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Sorcerer 1/ Warlock 3 Dwarmaj
CLASS & LEVEL PLAYER NAME
Protector Aasimar Hermit (Milestone)
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P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
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Resistances - Necrotic, successes OO0
Radiant FAILURES O=O=O
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INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Herbalism Kit
ABILITY SAVE DC |
P P === LANGUAGES ===
Celestial, Common, Draconic
/7 N\
30 ft. (Walking)
Q SPEED )
) PROFICIENCIES & LANGUAGES

L SKILLS ),

=== 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

Healing Hands ¢ 1/ Long Rest
Once per long rest as an action, touch a creature
and restore 4 hit points.

Radiant Soul » 1/ Long Rest

[3rd] Once per long rest as an action, you can
transform, gaining glimmering eyes and two
incorporeal wings. For 1 minute or until you end it as a
bonus action, vou have a flyina speed (30 ft.) and

once per turn you can have one attack or spell deal 4
in additional radiant damage to one target.

=== BONUS ACTIONS ===

Eldritch Invocations: Investment of the Chain Master
You can command your familiar to take the Attack

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
+2 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 6 HP if it dies.

74

ACTIONS
4 N
10 PASSIVE WISDOM (PERCEPTION) Crossbow, nght +4 1d8+2 Piercing Simple, Ammunition, Loading, Range, Two-Handed, Range (80/320)
LOngSWOI'd +5 1d8+3 Slashing Martial, Versatile, Booming Blade: Thunder, 1d8 Thunder
10 PASSIVE WISDOM (INSIGHT)
Eldritch Blast +5 1d10+3 Force VIS
PASSIVE INTELLIGENCE (INVESTIGATION 5 g
10 ( ) Unarmed Strike +1 0 Bludgeoning
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS y
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=== 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 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 6 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.

| Agonizing Blast « PHB 110
When you cast eldritch blast, add +3 to the damage it
deals on a hit.

| Investment of the Chain Master « TCoE 71
When you cast find familiar, you infuse the summoned
familiar with a measure of your eldritch power, granting
the creature the following benefits:
- The familiar gains either a flying speed or a
swimming speed (your choice) of 40 ft.
- As a bonus action, you can command the familiar to
take the Attack action.
- The familiar’'s weapon attacks are considered
magical for the purpose of overcoming immunity and
resistance to nonmagical attacks.
- If the familiar forces a creature to make a saving
throw, it uses your spell save DC.
- When the familiar takes damage, you can use your
reaction to grant it resistance against that damage.

| Eldritch Invocations: Investment of the Chain
Master: 1 Bonus Action

| Eldritch Invocations: Investment of the Chain
Master: 1 Reaction

* Pact Boon « PHB 107
Your otherworldly patron bestows a gift upon you for
your loyal service.

| Pact of the Chain « PHB
You learn the find familiar spell, it doesn't count
against your number of known spells, and you can cast
it as a ritual. Your familiar can take on a more powerful
form, and when you take the Attack action, you can

N
forgo one of your own attacks to allow your familiar to
make one attack with its reaction.

=== SORCERER FEATURES ===
* Hit Points « PHB 100
* Proficiencies « PHB 100
* Spellcasting « PHB 101
You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.
* Sorcerous Origin « PHB 101

| Divine Soul
* Divine Magic * XGtE 50
You can learn or replace a sorcerer cantrip or a
sorcerer spell of 1st level or higher from the cleric spell
list or the sorcerer spell list. You also learn an
additional spell based on your chosen affinity.

| Law » XGtE
* Favored by the Gods * XGtE 50
Once per short rest, if you fail a saving throw or miss
with an attack roll, you can roll 2d4 and add it to the
total, possibly changing the outcome.

| 1/ Short Rest « Special

=== PROTECTOR AASIMAR RACIAL TRAITS ===

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

* Celestial Resistance ¢ VGtM
You have resistance to necrotic damage and radiant

FEATURES & TRAITS
\\
Shield 1 6 Ib. Torch 10 10 Ib.
Breastplate 1 20 Ib. Waterskin 1 51b.
Dagger 1 11b. Herbalism Kit 1 31b.
Dagger 1 11b. Arcane Focus 1 --
Longsword 1 3lb.
Crossbow, Light 1 5 lb.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
WEIGHT CARRIED Blanket L 31b.
105.5 Ib. Clothes, Common 1 31b.
ENCUMBERED Mess Kit 1 11b.
120 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
240 |b. Tinderbox 1 1lb.

EQUIPMENT




CHARACTER NAME

e — —
Sorcerer 1/ Warlock 3 Dwarmaj
CLASS & LEVEL PLAYER NAME
Protector Aasimar Hermit (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

7

damage.

* Healing Hands « VGtM
Once per long rest as an action, touch a creature and
restore 4 hit points.

| 1/ Long Rest « 1 Action

* Light Bearer « VGtM
You know the light cantrip (CHA).

* Radiant Soul « VGtM

[3rd] Once per long rest as an action, you can
transform, gaining glimmering eyes and two
incorporeal wings. For 1 minute or until you end it as a
bonus action, you have a flying speed (30 ft.) and once
per turn you can have one attack or spell deal 4 in
additional radiant damage to one target.

| 1/ Long Rest « 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ ); 1
// \
=== Allies === // \\
Bae's familiar is a Celestial Imp (LN) named
Jezabel (Jezz)
PERSONALITY TRAITS
L~ .
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CHARACTER BACKSTORY ADDITIONAL NOTES




Sorcerer / Warlock

SPELL SAVE DC

SPELL ATTACK
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=== CANTRIPS === (At Will)
O Booming Blade Sorcerer +5 1A Self/5 ft. SM 1 round SCAG 142 D: 1Rnd, S/M
O Thaumaturgy Sorcerer - 1A 30 ft. \Y 1 minute PHB282 D:1m,V
O Guidance <C> Sorcerer - 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
Q Eldritch Blast Warlock +5 1A 120 ft. V,S Instantaneous  PHB 237 VIS
QO Minor lllusion Warlock -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Light Light Bearer DEX 13 1A Touch/20 ft. Sphere  V,M 1 hour PHB 255  D: 1h, 20 ft. Sphere, V/IM

=== 1st LEVEL === 2 Slots OO
O Healing Word Sorcerer - 1BA 60 ft. \% Instantaneous  PHB 250 V
O Shield Sorcerer - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Hex<C> Warlock - 1BA 90 ft. V,S,M  concenuation. upro1howr  PHB 251 D: 1h, VIS/IM
O Protection from Evil and Good <C> Warlock - 1A Touch V,S\M  concenvaion. wpo0minuees - PHB 270 D: 10m, V/S/M
O Bless<C> Divine Magic - 1A 30 ft. V,S,M  concentation, o1 mnwe - PHB 219 D: 1m, V/SIM
O Find Familiar Pact Boon - 1h 10 ft. V,S,M Instantaneous PHB 240 V/S/IM

===2nd LEVEL === 2 Pact 0O
O Darkness <C> Warlock - 1A 60 ft./15 ft. Sphere  V/,M concenaton, up o 1omnues - PHB 230 D: 10m, 15 ft. Sphere, VIM
O Misty Step Warlock - 1BA  Self \% Instantaneous  PHB 260 V

SPELLS
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