D&D
1B ENOINID)

Elara Vorathis

CHARACTER NAME

C srencti ] | O 2

Dexterity

o’ N
© _+5  Strength \

1 7 ® _+4 Constitution
O _+0_ Intelligence
O -1 Wisdom
O +3 Charisma
DEXTERITY .
Advantage Made to avoid or end
8 the Charmed condition
@ L SAVING THROW'S ),
(_\ o’ N
CONSTITUTION ﬂ) -1 Acrobatics DEX \

‘ O _-1  Animal Handling wis

® +2 Arcana INT
O +3 Athletics STR
® _+5 Deception CHA
O _+0_ History INT
O -1 Insight wis
® +5 Intimidation CHA
O _*0_ Investigation INT
O -1 Medicine wis
O _+0  Nature INT
® _+1  Perception Wis
O _+3  Performance CHA
® _+5 Persuasion CHA
O _+0  Religion INT
O _-1  Sleight of Hand DEX
O _-1 Stealth DEX

CHARISMA O _-1  Survival wis

16 o____

o__

oY B

\ / ./

r—

N
@ PROFICIENCY BONUS

y-

S

ABILITY SAVE DC |

)

F—
/7

/4

30 ft. (Walking)

Q SPEED J

e — —
Fighter 1 / Warlock 2 SrChanchi
CLASS & LEVEL PLAYER NAME
EIf Dark Curse (Custom) (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 17 26 -
INITIATIVE CLASS \ HIT POINTS /
( ( 1d10+2d8 ) ff \
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES J
\
HEROIC INSPIRATION === ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Alchemist's Supplies

=== LANGUAGES ===
Common, Elvish, Goblin

4 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

=== BONUS ACTIONS ===
Pact of the Blade: Bond

You can 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.

Your bond with the weapons ends if vou 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
As a Bonus Action, you can conjure a pact weapon
in your hand.

Second Wind ¢ 2 / Long Rest
You can draw upon a limited well of physical and
mental stamina and regain 1d10+1 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

74

Darkvision 60 ft.

SENSES

ACTIONS
4 N
11 PASSIVE PERCEPTION Greatsword +5 2d6+3 Slashing  Marial Heaw, TwoHanded, Graze, Booming Blae: Thunder, 145 Thunder
9 PASSIVE INSIGHT Javelin +5 1d6+3 Piercing  simpe. Thown. siow, Range (30/120), Booming Blade: Thunder, 108 Thunder
Unarmed Strike +5 4 Bludgeoning
10 PASSIVE INVESTIGATION

'WEAPON ATTACKS & CANTRIPS
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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.

| Devil's Sight « br-2024
You can see normally in Dim Light and
Darkness—both magical and nonmagical—within 120
ft. of yourself.

| Otherworldly Leap ¢ br-2024
You can cast Jump without expending a spell slot.

| 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
=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91
* Fighting Style « PHB-2024 91
You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.
* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.
You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest ¢ 1 Bonus Action

* Weapon Mastery » PHB-2024 91

=== ELF SPECIES TRAITS ===

* Creature Type « PHB-2024 190
You are a Humanoid.

* Size « PHB-2024 190
You are Medium.

* Speed « PHB-2024 190
Your speed is 30 ft.

* Darkvision « PHB-2024 190
You have Darkvision with a range of 60 ft.

* Elven Lineage * PHB-2024 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| High EIf Lineage
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can
replace the cantrip at level 1 with a different cantrip
from the Wizard spell list.

* Elven Lineage Spells « PHB-2024 189
| High EIf - Charisma

* Fey Ancestry « PHB-2024 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « PHB-2024 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « PHB-2024 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

* Ability Score Increases « PHB-2024

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

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

N
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Backpack 1 51p.

Chain Mail 1 55 Ib.

Javelin 8 16 Ib.
Flail 1 21b.
Greatsword 1 61lb.
oil 2 21lb.

Rations 10 20 Ib.
Rope 1 51b.
Tinderbox 1 11b.

WEIGHT CARRIED Toreh 10 10 Ib.
134 |b. Waterskin 1 51p.
ENCUMBERED Caltrops 20 21b.

