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ﬁ) -1 Strength \ / \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH i O _+2_ Dexterity
8 O +2 Constitution +4 13 24 S
O _+0_ Intelligence
® +2 Wisdom INITIATIVE CLASS \ HIT POINTS )
® +5 Charisma / y, 203 , \
— Resistances - Acid successes OO0
DEXTERITY FAILURES O=O=O
14 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ k SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
Light Armor
j === WEAPONS ===

Simple Weapons

o\
J N\
CONSTITUTION O _+2  Acrobatics DEX \ N
i O _*0_ Animal Handling wis CROTICIENCY BORES
O _+0  Arcana INT -
g

i === TOOLS ===
O _L_ Athletics sTR — Calligrapher's Supplies
® +5 Deception CHA ABILITY SAVE DC |
) p— P === LANGUAGES ===
O _#0_ History INT Common, Deep Speech
O _+0  Insight wis (/ N
30 ft. (Walking), 30 ft. (Swimmin
® +5 Intimidation CHA ( 9) ( 9)
O _*0_ Investigation INT
O +0 Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & TRAINING
O +o Perception wis , N\
O _+3  Performance CHA === ACTIONS ===
) Standard Actions === SPECIAL ===
® _*5_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Luck Points « 2 / Long Rest
O +0  Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, You have 2 Luck Points that you can spend on the
g Grapple, Shove, Improvise, Two-Weapon Fighting, benefits below. You regain expended Luck Points after
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence a Long Rest.
® _*4  Stealth DEX === BONUS ACTIONS === Advantage. When you roll a d20 for a D20 Test, you
U CHARISMA ) O +0 Survival wis Awakened Mind can spend 1 Luck Point to give yourself Advantage on
Choose one creature you can see within 30 ft., you  the roll.
1 7 o) and the chosen creature can communicate with each
- other while the two of you are within 3 miles. To Disadvantage. When a creature rolls a d20 for an
@] understand each other, you must mentally share a attack roll against you, you can spend 1 Luck Point to
o language. The telepathic connection lasts for 3 impose Disadvantage on that roll.
- minutes and ends early if you use this ability to form a
connection with another creature.
\ SKILLS / \ ACTIONS )
7 N
10 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
10 Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INSIGHT
Sickle +1 1d4-1 Slashing Simple, Light, Nick
PASSIVE INVESTIGATION q
10 Eldritch Blast +5 1d10+3 Force VIS
Darkvision 60 ft. Unarmed Strike +1 0 Bludgeoning
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== WARLOCK FEATURES ===

* Core Warlock Traits « PHB-2024 153

* Eldritch Invocations « PHB-2024 153

You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a
prerequisite, you must meet it to learn that invocation.

| Agonizing Blast (Eldritch Blast) « br-2024
You can add your Cha. modifier bonus to the damage
rolls of Eldritch Blast.

| Lessons of the First Ones « br-2024
You gain one Origin feat of your choice.

| Pact of the Tome ¢ br-2024
At the end of a Short or Long Rest you can conjure
forth a book in your hand, a Book of Shadows, which
contains eldritch magic that only you can access,
granting the benefits below.

* When the book appears, choose 3 cantrips and
choose two level 1 spells that have the Ritual tag,
which can be from any class’s spell list.

« You can use the book as a Spellcasting Focus.

The book disappears if you conjure another one or if
you die.

* Pact Magic *« PHB-2024 153
* Magical Cunning « PHB-2024 154
Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 1 expended Pact Magic
spell slots.

| 1/Long Rest « 1 Minute

* Warlock Subclass « PHB-2024 154

| Great Old One Patron

* Awakened Mind « PHB-2024 162

As a Bonus Action, choose one creature you can see
within 30 ft., you and the chosen creature can
communicate with each other while the two of you are
within 3 miles. To understand each other, you must
mentally share a language. The telepathic connection
lasts for 3 minutes and ends early if you use this ability
to form a connection with another creature.

| 1 Bonus Action

* Great Old One Spells « PHB-2024 163

When you reach a Warlock level specified in the Great
Old One Spells table, you thereafter always have the
listed spells prepared.

* Psychic Spells « PHB-2024 163

When you cast a Warlock spell that deals damage, you
can change its damage to Psychic. In addition, when
you cast a Warlock spell that is an Enchantment or
lllusion, you can do so without Verbal or Somatic
components.

=== WATER GENASI SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 5
Your character can speak, read, and write Common
and one other language that you and your DM agree is

N

appropriate for the character.

