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Pre-generated character sheet and recontextualized Steampunk rules prepared by joe.nittoly.ca

Pact of the Blade

As an action, you can materialize a 
magic weapon in a form of your 
choice (excluding firearms) in your 
empty hand. You gain proficiency with 
this weapon for as long as it exists. 

Your pact weapon vanishes if it is 
farther than 5 ft. from you for 
more than 1 minute, if you dismiss it, 
if you use this feature again to 
conjure a new one, or upon your death.

(See “Pact of the Blade,” PHB 107, for more.)

Awakened Mind

You can telepathically speak to any 
creature you can see within 30 ft. 
The creature need only be able to 
speak at least one language, even if 
it isn’t one you know, for you to 
communicate with it this way.

Feat: Skulker

You are expert at slinking through 
shadows. You can the following 
benefits: 

• You can try to hide when you are 
merely lightly obscured.

• Dim light doesn’t impose 
disadvantage on your Wisdom 
(Perception) checks relying on sight. 

• When you are hidden from a 
creature and miss it with a ranged 
weapon attack, making the attack 
doesn’t reveal your position.

Kukri
Club
Daggers x 2
UnHallowed Skull (i.e.  your “Spell focus”)
Leather armour

1 Your spell focus is an Unhallowed Skull, 
through which your spellcasting manifests. 
The spells you can cast are explained on 
the back of your sheet.  Your spell slots 
replenish after a short or long rest.

Proficiencies. Light Armour, Simple 
Weapons.

Languages. Common, Aionian, Illyrean
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3rd-Level Occultist
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Kukri +4 1D6+2 SLASHING

Spellcasting 1 +5 SPELL SAVE DC: 13

Club +3 1D4+1 BLUDGEONING

13 +2 30
FEET

You’re an Occultist whose eldritch 
pursuits have lead you to form a pact with 
an ancient entity from which you’ve gained 
supernatural powers.

*The Occulist is a recontextualized Warlock.
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Cantrips

Eldritch Blast
Evocation cantrip
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

A beam of crackling energy streaks 
toward a creature within range. Make a 
ranged spell attack against the target. 
On a hit, the target takes 1d10 force 
damage.

Minor Illusion
Illusion cantrip
Casting Time: 1 action
Range: 30 feet
Components: S, M
Duration: 1 minute

You create a sound or an image of an 
object within range that lasts for the 
duration. The illusion also ends if you 
dismiss it as an action or cast this spell again.

If you create a sound, its volume can 
range from a whisper to a scream. It can 
be your voice, someone else’s voice, a 
lion’s roar, a beating of drums, or any 
other sound you choose. The sound 
continues unabated throughout the 
duration, or you can make discrete 
sounds at different times before the 
spell ends.

If you create an image of an object-such 
as a chair, muddy footprints, or a small 
chest-it must be no larger than a 5-foot 
cube. The image can’t create sound, light, 
smell, or any other sensory effect.

Physical interaction with the image 
reveals it to be an illusion, because 
things can pass through it.

If a creature uses its action to examine 
the sound or image, the creature can 
determine that it is an illusion with a 
successful Intelligence (Investigation) 
check against your spell save DC. If a 
creature discerns the illusion for what 
it is, the illusion becomes faint to the 
creature.

Spells

Hellish Rebuke
1st-level evocation
Casting Time: 1 reaction, which you take in 
response to being damaged by a creature within 
60 feet of you that you can see
Range: 60 feet
Components: V, S
Duration: Instantaneous

You point your finger, and the creature 
that damaged you is momentarily 
surrounded by hellish flames. The 
creature must make a DC 13 Dexterity 
saving throw. It takes 3d10 fire damage 
on a failed save, or half as much damage 
on a successful one.

Invisibility
2nd-level illusion
Casting Time: 1 action
Range: Touch
Components: V, S, M
Duration: Concentration, up to 1 hour

A creature you touch becomes invisible 
until the spell ends. Anything the target 
is wearing or carrying is invisible as long 
as it is on the target’s person. The spell 

ends for a target that attacks or casts 
a spell.

