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The Merchant
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Persuasion CHA

Religion INT

Sleight of Hand DEX

Stealth DEX

Warlock 5
CLASS & LEVEL

Lightfoot Halfling

PLAYER NAME

Guild Artisan / Guild Merc

SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 13 28 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
5d8 successes O=O=0O
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
I — Calligrapher's Supplies
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Dwarvish, Halfling
/ N\
25 ft. (Walking)
A SPEED )

PROFICIENCIES & TRAINING

L SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

74

4 N
11 PASSIVE PERCEPTION Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 DASSIVE INSIGHT Eldritch Blast +7 1d10 Force Count: 2, VIS
Unarmed Strike +2 0 Bludgeoning
15 PASSIVE INVESTIGATION
SENSES A WEAPON ATTACKS & CANTRIPS y
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The Merchant

CHARACTER NAME

Warlock 5
CLASS & LEVEL

Lightfoot Halfling

PLAYER NAME

Guild Artisan / Guild Merc
SPECIES BACKGROUND

EXPERIENCE POINTS

————

//
=== 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 15, Spell Attack +7).
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.

| 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.

| 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

=== 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.

* 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.

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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Warlock

SPELL SAVE DC SPELL ATTACK
BONUS
—
)/ \
7 Y
=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +7 1A 120 ft. V,S Instantaneous  PHB 237 Count: 2, 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 15 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
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