* Creature Type « MotM
You are a Humanoid.

* Size « MotM 17
You choose between Medium or Small when you
select this race.

* Speed « MotM 17
Your walking speed is 30 ft. and you have a swimming
speed equal to your walking speed.

* Acid Resistance * MotM 17
You have resistance to acid damage.

* Amphibious ¢« MotM 17
You can breathe air and water.

* Call to the Wave « MotM 17

You learn acid splash. At 3rd level you can cast create
or destroy water, and at 5th level you can cast water
walk, without requiring material components. Once you
cast either spell, you can't cast that spell again until
you finish a long rest. You can also cast these spells
using any spell slots you have of the appropriate level.

Your spellcasting modifier is either Intelligence,
Wisdom, or Charisma (choose when you select this
race).

| Charisma
Charisma is your spellcasting ability for these spells
when you cast them with this trait.

* Darkvision « MotM 17

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Dagger 1 11b.
Sickle 1 21b.
Backpack 1 5 Ib.
Book 1 51b.
Orb 1 31b.
oil 10 10 Ib.
Parchment 10 -
WEIGHT CARRIED Tinderbox 1 11lb.
44 |b. Book 1 5 Ib.
ENCUMBERED Lamp 1 1lb.
120 Ib. Ink Pen 1 -
PUSH/DRAG/LIFT Ink 1 -
240 Ib.
EQUIPMENT
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=== FEATS ===

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Lucky « PHB-2024 201

Luck Points. You have 2 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 2 / Long Rest « Special

ADDITIONAL FEATURES & TRAITS

N

Q ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Eldritch Blast
Friends

Acid Splash
Guidance

Mage Hand

Prestidigitation

=== 1st LEVEL ===

Hex

Charm Person

Create or Destroy Water
Create or Destroy Water
Dissonant Whispers
Tasha's Hideous Laughter
Comprehend Languages [R]

Unseen Servant [R]

===2nd LEVEL ===
Mirror Image
Suggestion

Detect Thoughts

Phantasmal Force

(At will)

Warlock

Warlock

Call to the Wave
Eldritch Invocations
Eldritch Invocations

Eldritch Invocations

Warlock

Warlock

Call to the Wave

Call to the Wave

Great Old One Spells (Always Prepared)
Great Old One Spells (Always Prepared)
Eldritch Invocations

Eldritch Invocations

2 Pact OO

Warlock

Warlock

Great Old One Spells (Always Prepared)

Great Old One Spells (Always Prepared)

+5
WIS 13
DEX 13

WIS 13
WIS 13

WIS 13
WIS 13
INT 13

1A
1A
1A
1A
1A
1A

1BA
1A
1A
1A
1A
1A
1A
1A

1A
1A
1A
1A

120 ft.
10 ft.
60 ft.
Touch
30 ft.
10 ft.

90 ft.

30 ft.

30 ft./30 ft. Cube
30 ft./30 ft. Cube
60 ft.

30 ft.

Self

60 ft.

Self
30 ft.
Self

60 ft./10 ft. Cube

SPELLS

V.S
SM
V.S
V.S
V.S
V.S

V,S,\M
V.S
V,S,\M
V,S,\M
A\
V,S,\M
V,S,\M
V,S,\M

v,S
V.M
V,SM
V,S.M

Instantaneous
Concentation, up o 1 minute
Instantaneous
Goncentration, up o 1 minute
1 minute

1 hour

Concentration, up to 1 hour
1 hour
Instantaneous
Instantaneous
Instantaneous
Concentation, up to 1 minute
1 hour

1 hour

1 minute
Concentration, up to 8 hours
Goncentration, up to 1 minute

Concentration, up to 1 minute

PHB-2024 267
PHB-2024 277
PHB 211
PHB 248
PHB-2024 293

PHB-2024 307

PHB-2024 285
PHB-2024 249
PHB 229
PHB 229
PHB-2024 264
PHB-2024 331
PHB 224

PHB-2024 336

PHB-2024 299
PHB-2024 320
PHB-2024 262

PHB-2024 304

VIS
D:1m, S/M
VIS
D: 1m, VIS
D: 1m, VIS
D: 1h, VIS

D: 1h, VISIM

D: 1h, VIS

1/LR, 30 ft. Cube, V/ISIM
30 ft. Cube, VIS/IM

\

im, VISIM

1h, VISIM

1h, VISIM

9 9 9

1im, VIS

8h, VIM

1im, VISIM

1m, 10 ft. Cube, V/S/IM
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