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Strength
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Advantage against being charmed,
and magic can't put you to sleep

Constitution

Intelligence

Charisma
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O _+3  Acrobatics DEX \
O _*0_ Animal Handling wis
® +2 Arcana INT
O -1 Athletics STR
O _+4  Deception CHA
O _-1 History INT
® _+3  Insight wis
® +7 Intimidation CHA
O _-1  Investigation INT
O +0 Medicine wis
O -1 Nature INT
® _+3  Perception WIS
O _+4 Performance CHA
QO _+4  Persuasion CHA
® _*2  Religion INT
QO _*3  Sleight of Hand DEX
® _+6 Stealth DEX
QO _+0_ Survival wis
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CLASS & LEVEL PLAYER NAME
Half-EIf Acolyte (Milestone)
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Immunities - Magical Sleep successes OO0
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\ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== LANGUAGES ===
— — Common, Elvish, Hadozee, Kothian,
ABILITY SAVE DC | Zemnian

PROFICIENCIES & LANGUAGES

Standard Actions

action.

=== ACTIONS ===

=== BONUS ACTIONS ===
Great Weapon Master Attack
On your turn, when you score a critical hit with a
melee weapon or reduce a creature to 0 HP with one,
you can make one melee weapon attack as a bonus

Hexblade’s Curse ¢ 1 / Short Rest
Once per short rest, as a bonus action, choose one

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+3 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 12 HP if it dies.

=== SPECIAL ===
Accursed Specter « 1/ Long Rest

When you slay a humanoid, you can cause its spirit
to rise as a specter that gains +4 temp HP. Roll
initiative for the specter, which has its own turns. It
obeys your verbal commands, gains a +4 bonus to its
attack rolls, and remains until the end of your next

long rest.

ACTIONS

Eldritch Smite

74

7' N
13 PASSIVE WISDOM (PERCEPTION) Crossbow, light +6 108+3 Piercing  smeie mminiion, Loading, Range, T Handed, Range (201220
13 PASSIVEISDOM (NSIGHT) Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Greatsword +8 2d6+5 Slashing Martial, Heavy, Two-Handed
9 PASSIVE INTELLIGENCE (INVESTIGATION) Mountain of Bones +8 2d6+5 Slashing +2d6 Fire, Martial, Heavy, Two-Handed
Darkvision 60 ft. Mountain of Bones (Exalted) +8 2d6+5 Slashing +3d6 Fire, Martial, Heavy, Two-Handed
Eldritch Blast +7 1d10+4 Force Count: 2, V/S
<
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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 Hexblade

* 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 « XGtE 55
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse « XGtE 55

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+3 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 12 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE 55

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special

* 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 +4 to the damage it
deals on a hit.

| Eldritch Smite « XGtE 56
Once per turn when you hit a creature with your pact
weapon, you can expend a warlock spell slot to deal
an extra 1d8 force damage to the target, plus another
1d8 per level of the spell slot, and you can knock the
target prone if it is Huge or smaller.

| Special

| Improved Pact Weapon ¢ XGtE 57
Your pact weapon can be your spellcasting focus,
gains a +1 bonus to its attack and damage rolls
(unless it already has a magic bonus), and can be a
shortbow, longbow, light crossbow, or heavy
crossbow.

| Thirsting Blade « PHB 111
You can attack with your pact weapon twice whenever
you take the Attack action on your turn.

