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Warlock 12 HunterOrien
CLASS & LEVEL PLAYER NAME
Gnome Sage (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
+0 12 99 -
INITIATIVE CLASS \ HIT POINTS /
/4 / / \
12d8 successes O=O=0O
FAILURES( )=< >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor
N
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
y-
=== TOOLS ===
I — Calligrapher's Supplies, Herbalism Kit,
ABILITY SAVE DC Thieves' Tools
S==x N
=== LANGUAGES ===
7 N Common, Elvish, Gnomish
35 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & TRAINING
/ N\
=== ACTIONS === While perceiving through the other creature’s senses,

Standard Actions

=== BONUS 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

Gaze of Two Minds: Perceive Senses
You can touch a willing creature and perceive
through its senses until the end of your next turn. As
long as its on the same plane of existence as you, you
can take a Bonus Action to maintain the connection
and extend the duration until the end of your next turn.

you benefit from any special senses possessed by

=== SPECIAL ===
Among the Dead

You learn the spare the dying cantrip, which counts
as a warlock cantrip for you. You also have advantage
on saving throws against any disease. If an undead
targets you directly with an attack or spell, that
creature must make a WIS saving throw (DC 16). On
failure, they must choose a new target or waste the

that creature, and you can cast spells as if you were in
your space or the other creature’s space if you're
within 60 ft. of each other.

attack or spell. On success or if you target the
creature with an attack or spell, the creature is

74

\ ACTIONS
4 N
8 PASSIVE PERCEPTION Poison Spray +8 3d12 Poison VIS
8 DASSIVE INSIGHT Eldritch Blast +8 1d10 Force Count: 3, VIS
Primal Savagery +8 3d10 Acid S
18 PASSIVEINVESTIGATION Unarmed Strike +4 1 Bludgeoning
Darkvision 60 ft.
SENSES L <\ WEAPON ATTACKS & CANTRIPS /
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=== WARLOCK FEATURES ===

* Core Warlock Traits « free-rules 153

* Eldritch Invocations ¢ free-rules 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.

| Armor of Shadows ¢
You can cast Mage Armor on yourself without
expending a spell slot.

| Eldritch Mind
You have Advantage on Con. saving throws that you
make to maintain Concentration.

| Fiendish Vigor ¢
You can cast False Life on yourself without expending
a spell slot. When you cast the spell with this feature,
you automatically get the highest number on the die.

| Gaze of Two Minds ¢
You can use a Bonus Action to touch a willing creature
and perceive through its senses until the end of your
next turn. As long as its on the same plane of
existence as you, you can take a Bonus Action to
maintain the connection and extend the duration until
the end of your next turn.

While perceiving through the other creature’s senses,
you benefit from any special senses possessed by that

space or the other creature’s space if you're within 60
ft. of each other.

| Gaze of Two Minds: Perceive Senses: 1 Bonus
Action

| Gift of the Protectors ¢

creature, and you can cast spells as if you were in your

A new page appears in your Book of Shadows when
you conjure it. With your permission, a creature can

take an action to write its name on that page, which

can contain 4 names.

Once per Long Rest, when any creature whose name
is on the page is reduced to 0 HP but not killed
outright, the creature magically drops to 1 HP instead.

As a Magic action, you can erase a name on the page
by touching it.

| Lessons of the First Ones
You can gain one Origin feat of your choice.

| One with Shadows «
While you're in an area of Dim Light or Darkness, you
can cast Invisibility on yourself without expending a
spell slot.

| Pact of the Tome «
At the end of a Short or Long Rest you can conjure
forth a book in your hand, a Book of Shadows, which
contains eldritch magic that only you can access,
granting the benefits below.

* When the book appears, choose 3 cantrips and
choose two level 1 spells that have the Ritual tag,
which can be from any class’s spell list.

* You can use the book as a Spellcasting Focus.

The book disappears if you conjure another one or if
you die.

