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CLASS & LEVEL PLAYER NAME
Human Acolyte 300
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS J
// /7 / \
2d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
I — Calligrapher's Supplies, Witchboard
ABILITY SAVE DC |
— — === LANGUAGES ===
Common, Common Sign Language, Draconic
/ N\
30 ft. (Walking)
A SPEED )

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,

Hide, Ready, Search, Utilize, Opportunity Attack,

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.

1 -
e ® L Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
2 3 O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence Pact of the Blade: Conjure
As a Bonus Action, you can conjure a pact weapon
QO _*2_ Stealth DEX === BONUS ACTIONS === in your hand.
f CHARISMA ) O 40 Survival wis Pact of the Blade: Bond ) )
You can create a bond with a magic weapon you
1 6 O touch. You can’t bond with a magic weapon if
- someone else attuned to it or another Warlock is
onded with it. Until the bond ends, you're proficient
O bonded with it. Until the bond end ' fici
@ o with it and can use it as a Spellcasting Focus.
Your bond with the weapons ends if vou use this
\ SKILLS / \ ACTIONS )
4 N
12 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
12 Quarterstaff +1 1d6-1 Bludgeoning  Simple, Versatile, Topple
PASSIVE INSIGHT
Eldritch Blast +5 1d10+3 Force VIS
PASSIVE INVESTIGATION ; .
9 Poison Spray +5 1d12 Poison VIS
Produce Flame +5 1d8 Fire D: 10m, VIS
Ray of Frost +5 1d8 Cold VIS
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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.

| 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 Tome « br-2024
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 « 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

=== HUMAN SPECIES TRAITS ===

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed « PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

* Languages ¢ PHB-2024 37
Your character knows at least three languages:

N
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 ===

* 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.
* Acolyte Ability Score Improvements « PHB-2024 178
| Increase three scores (+1/+1/+1) ¢

* 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.

| Wisdom «

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Dagger 1 11b.
Quarterstaff 1 4 1b.
Sickle 1 2 lb.
Backpack 1 5 lb.
Book 1 51b.
Orb 1 3lb.
Oil 10 10 Ib.
WEIGHT CARRIED Parchment 10 -
48 |b. Tinderbox 1 11b.
ENCUMBERED Book 1 51b.
120 Ib. Lamp 1 11lb.
PUSH/DRAG/LIFT Ink Pen 1 -
240 Ib. Ink 1 -

EQUIPMENT




CHARACTER BACKSTORY

— —
Male 28 Medium 177 cm 178
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Non Dark Tired Eyes White Hair
ALIGNMENT FAITH SKIN EYES HAIR
— —
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| treat my spells like borrowed items that |
must return with interest.
PERSONALITY TRAITS
L~ 1
[ ~"1
Power: | yearn for more power so | can protect the people around me through
h
fn:::endence: 1 wish to no longer depend on people to save me and everyone |
‘((:)x:os\ly: I wish to find out more about the secrets of how my power comes to be.
A Debt: | am indebted towards my patron.
IDEALS
L~ —~
[ ~"1
My Patron
My Spells
Myself
BONDS
L~ —~
[N "]
I am weak towards women.
| am a sinner.
| am hard to trust.
c \ FLAWS /
\ HARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N 7
1 ‘f )\ /
/, /, \

ADDITIONAL NOTES




Warlock

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +5 1A 120 ft. V,S Instantaneous  PHB-2024 267 V/S
QO Poison Spray Warlock +5 1A 30 ft. V.S Instantaneous ~ PHB-2024 306 V/S
QO Spare the Dying Magic Initiate (Cleric) -- 1A 15 ft. V.S Instantaneous ~ PHB-2024 318 V/S
O Guidance Magic Initiate (Cleric) -- 1A Touch V.S Concentration, up to L minute  PHB-2024 282 D: 1m, V/S
QO Produce Flame Eldritch Invocations +5 1A Self V,S 10 minutes PHB 269 D: 10m, VIS
O Ray of Frost Eldritch Invocations +5 1A 60 ft. V,S Instantaneous ~ PHB-2024 311 V/S
O Druidcraft Eldritch Invocations - 1A 30 ft. V.S Instantaneous ~ PHB-2024 266 /S
=== 1st LEVEL === 2 Pact OO
O Hex Warlock - 1BA 90 ft. V,S,M  cConcentration, upto 1 hour - PHB-2024 285 D: 1h, V/S/M
O Hellish Rebuke Warlock DEX13 1R 60 ft. V.S Instantaneous ~ PHB-2024 284 /S
O Speak with Animals [R] Warlock -- 1A Self V.S 10 minutes PHB-2024 318 D: 10m, V/S
O Command Magic Initiate (Cleric) WIS10 1A 60 ft. \Y Instantaneous ~ PHB-2024251 1/LR, V
O Comprehend Languages [R] Eldritch Invocations - 1A Self V,S,M 1 hour PHB-2024 252 D: 1h, V/IS/M
O Identify [R] Eldritch Invocations - im Touch V,S,M Instantaneous PHB 252  V/S/M
R SPELLS N
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