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

| Pact of the Blade « PHB
As an action, you can create a pact weapon in your
hand (you choose the form, you're proficient with it,
and it counts as magical). You can also transform a
magic weapon into your pact weapon by performing a
special ritual.

| Create Pact Weapon: 1 Action
* Ability Score Improvement « PHB 108

* Accursed Specter « XGtE 56

When you slay a humanoid, you can cause its spirit to
rise as a specter that gains +4 temp HP. Roll initiative
for the specter, which has its own turns. It obeys your
verbal commands, gains a +4 bonus to its attack rolls,
and remains until the end of your next long rest.

| 1/ Long Rest ¢ Special

=== HALF-ELF RACIAL TRAITS ===

* Darkvision ¢ BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

=== FEATS ===

* Great Weapon Master « PHB 167

On your turn, when you score a critical hit with a melee
weapon or reduce a creature to 0 HP with one, you
can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

| Great Weapon Master Attack: 1 Bonus Action

EQUIPMENT

FEATURES & TRAITS
Mountain of Bones 1 6 Ib. Hammer 1 31b.
Mountain of Bones (Exalted) 1 6 Ib. Piton 10 251b.
Leather 1 10 Ib. Rations (1 day) 10 20 Ib.
Dagger 1 1lb. Rope, Hempen (50 feet) 1 10 Ib.
Dagger 1 1lb. Tinderbox 1 1lb.
Crossbow, light 1 5 lb. Torch 10 10 Ib.
Crossbow, light 1 5 lb. Waterskin 1 51b.
Greatsword 1 6 Ib.
Crossbow Bolts 20 1.51b.
WEIGHT CARRIED Backpack 1 51b.
109 Ib. Clothes, Common 1 31b.
ENCUMBERED Component Pouch 1 21b.
120 Ib. Amulet 1 11b. Mountain of Bones 1 6 Ib.
PUSH/DRAG/LIFT Vestments 1 -
240 |b. Crowbar 1 5 lb.
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

7
I idolize a particular hero of my faith, and constantly refer to that
person’s deeds and example.

just need to listen.
I idolize a particular hero of my faith, and constantly refer to that
person’s deeds and example.

just need to listen.

PERSONALITY TRAITS
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| see omens in every event and action. The gods try to speak to us, we

| see omens in every event and action. The gods try to speak to us, we
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Aspiration. | seek to prove myself worthy
against his or her teachings. (Any)

IDEALS
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of my god’s favor by matching my actions
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| will someday get revenge on the
corrupt temple hierarchy who
branded me a heretic.
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Once | pick a goal, | become
obsessed with it to the detriment of
everything else in my life.
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--Why are you a solist? How did you become one?
what was the process like? (we can work together
on that or you can decide, up to you)

| am a solist because my parents were saved by
the Tepurg solist church and grew up under their
protection.

--Why are you now considering to not be a solist?
How long have you considered to change?

There is more to life than absolute justice.
Vigilante justice driven by a little more compassion
than the fucking system.

--What's your personality? What do you like or
dislike? Have at least one funny/interesting thing
about you the kind of thing a first year student
would share at an icebreaker (i love cats/ | am
allergic to everything/something slightly
dumb/funny like that)

| hate shields
| dislike people who walk slow
| dislike overcast

I love fire, used to sleep so close to one as a kid
that sometimes | would wake up with blankets
burnt, but | would be fine.

| dont like the way the solist and my parents rely
on a goddess that just disappear for a thousand
years. | crave current and strong action.
Something | can do to break out of this cycle of
brainwash and inaction. Mila is the answer.

--What kind of ties do you have? friends, lovers
parents?

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +7 1A 120 ft. V,S Instantaneous  PHB 237 Count: 2, VIS
O Sword Burst Warlock DEX 15 1A Self/5 ft. \% Instantaneous  SCAG 143 V
=== 1st LEVEL ===
O Wrathful Smite <C> Warlock WIS 15 1BA  Self \ Concenuration, upto L minuie  PHB 289 D:1m, V
O Hex<C> Warlock -- 1BA 90 ft. V,S,M  Concentration, upto 1hour  PHB 251 D: 1h, VISIM
O Armor of Agathys Warlock - 1A Self V,S,M 1 hour PHB 215 D: 1h, V/SIM
=== 3rd LEVEL ===
O Fly<C> Warlock - 1A Touch V,S\M  concenvaion,wpwo20mnuees - PHB 243 D: 10m, V/S/M
SPELLS
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