Shatter
2nd-level evocation
Casting Time: 1 action
Range: 60 feet
Components: V, S, M
Duration: Instantaneous

A sudden loud ringing noise, painfully 
intense, erupts from a point of your 
choice within range. Each creature in a 
10-foot-radius sphere centered on that 
point must make a DC 13 Constitution 
saving throw. A creature takes 3d8 
thunder damage on a failed save, or half 
as much damage on a successful one.

A creature made of inorganic material 
such as stone, crystal, or metal has 
disadvantage on this saving throw.

A nonmagical object that isn’t being 
worn or carried also takes the damage if 
it’s in the spell’s area.

Spider Climb
2nd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M
Duration: Concentration, up to 1 hour

Until the spell ends, one willing 
creature you touch gains the ability to 
move up, down, and across vertical 
surfaces and upside down along ceilings, 
while leaving its hands free. The target 
also gains a climbing speed equal to its 
walking speed.

Dissonant Whispers
1st-level Enchantment
Casting Time: 1 Action
Range: 60 ft.
Components: V,S
Duration: Instantaneous

You whisper a discordant melody that 
only one creature of your choice within 
range can hear, wracking it with terrible 
pain. The target must make a Wisdom 
saving throw. 

On a failed save, it takes 4d6 psychic 
damage and must immediately use its 
reaction, if available, to move as far as 
its speed allows away from you. The 
creature doesn’t move into obviously 
dangerous ground, such as a fire or a 
pit. 

On a successful save, the target takes 
half as much damage and doesn’t have to 
move away. A deafned creature 
automatically succeeds on the save.

Tasha’s Hideous Laughter
1st-level Enchantment
Casting Time: 1 action
Range: 30 ft.
Components: V,S,M
Duration: Concentration, up to 1 minute

A creature of your choice that you can 
see within range perceives everything as 
hilariously funny and falls into fits of 
laughter if this spell affects it.

The taret must succeed on a Wisdom 
saving throw of fall prone, becoming 
incapacitated and unable to stand up for 
the duration. A creature with an 
Intelligence score of 4 or less isn’t 
affected.

At the end of each of its turns, and each 
time it takes damage, the target can 

make another Wisdom saving throw. The 
target has advantage on the saving 
throw if it’s triggered by damage. On a 
success, the spell ends. 

Eldritch Invocations

Mask of Many Faces
You can cast disguise self at will, 
without expending a spell slot:

1st-level illusion
Casting Time: 1 action
Range: Self
Components: V,S
Duration: 1 hour

You make yourself - including your 
clothing, armor, weapons, and other 
belongings on your person - look 
different until the spell ends or until 
you use your action to dismiss it. You can 
seem 1 foot shorter or taller and can 
appear thin, fat, or in between. You can’t 
change your body type, so you must adopt 
a form that has the same basic 
arrangement of limbs. Otherwise, the 
extent of the illusion is up to you.

The changes wrought by this spell fail to 
hold up to physical inspection. For 
example, if you use this spell to add a 
hat to your outfit, objects pass through 
the hat, and anyone who touches it would 
feel nothing or would feel your head and 
hair. If you use this spell to appear 
thinner than you are, the hand of 
someone who reaches out to touch you 
would bump into you while it was 
seemingly still in midair.

To discern that you are disguised, a 
creature can use its action to inspect 
your appearance and must succeed on a 
DC 13 Intelligence (Investigation) check.

Beast Speech
You can cast Speak with Animals at will, 
without expending a spell slot:

1st-level divination (ritual)
Casting Time: 1 action
Range: Self
Components: V,S
Duration: 10 minutes

You gain the ability to comprehend and 
verbally communicate with beasts for 
the duration. The knowledge and 
awareness of many beasts is limited by 
their intelligence, but at minimum, 
beasts can give you information about 
nearby locations and monsters, including 
whatever they can perceive or have 
perceived within the past day. You might 
be able to persuade a beast to perform a 
small favor for you, at the GM’s 
discretion.


