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DESCRIPTION

3RD-LEVEL WARLOCK (PACT OF THE TOME)

CHARLATAN

BACKGROUND

PLAYER

CHARACTER NAME

PROFICIENCY BONUS

Strength

Dexterity

Constitution

3

[ DEXTERITY Intelligence
H_ Wisdom
+l *5_ Charisma
@ SAVING THROWS )’
4 N
[CONSTITUTION ] ﬂ) —— Acrobatics \
O —— Animal Handling
O] 4 Arcana
@] Athletics
@ i Deception
fPE— O — History
INTELLIGENCE
O — Insight
+2 ©) Intimidation
O] i Investigation
@ O —— Medicine
—y O — Nature
WISDOM O ___ Perception
"I O — Performance
O — Persuasion
'0' @] Religion
® _*3_ Sleight of Hand
[ CHARISMA O — Stealth
O — Survival

+3

SKILLS

PASSIVE WISDOM
(PERCEPTION)

/ \ / \ “/ A\
| HAVE A JOKE FOR EVERY OCCASION, ESPECIALLY
12 OCCASIONS WHERE HUMOLR 15 INAPPROPRIATE.
+
ARMOR FEET '/ A BORN GAMBLER WHO CAN'T RESIST TAKING A RISK
CLASS \ wmarve Y U seeo S FOR A POTENTIAL PAYOFF.
PERSONALITY TRAITS
7 N L~ oy
Hit Point Maximum zq ~— ~1
ASPIRATION. |'M DETERMINED TO MAKE
SOMETHING OF MYSELF.
CURRENT HIT POINTS IDEALS
L~ —~J1 L~ Y
— ~] — ~"]
A POWERFUL PERSON KILLED SOMEONE | LOVE.
SOME DAY SOON, I'LL HAVE MY REVENGE.
N\ TEMPORARY HIT POINTS ) BONDS
|~ 1
/ \ / N\ [N “~"1]
Total SP8 successes O=O=O | CAN'T RESIST SWINDLING PEOPLE WHO ARE
MORE POWERFUL THAN ME.
raiures O=0O=0
\ HIT DICE /\ DEATH SAVES /) \\ FLAWS //
//NAME ATK BONUS DAMAGE/TYPE \\ / \
DARKVISION. YOU HAVE SUPERIOR VISION IN DARK
LIGHT CROSSBOW ! +3 D8+l pierciNG AND DIM CONDITIONS. YOU CAN SEE IN DIM
LIGHT WITHIN @0 FEET OF YOU AS IF IT WERE
HAND AXE ? +2 IDG s asHING BRIGHT LIGHT, AND IN DARKNESS AS IF IT WERE
DIM LIGHT. YOU CAN'T DISCERN COLOUR IN
SPELLCASTING 2 +5 VARIABLE DARKNESS, ONLY SHADES OF GRAY.

1YOU CAN FIRE A LIGHT CROSSBOW 80 FT., OR UP TO 320
FT. WITH DISADVANTAGE ON THE ATTACK ROLL.

2YOU CAN THROW A HANDAXE 20 FT., OR UP TO @0 FT.
WITH DISADVANTAGE ON THE ATTACK ROLL.

3 YOUR SPELLCASTING ABILITY IS CHARISMA. WHEN
CASTING A SPELL THAT REQUIRES YOUR TARGET TO MAKE
A SAVING THROW, YOUR SPELL SAVE DC I8 13.

CANTRIPS. YOU KNOW THE THAUMATURGY, ELDRITCH
BLAST, AND FRIENDS CANTRIPS.

KNOWN SPELLS. YOU KNOW THE BLIRNING HANDS, MISTY
STEP, SPIDER CLIMB, AND SCORCHING RAY SPELLS.

SPeLL SLOTS
(20) (2w)

ATTACKS & SPELLCASTING

1| ProFicieNciES. LicHT ARMOLR, SIMPLE
WEAPONS, DISGUISE KIT, FORGERY KIT.

LANGUAGES. COMMON, INFERNAL.

) OTHER PROFICIENCIES & LANGUAGES

LIGHT crossBOW
BOLTS () () () ()(
OO0
OBSIDIAN RING (ARCANE
LEATHER ARMOUR
HAND AXE
DAGGERS (2)

BACKPACK

BOOK OF LORE

BOTTLE OF INK

INK PEN

SHEETS OF PARCHMENT (10)
SMALL BAG OF SAND
SMALL KNIFE

8ET OF FINE CLOTHES
DISGUISE KIT

8ET OF WEIGHTED DICE
BELT POUCH

BOOK OF SHADOWS

EQUIPMENT

HELLISH RESISTANCE. YOU HAVE RESISTANCE TO
FIRE DAMACGE.

INFERNAL LEGACY. YOU CAN CAST THE HELLISH
REBUKE SPELL ONCE PER DAY AS A ZND-LEVEL SPELL.

OTHERWORDLY PATRON: THE FIEND. YOU GAINED
YOUR MAGICAL ABILITIES THROUGH A PACT YOU
MADE WITH A FIEND FROM THE LOWER PLANES
OF EXISTANCE.

MASK OF MANY FACES. YOU CAN CAST DISGUISE
SELF AT WILL, WITHOUT EXPENDING A SPELL SLOT.

PACT OF THE TOME. YOUR PATRON HAS
GRANTED YOU A GRIMOILIRE CALLED A BOOK OF
SHADOWS. IT CONTAINS THE MAGE HAND,
MESSAGE, AND PRODLICE FLAME CANTRIPS,
WHICH YOU CAN CAST AT WILL AS LONG AS THE
BOOK OF SHADOWS IS IN YOUR POSSESSION.