* Pact Magic « free-rules 153

* Magical Cunning e free-rules 154

Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 2 expended Pact Magic
spell slots.

| 1/ Long Rest ¢ 1 Minute
* Warlock Subclass ¢ free-rules 154
| The Undying (SCAG)

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

* Among the Dead « SCAG

You learn the spare the dying cantrip, which counts as
a warlock cantrip for you. You also have advantage on
saving throws against any disease. If an undead
targets you directly with an attack or spell, that
creature must make a WIS saving throw (DC 16). On
failure, they must choose a new target or waste the
attack or spell. On success or if you target the creature
with an attack or spell, the creature is immune to this
effect for 24 hours.

| Special
* Ability Score Improvement ¢ free-rules 155
* Defy Death « SCAG
Once per long rest, you can regain 1d8 +3 HP when
you succeed on a death saving throw or when you
stabilize a creature with spare the dying.

| 1/ Long Rest « Special
* 8: Ability Score Improvement « free-rules 155
* Contact Patron  free-rules 155
You always have Contact Other Plane prepared. Once
per Long Rest, you can cast the spell without
expending a spell slot to contact your patron, and you
automatically succeed on the spell’'s saving throw.

* Undying Nature « SCAG

N

WEIGHT CARRIED
0 lb.
ENCUMBERED

150 Ib.

PUSH/DRAG/LIFT

300 Ib.

FEATURES & TRAITS
Amulet of Proof against Detection and Location 1 --
Necklace of Adaptation 1 -
Mirror of the Past 1 --

EQUIPMENT




You age at a slower rate and can hold your breath
indefinitely, and you don't require food, water, or sleep,
although you still require rest to reduce exhaustion and
still benefit from finishing short and long rests.

* Mystic Arcanum (Level 6 Spell) « free-rules 155

Your patron grants you a magical secret called an
arcanum, choose one level 6 Warlock spell as this
arcanum. You can cast this spell once per Long Rest
before you cast it in this way again.

* 12: Ability Score Improvement « free-rules 155

=== GNOME SPECIES TRAITS ===

* Creature Type » PHB-2024 191
You are a Humanoid.

* Size « PHB-2024 191
You are Small.

* Speed « PHB-2024 191
Your Speed is 30 ft.

* Darkvision « PHB-2024 191
You have Darkvision with a range of 60 ft.

* Gnomish Cunning * PHB-2024 191
You have Advantage on Intelligence, Wisdom, and
Charisma saving throws.
* Gnomish Lineage *« PHB-2024 191
| Forest Gnome ¢
* Gnomish Lineage Spells « PHB-2024 191

| Forest Gnome - Charisma

* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Squat Nimbleness « XGtE 75

Increase your STR or DEX score by 1. Increase your
walking speed by 5 ft. You gain proficiency in the
Acrobatics or Athletics skill, and you have advantage
on any Athletics or Acrobatics check you make to
escape from being grappled.

* Flames of Phlegethos « XGtE 74

Increase your INT or CHA score by 1. When you roll
fire damage for a spell you cast, you can reroll any roll
of 1 on the fire damage dice and use the new roll.
Whenever you cast a spell that deals fire damage, you
can wreathe yourself in flames that don't harm you and
shed bright light out to 30 ft. (dim light for another 30
ft.) until the end of your next turn. While the flames are
present, any creature within 5 ft. of you that hits you
with a melee attack takes 1d4 fire damage.

* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +4 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Magic Initiate (Wizard) « free-rules 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.

ADDITIONAL FEATURES & TRAITS
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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,
but you must choose a different spell list each time.

| Intelligence ¢
* Sage Ability Score Improvements « PHB-2024 183
| Increase two scores (+2 / +1) ¢
* Skilled « free-rules 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 EQUIPMENT
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=== CANTRIPS ===
Poison Spray
Infestation

Toll the Dead
Green-Flame Blade
Prestidigitation
Elementalism
Minor lllusion
Spare the Dying
Eldritch Blast

Mind Sliver

Primal Savagery

=== 1st LEVEL ===
Arms of Hadar
Hellish Rebuke
Grease

Speak with Animals
Speak with Animals
Mage Armor

False Life

Alarm [R]

Tenser's Floating Disk [R]

===2nd LEVEL ===
Hold Person
Silence [R]

Misty Step
Invisibility

=== 3rd LEVEL ===
Counterspell
Hunger of Hadar

Intellect Fortress

=== 4th LEVEL ===
Shadow of Moil
Death Ward

=== 5th LEVEL ===
Jallarzi's Storm of Radiance
Contact Other Plane [R]
Contact Other Plane [R]

