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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.

| Fiendish Vigor « br-2024
You can cast False Life on yourself without expending
a spell slot. When you cast the spell with this feature,
you automatically get the highest number on the die.

| Pact of the Blade * br-2024
As a Bonus Action, you can conjure a pact weapon in
your hand, or create a bond with a magic weapon you
touch. You can't bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Whenever you attack with the bonded weapon, you
can use your Cha. instead of Str. or Dex.; and you can
cause it to deal Necrotic, Psychic, or Radiant damage
or its normal damage type.

Your bond with the weapons ends if you use this
feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the bond
ends.

| Pact of the Blade: Conjure: 1 Bonus Action

| Pact of the Blade: Bond: 1 Bonus Action

* 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

| The Fathomless (TCoE)
* Expanded Spell List « TCoE
The Fathomless lets you choose from an expanded list
of spells when you learn a warlock spell.
* Tentacle of the Deeps « TCoE
You can magically summon a spectral tentacle that
strikes at your foes.

| Tentacle of the Deeps: Summon: 2/ Long Rest « 1
Bonus Action

| Tentacle of the Deeps: Move: 1 Bonus Action
| Tentacle of the Deeps: Attack: 1 Bonus Action
* Gift of the Sea « TCoE
You gain a swimming speed of 40 feet, and you can

breathe underwater.

* Ability Score Improvement « PHB-2024 155

=== GOBLIN SPECIES TRAITS ===

* 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 20

You are a Humanoid but are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 20
You are Small.

* Speed * MotM 20
Your walking speed is 30 ft.

* Darkvision « MotM 20

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 and
discern colors in that darkness as shades of gray.

* Fey Ancestry « MotM 20
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Fury of the Small « MotM 20

When you damage a creature whose size is larger
than you with an attack or a spell, you can deal an
extra +2 damage.

You can use this trait 2 times per long rest, and you
can only use it once per turn.

| 2/ Long Rest « Special
* Nimble Escape * MotM 20
You can take the Disengage or Hide action as a bonus
action on each of your turns.

| Nimble Escape: Disengage: 1 Bonus Action

| Nimble Escape: Hide: 1 Bonus Action

FEATURES & TRAITS
\\
Leather 1 10 Ib. Oil 10 10 Ib.
Dagger 1 11b. Parchment 10 --
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 11b. Book 1 51b.
Dagger 1 1lb. Lamp 1 1lb.
Sickle 1 21b. Ink Pen 1 -
Backpack 1 5 lb. Ink 1 --
Pouch 1 11b. Whip 1 31lb
Pouch 1 11b.
WEIGHT CARRIED Bedroll L 71b.
63 Ib. Book 1 51b.
ENCUMBERED Playing Cards 1 --
120 Ib. Thieves' Tools 1 11b.
PUSH/DRAG/LIFT Orb 1 31b.
240 |b. Traveler's Clothes 1 4 1b.
EQUIPMENT ))




Vermin

CHARACTER NAME

e — —
Warlock 4 Sigu
CLASS & LEVEL PLAYER NAME
Goblin Wayfarer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7
=== FEATS ===

* War Caster « PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell
must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction

* 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

* Wayfarer Ability Score Improvements « PHB-2024
185

| Increase two scores (+2/ +1) ¢

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS === (At Will)
P Sword Burst Warlock DEX 14 1A Self/5 ft. \Y Instantaneous  SCAG 143 V
P True Strike Warlock +6 1A Self SM Instantaneous  PHB-2024 336 S/M
P Blade Ward Warlock - 1A Self V,S Concentration, upto L minute - PHB-2024 247 D: 1m, V/S
=== 1st LEVEL ===
P Armor of Agathys Warlock -- 1BA  Self V,S,M 1 hour PHB-2024 243 D: 1h, V/SIM
P Hex Warlock - 1BA 90 ft. V,S,M  Concentration, upto L hour - PHB-2024 285 D: 1h, V/S/M
P False Life Eldritch Invocations - 1A Self V,S,M Instantaneous  PHB-2024 271 V/S/M
===2nd LEVEL === 2 Pact OO
P Cloud of Daggers Warlock -- 1A 60 ft./5 ft. Cube V,S,M  concentiation, upro1minwe  PHB-2024 251 D: 1m, 5 ft. Cube, V/S/M
P silence [R] Warlock - 1A 120 ft./20 ft. Sphere  \/,S Concenration, upto 10 minutes PHB-2024 316 D: 10m, 20 ft. Sphere, V/S
P Suggestion Warlock WIS 14 1A 30 ft. V.M Concentration, upto 8 howrs - PHB-2024 320  D: 8h, V/IM
SPELLS
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