DARK ONE’S BLESSING. WHEN YOU REDLICE A
HOSTILE CREATURE TO O HIT POINTS, YOU GAIN
© TEMPORARY HIT POINTS WHICH LAST LINTIL
THEY'RE DEPLETED OR YOU FINISH A LONG REST.
(8€E PHB 198 FOR MORE INFO.)

FALSE IDENTITY. YOU HAVE CREATED A SECOND
IDENTITY THAT INCLUDES DOCUMENTATION,
ESTABLISHED AQUAINTANCES, AND DISGUISES
THAT ALLOW YOU TO ASSUME THAT PERSONA.
ADDITIONALLY, YOU CAN FORGE DOCUMENTS
INCLUDING OFFICIAL PAPERS AND PERSONAL
LETTERS, AS LONG AS YOU HAVE SEEN AN
EXAMPLE OF THE KIND OF DOCUMENT OR THE
HANDWRITING YOU ARE TRYING TO COPY.

FEATURES & TRAITS

L
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CANTRIPS
THAUMATURGY

Transmutation cantrip

Casting Time: 1 action

Range: 30 feet

Components: V

Duration: Up to 1 minute

You manifest a minor wonder, a sign of
supernatural power. You create one of the
following magical effects within range:

« Your voice booms up to three times as loud as
normal for 1 minute.

« You cause flames to flicker, brighten, dim, or
change color for 1 minute.

« You cause harmless tremors in the ground for 1
minute.

« You create an instantaneous sound that
originates from a point of your choice within
range, such as a rumble of thunder, the cry of a
raven, or ominous whispers.

« You instantaneously cause an unlocked door or
window to fly open or slam shut.

« You alter the appearance of your eyes for 1
minute.

If you cast this spell multiple times, you can have
up to three of its 1-minute effects active at a time,
and you can dismiss such an effect as an action.

ELDRITCH BLAST
Evocation cantrip (as per Agonizing Blast)

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
(+5) against the target. On a hit, the target takes
1d10+3 force damage.

FRIENDS
Enchantment cantrip

Casting Time: 1 action

Range: Self

Components: S, M

Duration: Concentration, up to 1 minute
For the duration, you have advantage on all
Charisma checks directed at one creature of your
choice that isn’t hostile toward you. When the
spell ends, the creature realizes that you used
magic to influence its mood and becomes hostile
toward you. A creature prone to voilence might
attack you. Another creature might seek
retribution in other ways (at the DM’s discretion),
depending on the nature of your interaction with it.

BOOK OF SHADOWS
MAGE HAND

Conjuration cantrip

Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 minute

A spectral, floating hand appears at a point you
choose within range. The hand lasts for the
duration or until you dismiss it as an action. The
hand vanishes if it is ever more than 30 feet away
from you or if you cast this spell again.

You can use your action to control the hand. You
can use the hand to manipulate an object, open an
unlocked door or container, stow or retrieve an

item from an open container, or pour the contents
out of a vial. You can move the hand up to 30 feet
each time you use it.

The hand can’t attack, activate magic items, or
carry more than 10 pounds.

MESSAGE
Transmutation cantrip

Casting Time: 1 action

Range: 120 feet

Components: V, S, M

Duration: 1 round

You point your finger toward a creature within
range and whisper a message. The target (and only
the target) hears the message and can reply in a
whisper that only you can hear.

You can cast this spell through solid objects if you
are familiar with the target and know it is beyond
the barrier. Magical silence, 1 foot of stone, 1 inch
of common metal, a thin sheet of lead, or 3 feet of
wood blocks the spell. The spell doesn’t have to
follow a straight line and can travel freely around
corners or through openings.

PRODUCE FLAME
Conjuration cantrip

Casting Time: 1 action

Range: Self

Components: V, S

Duration: 10 minutes

A flickering flame appears in your hand. The flame
remains there for the duration and harms neither
you nor your equipment. The flame sheds bright
light in a 10-foot radius and dim light for an
additional 10 feet. The spell ends if you dismiss it
as an action or if you cast it again.

You can also attack with the flame, although doing
so ends the spell. When you cast this spell, or as an
action on a later turn, you can hurl the flame at a
creature within 30 feet of you. Make a ranged spell
attack (+5). On a hit, the target takes 1d8 fire
damage.

KNOWN SPELLS
BURNING HANDS

1st-level evocation (as 2nd level)

Casting Time: 1 action

Range: Self (15-foot cone)

Components: V, S

Duration: Instantaneous

As you hold your hands with thumbs touching and
fingers spread, a thin sheet of flames shoots forth
from your outstretched fingertips. Each creature
in a 15-foot cone must make a Dexterity saving
throw. A creature takes 4d6 fire damage on a
failed save, or half as much damage on a
successful one.

The fire ignites any flammable objects in the area
that aren’t being worn or carried.

DISGUISE SELF
1st-level illusion (as per Mask of Many Faces)

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 an Intelligence (Investigation) check
against your spell save DC.

HELLISH REBUKE (1/DAY)
1st-level evocation (as 2nd level, racial ability)

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
Dexterity saving throw. It takes 3d10 fire damage
on a failed save, or half as much damage on a
successful one.

MiSsTY STEP
2nd-level conjuration

Casting Time: 1 bonus action

Range: Self

Components: V

Duration: Instantaneous

Briefly surrounded by silvery mist, you teleport up
to 30 feet to an unoccupied space that you can see.

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.

SCORCHING RaAYy
2nd-level evocation

Casting Time: 1 action

Range: 120 feet

Components: V, S

Duration: Instantaneous

You create three rays of fire and hurl them at
targets within range. You can hurl them at one
target or several.

Make a ranged spell attack (+5) for each ray. On a
hit, the target takes 2d6 fire damage.



