Human

Warlock (Pact of the Fiend), 3rd level

Sage

RACE

LEVEL & CLASS

BACKGROUND

DESCRIPTION

PLAYER

Medium
SIZE

CHARACTER NAME

STRENGTH

+2

+0

PROFICIENCY BONUS

12

+1

ARMOR
CLASS

INITIATIVE

Strength
Hit Point Maximum

Dexterity

11

30
FEET
SPEED

24
Eldritch Sight. You can cast Detect Magic
at will, without expending a spell slot.

Constitution
Intelligence

DEXTERITY

+1

+1

+5

Wisdom

Repelling Blast. When you hit a creature
with Eldritch Blast, you can push the
creature up to 10 ft. away from you in a
straight line.

CURRENT HIT POINTS

Charisma
SAVING THROWS

13

TEMPORARY HIT POINTS

Acrobatics ( Dex)

CONSTITUTION

Animal Handling ( Wis )

+2

+4

Total

Arcana ( Int)

3D8

SUCCESSES
FAILURES

Athletics ( Str )

15

HIT DICE

Deception ( Cha)
+4

+5

14

Insight ( Wis )

NAME

Intimidation ( Cha)

spellcasting 1

+5

SPECIAL

Investigation ( Int)

Spear 2,3

+2

1D6

Medicine ( Wis )

Sling 4

+3

1D4+1 BLUDGEONING

+3

1D4+1 PIERCING

Nature ( Int)
WISDOM

Dagger

Perception ( Wis )

-1

Religion ( Int)
Sleight of Hand ( Dex)

CHARISMA

Stealth ( Dex)

+3

Survival ( Wis )
SKILLS

You can throw your spear up to 20 ft., or up to
60 ft. with disadvantage on the attack roll.

3

If wielding your spear with two hands, you inflict
1d8 damage.

4

You can fire sling bullets up to 30 ft., or up to
120 ft. with disadvantage on the attack roll.

5

You can throw a dagger up to 30 ft., or up to 60
ft. with disadvantage on the attack roll.

Pact of the Chain. You can cast the Find
Familiar spell as a ritual, choosing one of
the following forms for your familiar:
bat, cat, crab, frog (toad), hawk, lizard,
octopus, owl, poisonous snake, fish
(quipper), rat, raven, sea horse, spider,
weasel, imp, pseudodragon, quasit, or
sprite. Additionally, when you take the
Attack action, you can forgo one of your
own attacks to allow your familiar to
make one attack of its own.
Dark One’s Blessing. When you reduce a
hostile creature to 0 hit points, you gain
6 temporaty hit points.
Researcher. When you attempt to learn or
recall a piece of lore, if you do not know
that information, you often know where
and from whom you can obtain it. Usually,
this information comes from a library,
scriptorium, university, or a sage or other
learned person or creature.

Spell Slots
(2nd) (2nd)

PASSIVE WISDOM
(PERCEPTION)

Proficiencies. Light armour, simple
weapons.

PIERCING

2

16

9

5

DAMAGE/TYPE

Your Spellcasting ability is Charisma. When casting
spells that require your target to make a saving
throw, your Spell Save DC is 13. You regain your
expended spell slots after a short or long rest.

Persuasion ( Cha)
+4

ATK BONUS

1

Performance ( Cha)

9

DEATH SAVES

History ( Int)

INTELLIGENCE

+2

As a Warlock, you have gained magical
power through a pact made with a
supernatural entity.

ATTACKS & SPELLCASTING

Spear
component pouch
leather armour
daggers (2)
sling

CP

Languages. Common, Abyssal, Infernal,
Sylvan
SP

backpack
book of lore
bottle of ink
quill pen
sheets of parchment (10)
little bag of sand

EP

GP

10

common clothes

PP

OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT

FEATURES & TRAITS
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Cantrips

Spells

Find Familiar

Eldritch Blast

Hex

Evocation cantrip
Casting Time: 1 action
Range: 120 ft.
Components: V, S
Duration: Instantaneous

1st-level Enchantment
Casting Time: 1 bonus action
Range: 90 ft.
Components: V, S, M
Duration: Concentration, up to 1 hour

1st-level conjuration (ritual)
Casting Time: 1 hour
Range: 10 ft.
Components: V, S, m
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.

