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=== WARLOCK FEATURES ===

* Hit Points « PHB 106
* Proficiencies * PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Great Old One

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 18, Spell Attack +10).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « PHB 110
Additional spells are added to the warlock spell list for
you.

* Awakened Mind « PHB 110

You can telepathically speak to any creature you can
see within 30 ft. of you if it understands at least one
language.

* Eldritch Invocations « PHB 107
You learn fragments of forbidden knowledge that
imbue you with an abiding magical ability.

| Agonizing Blast « PHB 110
When you cast eldritch blast, add +5 to the damage it
deals on a hit.

| Eldritch Sight « PHB 110
You can cast detect magic at will, without expending a
spell slot.

| Eyes of the Rune Keeper « PHB 111
You can read all writing.

| Mire the Mind « PHB 111

Once per long rest, you can cast slow using a warlock
spell slot.

| Repelling Blast « PHB
When you hit a creature with eldritch blast, you can
push the creature up to 10 feet away from you in a
straight line.

| Voice of the Chain Master « PHB
You can communicate telepathically with your familiar,
perceive through its senses, and speak through it in
your own voice as long as you are on the same plane
of existence.

* Pact Boon « PHB 107
Your otherworldly patron bestows a gift upon you for
your loyal service.

| Pact of the Chain « PHB
You learn the find familiar spell, it doesn't count
against your number of known spells, and you can cast
it as a ritual. Your familiar can take on a more powerful
form, and when you take the Attack action, you can
forgo one of your own attacks to allow your familiar to
make one attack with its reaction.

* Ability Score Improvement « PHB 108

* Entropic Ward « PHB 110

Once per short rest, when a creature makes an attack
roll against you, you can use your reaction to impose
disadvantage on that roll. If it misses you, your next
attack roll against the creature has advantage if you
make it before the end of your next turn.

| 1/ Short Rest » 1 Reaction

* Thought Shield « PHB 110

Your thoughts can't be read by telepathy or other
means unless you allow it. You also have resistance to
psychic damage, and whenever a creature deals

psychic damage to you, that creature takes the same
amount of damage that you do.

* Mystic Arcanum (6th level) « PHB 108

Your patron bestows upon you one 6th-level warlock
spell that you can cast without expending a spell slot
once per long rest.

* Mystic Arcanum (7th level) « PHB 108

Your patron bestows upon you one 7th-level warlock
spell that you can cast without expending a spell slot
once per long rest.

* Create Thrall « PHB 110

You can use your action to touch an incapacitated
humanoid, and it is then charmed by you (and you can
telepathically communicate with it on the same plane)
until a remove curse spell is cast on it, the charmed
condition is removed from it, or you use this feature
again.

| 1 Action

=== LIGHTFOOT HALFLING SPECIES TRAITS ===

* Ability Score Increase * BR 28
Your Dexterity score increases by 2.

* Lucky ¢ BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness ¢ BR 28
You can move through the space of any creature that
is of a size larger than yours.

N

EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib. Small Knife 1 --

Dagger 1 11b.

Dagger 1 11b.

Dagger 1 11b.

Club 1 21b.

Backpack 1 5 lb.

Clothes, Traveler's 1 4 1b.

Pouch 1 11b.
Arcane Focus 1 -

WEIGHT CARRIED Calligrapher's Supplies 1 5 lb.

35 |b. Book 1 51b.
ENCUMBERED Ink (1 ounce bottle) 1 -
120 Ib. Ink Pen 1 -
PUSH/DRAG/LIFT Parchment (one sheet) 10 -
240 Ib. Little Bag of Sand 1 -
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* Ability Score Increase ¢ BR 28
Your Charisma score increases by 1.

* Naturally Stealthy « BR 28

You can attempt to hide even when you are obscured
only by a creature that is at least one size larger than
you.

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +10 1A 120 ft. V,S Instantaneous  PHB 237 Count: 3, VIS
O Mage Hand Warlock -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
=== 1st LEVEL ===
O Comprehend Languages Warlock - 1A Self V,S,M 1 hour PHB 224 D: 1h, VISIM
O Dissonant Whispers Warlock WIS 18 1A 60 ft. \% Instantaneous  PHB 234 V
O Detect Magic Eldritch Invocations - 1A Self/30 ft. Sphere  V,S Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Find Familiar Pact Boon - 1h 10 ft. V,S,M Instantaneous PHB 240  V/S/M
=== 3rd LEVEL ===
O Slow Eldritch Invocations wIs 18 1A 120 ft./40 ft. Cube V,S,M  concenvation, spro1minwe  PHB 277 1/LR, D: 1m, 40 ft. Cube, V/S/IM
=== 6th LEVEL ===
O True Seeing Mystic Arcanum (6th level) - 1A Touch V,S,M 1 hour PHB 284  1/LR, D: 1h, VISIM
===T7th LEVEL ===
O Finger of Death Mystic Arcanum (7th level) CON 18 1A 60 ft. V,S Instantaneous  PHB 241  1/LR, V/S
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