=== 6th LEVEL ===

Investiture of Flame

(At will)

Warlock

Warlock

Warlock

Warlock

Magic Initiate (Wizard)
Magic Initiate (Wizard)
Gnomish Lineage Spells
Among the Dead
Eldritch Invocations
Eldritch Invocations

Eldritch Invocations

Warlock

Warlock

Magic Initiate (Wizard)
Gnomish Lineage Spells
Gnomish Lineage Spells
Eldritch Invocations
Eldritch Invocations
Eldritch Invocations

Eldritch Invocations

Warlock
Warlock
Warlock

Eldritch Invocations

Warlock
Warlock
Warlock

Warlock
Warlock

3 Pact OO0
Warlock
Contact Patron

Contact Patron

Mystic Arcanum (Level 6 Spell)

+8 1A
CON16 1A
WIS 16 1A
+8 1A
-- 1A
-- 1A
- 1A
-- 1A
+8 1A
INT 16 1A
+8 1A
STR16 1A
DEX 16 1R
DEX 16 1A
- 1A
- 1A
- 1A
- 1A
-- im
-- 1A
WIS 16 1A
- 1A
-- 1BA
-- 1A
CON16 1R
DEX 16 1A
-- 1A
- 1A
- 1A
CON16 1A
-- im
-- im
DEX 16 1A

30 ft.

30 ft.

60 ft.

Self/5 ft. Sphere
10 ft.

30 ft./5 ft. Cube
30 ft./5 ft. Cube
15 ft.

120 ft.

60 ft.

Self

Self/10 ft. Emanation
60 ft.

60 ft./10 ft. Square
Self

Self

Touch

Self

30 ft./20 ft. Cube

30 ft.

60 ft.
120 ft./20 ft. Sphere
Self

Touch

60 ft.
150 ft./20 ft. Sphere

30 ft.

Self

Touch

120 ft./10 ft. Cylinder
Self
Self

Self

SPELLS

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

S

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

V,S,\M

V.S

V,S,\M

V,S,\M

V,S,\M
V.S

V,S.\M
\Y
\Y

V.S

Instantaneous
Instantaneous
Instantaneous
Instantaneous
1 hour
Instantaneous
1 minute
Instantaneous
Instantaneous
Instantaneous

Instantaneous

Instantaneous
Instantaneous
1 minute

10 minutes
10 minutes

8 hours
Instantaneous
8 hours

1 hour

Concentration, up to 1 minute
Concentration, up to 10 minutes

Instantaneous

Concentration, up to 1 hour

Instantaneous
Concentration, up to 1 minute

Concentration, up to 1 hour

Concentration, up to 1 minute

8 hours

Goncentration, up o 1 minute
1 minute

1 minute

Concentration, up to 10 minutes

free-rules 306
XGtE 158

PHB-2024 334
SCAG 142
free-rules 307
PHB-2024 267
free-rules 298
free-rules 318
free-rules 267
PHB-2024 298

XGtE 163

PHB-2024 243
free-rules 284
free-rules 280
free-rules 318
free-rules 318
free-rules 293
free-rules 271
free-rules 239

free-rules 332

free-rules 286
free-rules 316
free-rules 299

free-rules 289

VIS

VISIM

VIS

5 ft. Sphere, SIM
D: 1h, VIS

5 ft. Cube, V/S
D: 1m, 5 ft. Cube, SIM
VIS

Count: 3, V/S

\%

S

10 ft. Emanation, V/S

VIS

1/LR, D: 1m, 10 ft. Square, V/IS/M
1 Use (4/4), D: 10m, VIS

D: 10m, VIS

D: 8h, VISIM

VISIM

D: 8h, 20 ft. Cube, V/S/M

D: 1h, VISIM

1im, VISIM
10m, 20 ft. Sphere, V/S

9 <99

1h, VISIM

free-rules 258 S

PHB-2024 286

TCoE 107

XGtE 164

free-rules 261

PHB-2024 289
free-rules 255

free-rules 255

EE 159

D: 1m, 20 ft. Sphere, V/IS/M
D: 1h, V

D: 1m, V/ISIM
D: 8h, VIS

D: 1m, 10 ft. Cylinder, V/SIM
1/LR, D: 1m, V
D:1m,V

1/LR, D: 10m, V/S
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