255 Ib. Chain 0 -

Crowbar 1 5 Ib.

PUSH/DRAG/LIFT

510 Ib.

EQUIPMENT
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=== FEATS === | Topple (Maul): 1 Action

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* 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.

* Weapon Mastery « PHB-2024 91

| Greatsword (Graze) ¢
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Maul (Topple) ¢
Topple. If you hit a creature with a Maul, you can force
it to make a Con. saving throw (DC 8 + 2 + the ability
modifier used to make the attack). On a failed save,
the creature has the Prone condition.

| Graze (Greatsword): 1 Action

| Slow (Javelin): 1 Action

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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Mujer 150 Medium 182cm 100
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Hadar Palida Verdes Negro
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Desde su primer aliento en aquel pueblo de elfos
de rostros afilados y ojos llenos de supersticion,
Elara Vorathis estuvo marcada. No por los
caprichos de los dioses conocidos, sino por algo
mas antiguo. Mas hambriento.

Su piel —palida como la luz de una luna muerta—
no era lo Unico que inquietaba. Donde pisaba, el
aire primero se entibiaba, luego se enfriaba hasta
doler en los huesos, como si algo invisible lamiera
el calor del mundo. Los aldeanos evitaban su
mirada porque, a veces, en el fondo de sus
pupilas, algo se movia: un fulgor oscuro, peces
negros nadando en un abismo sin fondo.

Las voces comenzaron en la infancia. No eran
susurros. Eran ecos de un idioma que no debia
existir, silabas que se retorcian en su mente como
gusanos ciegos. Quemaban con un frio imposible.
Devora, ordenaban. Vacia. Disuélvelo todo en la
nada que somos. Y a veces, al despertar, su
almohada aparecia manchada con un liquido
espeso y negro, como si hubiera vomitado
sombras.

Sus padres fueron los primeros en caer. La
podredumbre empezé por dentro, hasta que sus
cuerpos colapsaron como fruta infestada. No fue
enfermedad. Fue el precio. Afios atras, en su
hambre de poder, habian invocado al Hambre
Oscura, y le ofrecieron lo Gnico que aceptaria: su
propia sangre, aiin no nacida.

A partir de entonces, Elara dejé de ser una nifia. Y
comenzo a ser un recipiente.

Aprendié a empufiar un espadén, a cubrirse con
hierro como si la armadura pudiera contener lo
que hervia bajo su piel. Pero cada vez que su hoja
partia carne, sentia al Vacio estremecerse de
placer. La espada no era un arma, sino una
prolongacion de ese apetito. En la furia, los
segundos se le escapaban, y al volver en si
descubria dientes afilados, lengua asperay el

CHARACTER BACKSTORY

Fighter 1 > Warlock 12 > Fighter 4

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Booming Blade Warlock +5 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Mage Hand Warlock -- 1A 30 ft. V,S 1 minute PHB-2024293 D: 1m, V/S
QO Prestidigitation Elven Lineage Spells -- 1A 10 ft. V.S 1 hour PHB-2024 307 D: 1h, V/S

=== 1st LEVEL === 2 Pact OO
O Hex Warlock - 1BA 90 ft. V,S,M  Concentration, upto 1hour - PHB-2024 285 D: 1h, V/S/M
O Arms of Hadar Warlock STR13 1A Self/10 ft. Emanation  V/,S Instantaneous ~ PHB-2024 243 10 ft. Emanation, V/S
O Cause Fear Warlock WIS 13 1A 60 ft. \% Concenuaiion, upo tminte - XGtE 151 D: 1m, V
O Detect Magic Elven Lineage Spells -- 1A Self/30 ft. Sphere  V,S Concentration,up 1o 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Detect Magic Elven Lineage Spells - 1A Self/30 ft. Sphere  V,S Concentraion,upt0 10 minutes - PHB-2024 262 1/LR, D: 10m, 30 ft. Sphere, VIS
O Jump Eldritch Invocations -- 1BA  Touch V,S,M 1 minute PHB-2024 290 D: 1m, V/S/M
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