You place a curse on a creature that you
can see within range. Until the spell
ends, you deal an extra 1d6 necrotic
damage to the target whenever you hit it
with an attack.

Minor Illusion

Also, choose one ability when you cast
the spell. The target has disadvantage on
ability checks made with the chosen
ability.

Illusion cantrip
Casting Time: 1 action
Range: 30 ft.
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.

Eldritch Invocations
Detect Magic
1st-level divination
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 min.

For the duration, you sense the presence
of magic within 30 feet of you. If you
sense magic in this way, you can use your
action to see a faint aura around any
visible creature or object in the area
that bears magic, and you learn its
school of magic, if any.
The spell can penetrate most barriers,
but it is blocked by 1 ft. of stone, 1 inch
of common metal, a thin sheet of lead, or 3
ft. of wood or dirt.

If the target drops to 0 hit points
before this spell ends, you can use a
bonus action on a subsequent turn of
yours to curse a new creature.

Witch Bolt
1st-level Evocation
Casting Time: 1 action
Range: 30 ft.
Components: V, S, M
Duration: Concentration, up to 1 hour

A beam of crackling blue energy lances
out toward a creature within range,
forming a sustained arc of lightning
betwen you and the target. Make a
ranged spell attack against that
creature. On a hit, the target takes 1d12
lightning damage, and on each of your
turns for the duration, you can use your
action to deal 1d12 lightning damage to
the target automatically. The spell ends
if you use your action to do anything
else. The spell also ends if the target is
ever outside the spell’s range or if it
has total cover from you.

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.

Ray of Enfeeblement
2nd-level necromancy
Casting Time: 1 action
Range: 60 ft.
Components: V, S
Duration: Concentration, up to 1 minute

A black beam of enervating energy
springs from your finger toward a
creature within range. Make a ranged
spell attack against the target. On a hit,
the target deals only half damage with
weapon attacks that use Strength until
the spell ends.
At the end of each of the target's
turns, it can make a Constitution saving
throw against the spell. On a success,
the spell ends.

You gain the service of a familiar, a spirit
that takes an animal form you choose.
Appearing in an unoccupied space within range,
the familiar has the statistics of the chosen
form, though it is a celestial, fey, or fiend
(your choice) instead of a beast.
Your familiar acts independently of you, but
it always obeys your commands. In combat, it
rolls its own initiative and acts on its own
turn. A familiar can't attack, but it can take
other actions as normal.
When the familiar drops to 0 hit points, it
disappears, leaving behind no physical form. It
reappears after you cast this spell again.
While your familiar is within 100 feet of you,
you can communicate with it telepathically.
Additionally, as an action, you can see
through your familiar's eyes and hear what it
hears until the start of your next turn,
gaining the benefits of any special senses
that the familiar has. During this time, you
are deaf and blind with regard to your own senses.
As an action, you can temporarily dismiss
your familiar. It disappears into a pocket
dimension where it awaits your summons.
Alternatively, you can dismiss it forever. As
an action while it is temporarily dismissed,
you can cause it to reappear in any unoccupied
space within 30 feet of you.
You can't have more than one familiar at a
time. If you cast this spell while you already
have a familiar, you instead cause it to adopt
a new form. Choose one of the forms from
the above list. Your familiar transforms into
the chosen creature.
Finally, when you cast a spell with a range of
touch, your familiar can deliver the spell as
if it had cast the spell. Your familiar must be
within 100 feet of you, and it must use its
reaction to deliver the spell when you cast
it. If the spell requires an attack roll, you
use your attack modifier for the roll.

