You can use this 3
times per long rest. At 3rd level, your Fey Step gains
an additional effect based on your season.

| Autumn - Charisma
| Fey Step (Autumn): 1 Bonus Action

| 3/ Long Rest « 1 Bonus Action

* Keen Senses « MotM 13
You are proficient in Perception.

* Trance « MotM 13

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you can change your
season, and gain two proficiencies - each one a
weapon or tool of your choosing from the Player’s
Handbook. This lasts until you finish your next long
rest.

=== FEATS ===

* 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
* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Weapon Mastery « PHB-2024 91

ADDITIONAL FEATURES & TRAITS

~N
| Longsword (Sap) ¢

Sap. If you hit a creature with a Longsword, that

creature has Disadvantage on its next attack roll

before the start of your next turn.

| Scimitar (Nick) «
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Sap (Longsword): 1 Action
| Nick (Scimitar): 1 Action
| Vex (Shortsword): 1 Action

* Magic Initiate (Wizard) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,

ADDITIONAL EQUIPMENT
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/but you must choose a different spell list each time.

| Charisma
* Noble Ability Score Improvements « PHB-2024 182
* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills

or tools of your choice.

Repeatable. You can take this feat more than once.

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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Male 28 Medium 6'1 145
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good None Chestnut tone Icy Blue Silvery White
ALIGNMENT FAITH SKIN EYES HAIR
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| listen longer that most
people expect

PERSONALITY TRAITS

L~ 1

[ "]
Choice - No one should be
owned, even by destiny

IDEALS

L~ 1

[ "]
| was hidden away for some reason
i dont know, My mother i think...yet i
dont know why

BONDS

L~ 1

[N "]
| forgive to easily, until i
dont

CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
\ /4 /4

A young man reborn within the Feywild, He
remembers only flashes of his previous life in
Faerun. Awakening in the Feywild Vale's fey
blood awakened along with his mysterious pact to
a Archfey Patron he does not know. He only feels
his patrons influence and faint emotions, it flows
into his magic and blood along with images of a
mother with the smell of magic. Traveling the
Feywild to find the answers to his unknown family,
patron and rebirth. He knows there connected yet
the answers seem to lie deeply in the veil of the
Feywild.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS ===
Eldritch Blast

Mage Hand

Toll the Dead
Prestidigitation

Mind Sliver

=== 1st LEVEL ===
Tasha's Hideous Laughter
Armor of Agathys

Hellish Rebuke

Shield

Faerie Fire

Sleep

Find Familiar [R]

===2nd LEVEL ===
Mirror Image
Invisibility

Calm Emotions
Misty Step
Phantasmal Force

Misty Step

===3rd LEVEL ===
Summon Fey

Blink

Plant Growth

(At will)
Warlock
Warlock
Warlock
Magic Initiate (Wizard)
Magic Initiate (Wizard)

Warlock

Warlock

Warlock

Magic Initiate (Wizard)
Archfey Spells (Always Prepared)
Archfey Spells (Always Prepared)

Eldritch Invocations

Warlock
Warlock
Archfey Spells (Always Prepared)
Archfey Spells (Always Prepared)
Archfey Spells (Always Prepared)

Steps of the Fey

2 Pact OO
Warlock
Archfey Spells (Always Prepared)

Archfey Spells (Always Prepared)

DEX 14
WIS 14

1A
1A
1A
1A
1A

1A
1BA
1R
1R
1A
1A
1A

1A
1A
1A
1BA
1A
1BA

1A
1A

120 ft. V.S
30 ft. V.S
60 ft. V.S
10 ft. V.S
60 ft. \Y

30 ft. V,S,\M
Self V,S,\M
60 ft. V.S
Self V.S

60 ft./20 ft. Cube V

60 ft./5 ft. Sphere  V,S,M
10 ft. V,S,\M
Self V,S

Touch V,SM

60 ft./20 ft. Sphere  V,S

Self Y

60 ft./10 ft. Cube V,S,M
Self \Y

90 ft. V,S,M
Self V,S

150 ft./100 ft. Sphere  V/,S

SPELLS

Instantaneous
1 minute
Instantaneous
1 hour

1 round

Concentation, up to 1 minute
1 hour
Instantaneous
1 round
Concentation, up to 1 minute
Concentation, up to 1 minute

Instantaneous

1 minute
Concentration, up to 1 hour
Concentation, up to 1 minute
Instantaneous
Concentation, up to 1 minute

Instantaneous

Concentration, up to 1 hour
1 minute

Instantaneous

PHB-2024 267

PHB-2024 293

PHB-2024 334

PHB-2024 307

PHB-2024 298

PHB-2024 331

PHB-2024 243

PHB-2024 284

PHB-2024 316

PHB-2024 271

PHB-2024 317

PHB-2024 272

PHB-2024 299

PHB-2024 289

PHB-2024 249

PHB-2024 299

PHB-2024 304

PHB-2024 299

PHB-2024 326

PHB-2024 248

PHB-2024 305

Count: 2, VIS
D: 1m, VIS
VIS

D: 1h, VIS

D: 1Rnd, V

D: 1m, V/ISIM

D: 1h, VISIM

VIS

1/LR, D: 1Rnd, V/S

D: 1m, 20 ft. Cube, V

D: 1m, 5 ft. Sphere, V/S/IM
VISIM

D: 1m, VIS

D: 1h, VISIM

D: 1m, 20 ft. Sphere, V/S
\Y

D: 1m, 10 ft. Cube, V/ISIM
1 Use (3/3), V

D: 1h, VISIM
D: 1m, VIS
100 ft. Sphere, VIS
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