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e — —
Warlock 4 KarinKiral
CLASS & LEVEL PLAYER NAME
Aasimar Wayfarer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+1 14 30 -
INITIATIVE CLASS \ HIT POINTS J
/4 // 4d8 / \
Resistances - Radiant, successes OO0
Necrotic FAILURES O=O=O
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
— — Thieves' Tools
ABILITY SAVE DC |
P P === LANGUAGES ===
Common, Common Sign Language, Elvish
// \\
30 ft. (Walking)
Q SPEED )
) 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

Healing Hands ¢ 1 / Long Rest
Once per Long Rest as a Magic action, you touch a
creature and they regain 2d4 HP.

=== BONUS ACTIONS ===
Celestial Revelation « 1 / Long Rest

Once per Long Rest, you transform using one of
the options available to you (choose the option each
time vou transform). The transformation lasts for 1

minute or until you end it (no action required).

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 12 or have Disadvantage on attacks
against creatures other than you until the start of your
next turn.

=== SPECIAL ===
Luck Points « 2 / Long Rest

You have 2 Luck Points that you can spend on the
benefits below. You reaain expended Luck Points after

SKILLS \ ACTIONS )
74 <\
12 PASSIVE PERCEPTION Dagger +3 1d4+1 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60), Krail's Maggot: 1d8+2 Necrotic
Dagager +3 1d4+l P|erc| n Simple, Finesse, Light, Thrown, Nick, Range (20/60), Krail's Maggot: 1d8+2 Necrotic
14 PASSIVE INSIGHT & g
Dagger +3 1d4+1 Pierci NQ Sk, Finesse, Liht Thrown Nick Range (20/60), Krai's Maggot: 148+2 Necrotc
1 1 PASSIVE INVESTIGATION Dagger +3 1d4+1 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60), Krail's Maggot: 1d8+2 Necrotic
Darkvision 60 ft. Sickle +1 1d4-1 Slashin Simple, Light, Nick, Krail's Maggot: 1d8+2 Necrotic
g
Chill Touch +4 1d10 Necrotic VIS
SENSES L \ '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.

| Devil's Sight « br-2024
You can see normally in Dim Light and
Darkness—both magical and nonmagical—within 120
ft. of yourself.

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

* 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
2 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
must succeed on a DC 12 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

=== AASIMAR SPECIES TRAITS ===

* Creature Type » PHB-2024 186
You are a Humanoid.

* Size « PHB-2024 186
You are Medium or Small, chosen when you select this
species.

* Speed * PHB-2024 186
Your speed is 30 ft.

* Celestial Resistance « PHB-2024 186
You have Resistance to Necrotic & Radiant damage.

* Darkvision « PHB-2024 186
You have Darkvision with a range of 60 ft.

* Healing Hands « PHB-2024 186
Once per Long Rest as a Magic action, you touch a
creature and they regain 2d4 HP.

N
| 1/ Long Rest ¢ 1 Action

* Light Bearer « PHB-2024 186
You know the Light cantrip and Charisma is your
spellcasting ability for it.

* Celestial Revelation « PHB-2024 186

Once per Long Rest, you transform using one of the
options below (choose the option each time you
transform). The transformation lasts for 1 minute or
until you end it (no action required).

Once on each of your turns before the transformation
ends, you can deal 2 extra damage (Necrotic for
Necrotic Shroud or Radiant for Heavenly Wings and
Inner Radiance) to one target when you deal damage
to it with an attack or a spell.

Heavenly Wings. You have a Fly Speed equal to your
Speed.

Inner Radiance. You shed Bright Light in a 10-ft. radius
and Dim Light for an additional 10 ft., and at the end of
each of your turns, each creature within 10 ft. of you
takes 2 Radiant damage.

Necrotic Shroud. Creatures other than your allies
within 10 ft. of you must succeed on a Cha. saving
throw (DC 12) or have the Frightened condition until
the end of your next turn.

* 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 ===

FEATURES & TRAITS
\\
Leather 1 10 Ib. Parchment 10 --
Dagger 1 11b. Tinderbox 1 11b.
Dagger 1 11b. Book 1 51b.
Dagger 1 11b. Lamp 1 11b.
Dagger 1 11b. Ink Pen 1 --
Sickle 1 21b. Ink 1 -
Backpack 1 5 lb.
Pouch 1 11b.
Pouch 1 11b.
WEIGHT CARRIED Bedroll L 7 1b.
55 |b. Dice 1 -
ENCUMBERED Thieves' Tools 1 11b.
120 Ib. Orb 1 31b.
PUSH/DRAG/LIFT Traveler's Clothes 1 4 1b.
240 |b. oil 10 10 Ib.

EQUIPMENT
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* Shadow Touched « PHB-2024 207
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Shadow Magic. Choose one level 1 spell from the
lllusion or Necromancy school of magic. You always
have that spell and the Invisibility spell prepared. Once
per Long Rest, you can cast each of these spells
without expending a spell slot. You can also cast these
spells using spell slots you have of the appropriate
level. The spells’ spellcasting ability is the ability
increased by this feat.

* Lucky » PHB-2024 201

Luck Points. You have 2 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 2 / Long Rest « Special

* Magic Initiate (Cleric) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Cleric 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 Cleric
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.

* Wayfarer Ability Score Improvements « PHB-2024
185

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Chill Touch Warlock +4 1A Touch V,S Instantaneous  PHB-2024 249 V/S
QO Eldritch Blast Warlock +4 1A 120 ft. V,S Instantaneous  PHB-2024 267 \/S
QO Hellfire Warlock CHA 12 1A 120 ft. V,S Instantaneous  TIR 33 VIS
O Light Light Bearer - 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM

=== 1st LEVEL ===
O Arms of Hadar Warlock STR12 1A Self/10 ft. Emanation  V/,S Instantaneous ~ PHB-2024 243 10 ft. Emanation, V/S
O Hellish Rebuke Warlock DEX12 1R 60 ft. V.S Instantaneous ~ PHB-2024 284 /S
P Faerie Fire Archfey Spells (Always Prepared) DEX 12 1A 60 ft./20 ft. Cube V Concentiation, upto 1 minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
P Sleep Archfey Spells (Always Prepared) WIS 12 1A 60 ft./5 ft. Sphere V/,S,M  cConcenvation,upro 1mine  PHB-2024 317 D: 1m, 5 ft. Sphere, V/S/IM

===2nd LEVEL === 2 Pact OO
O Krail's Maggot Warlock +4 1A 60 ft. SM Concentration, up to L minute - BOET 64 D: 1m, SIM
O Krail's Rupture Warlock CON12 1R Touch S Instantaneous ~ BOET 65 S
O Darkbolt Warlock CON12 1A 60 ft. V.S Instantaneous ~ BOET VIS
P Calm Emotions Archfey Spells (Always Prepared) CHA 12 1A 60 ft./20 ft. Sphere  V,S Concentration, upto Lminue - PHB-2024 249 D: 1m, 20 ft. Sphere, V/S
P Misty Step Archfey Spells (Always Prepared) -- 1BA  Self \% Instantaneous ~ PHB-2024299
P Phantasmal Force Archfey Spells (Always Prepared) INT 12 1A 60 ft./10 ft. Cube V,S,M  concenration, upto 1minwte - PHB-2024 304 D: 1m, 10 ft. Cube, V/IS/M
O Misty Step Steps of the Fey - 1BA  Self \Y Instantaneous ~ PHB-2024299 1 Use (2/2), V

SPELLS
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