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: : CLASS & LEVEL PLAYER NAME
Norril Osesi
Half-EIf Outlander (Milestone)
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ﬂ) -3 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+1_ Dexterity
5 O _+4 Constitution +1 11 12 -
O _+0_ Intelligence
® +4 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +3 Charisma y
7/ / 1d8 / \
— Immunities - Magical Sleep successes OO0
DEXTERITY
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
1 3 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ L SAVING THROWS ), HEROIC INSPIRATION j ' ——— ARMOR ===
y \ = Light Armor
[CONSTITUTION] O _*1  Acrobatics DEX \ N - WEAPONS ===
‘ O _*2_ Animal Handling wis PROFICIENCY BONUS j Simple Weapons
® +2 Arcana INT =
=== TOOLS ===
® -1 Athletics STR — — Pan Flute
O +1 Deception CHA ABILITY SAVE DC |
) p— P === LANGUAGES ===
O _#0_ History INT Common, Dwarvish, Elvish, Sylvan
® _+4  Insight wis (/ N
30 ft. (Walkin
O +1 Intimidation CHA ( 9)
O _+0_ Investigation INT
O +2  Medicine wis \ SPEED /
® +2 Nature INT ) PROFICIENCIES & TRAINING
® + Perception wis , \
QO _+1  Performance CHA === ACTIONS ===
l 5 ) Standard Actions
O _*1_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
L Hide, Ready, Search, Utilize, Opportunity Attack,
0
O _#0_ Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*1  Sleight of Hand DEX Interact with an Object, Study, Influence
O _#1  Stealth DEX Fey Presence » 1/ Short Rest
U CHARISMA ) 4 ) Once per short rest, as an action, you can cause
® 4 Survival wis each creature in a 10-ft. cube from you to make a WIS
13 ) saving throw (DC 11) or become charmed or
- frightened by you (your choice) until the end of your
@] next turn.
£opd Jo
L SKILLS )/ \ ACTIONS )
7 N
14 PASSIVE PERCEPTION Eldritch Blast +3 1d10 Force VIS
Unarmed Strike -1 0 Bludgeonin
14 PASSIVE INSIGHT 9 9
10 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES L N\ 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 Archfey

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 11, Spell Attack +3).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « PHB 108
Additional spells are added to the warlock spell list for
you.

* Fey Presence « PHB 109

Once per short rest, as an action, you can cause each
creature in a 10-ft. cube from you to make a WIS
saving throw (DC 11) or become charmed or
frightened by you (your choice) until the end of your
next turn.

| 1/ Short Rest « 1 Action

=== HALF-ELF SPECIES TRAITS ===

* Ability Score Increase * BR 39
Your Charisma score increases by 2, and two other
ability scores of your choice increase by 1.

* 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
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EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib. Little Bag of Sand 1 --
Dagger 1 11b. Small Knife 1 --
Dagger 1 11b.
Handaxe 1 21b.
Quarterstaff 1 4 1b.
Boomerang 1 -
Crystal 1 11b.
Backpack 1 5 Ib.
Clothes, Traveler's 1 41b.
WEIGHT CARRIED Hunting Trap 1 251b.
59 Ib. Pouch 1 11b.
ENCUMBERED Book 1 5 Ib.
75 |b. Ink (1 ounce bottle) 1 .
PUSH/DRAG/LIFT Ink Pen 1 -
150 Ib. Parchment (one sheet) 10 -




Male 23
GENDER AGE

Lawful Neutral Rillifane Rallath Fair, tanned

ALIGNMENT FAITH

Medium
SIZE

SKIN

———
5'9” 154

HEIGHT WEIGHT
Bright hazel, bl Short, black
EYES HAIR

E——
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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I have a lesson for every situation,
drawn from observing nature.
I'm driven by a wanderlust that led
me away from home.
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Nature. The natural world is more
important than all the constructs of
civilization. (Neutral)

IDEALS
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An injury to the unspoiled wilderness of my
home is an injury to me.

BONDS

N
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| remember every insult I've received
and nurse a silent resentment toward
anyone who's ever wronged me.

FLAWS //

"

Norril was the half-elf son of elven merchant
Omakas Osesi, a well-renowned artist trading in
exquisite maps of the world. These maps were
sold to other nobles and academic institutions, and
Omakas had built a reputable and profitable
company on this business. Norril's mother - a
lower class human escort - passed away shortly
after giving birth to and naming him, leaving the
child with his father who resented his son due to
his now ‘impure’ bloodline.€

Norril suffered an abusive childhood at the hands
of his father, only ever pleasing Omakas when he
displayed an affection for exploration. He trained
under his father as a cartographer, but would
instead spend his time exploring the forests
around the city he grew up in. As he learned about
the Inner and Outer planes in school, Norril
developed an interest in the Feywild and its
connections to the Material Plane. He started to
delve into studying fey magic, slowly picking up
abilities like Mage Hand. As a teen refining his
gifts, he would use them to stealthily rebel against
his father and the business, such as spilling
bottles of ink on in-progress works, hiding funds
away, etc. All the while continuing to explore the
woods and the land, slowly trying to establish a
connection with the Feywild.

Over time, Omakas gained word of Norril's
activities, and had enough after piecing together
what Norril had been doing. During a routine
mapping expedition, Omakas drugged his son and
abandoned him deep within an ancient wood,
leaving Norril among the elements he so revered.
When he woke, a terrified Norril tried to make his
way out of the wood to no avail, running into a
beast that seemed to devour him as dinner. During
the pursuit, Norril jumped off the side of a
waterfall, falling hundreds of feet to the rapids
below. As he pulled himself to the bank, a
drenched, tired and broken Norril plunged the
crystal he had obtained from an expedition long
ago into the Earth, denouncing a newfound hate
for humans and elves alike and pledging an oath
to the wood that now offered him a home. A voice
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Warlock
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=== CANTRIPS === (At will
Q Eldritch Blast Warlock +3 1A 120 ft. V,S Instantaneous  PHB 237 VIS
O Mage Hand Warlock -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS

=== 1st LEVEL === 1PactO
O Unseen Servant Warlock - 1A 60 ft. V,S,M 1 hour PHB 284 D: 1h, VISIM
O Comprehend Languages Warlock -- 1A Self V,S,M 1 hour PHB 224  D: 1h, V/ISIM
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