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ﬁ) +3_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+4_ Dexterity
13 O +5 Constitution +3 18 13 1 S
O _+2_ Intelligence
® +6 Wisdom INITIATIVE CLASS \ HIT POINTS /
@® +13 Charisma / . Tods , \
— Immunities - Magical Sleep successes OO0
DEXTERITY
11 Bomis on saves raiLures O=O)=0)
Advantage Made to avoid or end the Charmed condition
14 ég:;gnna‘?:ﬂzrr:cow saving throws that you make to maintain \ DEFENSES \ HIT DICE \ DEATH SAVES /
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ﬂ) +3_ Acrobatics DEX \ N - WEAPONS ===
16 lo _*0_ Animal Handling wis PROFICIENCY BONUS j Martial Weapons, Simple Weapons
® +6 Arcana INT =
i === TOOLS ===
® _*7_ Athletics STR = = Playing Card Set
® +12 Deception CHA ABILITY SAVE DC |
- p— — === LANGUAGES ===
O _#1_ History INT Common, Dwarvish, Elvish, Primordial
O _+0  Insight wis (/ N
30 ft. (Walkin
® +12 Intimidation CHA ( 9)
O _*1  Investigation INT
O +0 Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & TRAINING
® +5 Perception wis , \
QO _+7_ Performance CHA === ACTIONS === Pact of the Blade: Bond
) Standard Actions You can create a bond with a magic weapon you
QO _*7_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, touch. You can’t bond with a magic weapon if
O +1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, someone else attuned to it or another Warlock is
g Grapple, Shove, Improvise, Two-Weapon Fighting, bonded with it. Until the bond ends, you're proficient
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence with it and can use it as a Spellcasting Focus.
O _#3  Stealth DEX === BONUS ACTIONS === Your bond with the weapons ends if you use this
U CHARISMA ) O +0 Survival wis Hexblade’s Curse « 1/ Short Rest feature’s Bonus Action again, if the weapon is more
Once per short rest, as a bonus action, choose one  than 5 ft. away from you for more than 1 minute, or if
22 O creature you can see within 30 ft. to curse it for 1 you die. A conjured weapon disappears when the
- minute (or until the target dies, you die, or you are bond ends.
@] incapacitated). Against the cursed target, you gain a
o +5 bonus to damage rolls, score a critical hit on a roll Pact of the Blade: Conjure
JE— of 19 or 20, and you regain 22 HP if it dies. As a Bonus Action, you can conjure a pact weapon
in vour hand.
\ SKILLS J ACTIONS )
74 <\
15 PASSIVE PERCEPTION G|aive’ +3 +14 1d10+9 Slashing  Martial, Heavy, Reach, Two-Handed, Graze, True Strike: 2d6+6 Radiant
Eldritch Blast +13 1d10 Force Count: 3, VIS
10 PASSIVE INSIGHT
Unarmed Strike +6 2 Bludgeoning
11 PASSIVE INVESTIGATION
Darkvision 60 ft., Truesight 30 ft.
SENSES A WEAPON ATTACKS & CANTRIPS y




Virgil Delacroix

CHARACTER NAME

e — —
Warlock 16 SrChanchi
CLASS & LEVEL PLAYER NAME
Elf Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
e — R ———

//
=== WARLOCK FEATURES ===

* Core Warlock Traits « free-rules 153

* Eldritch Invocations ¢ free-rules 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 «
You can see normally in Dim Light and
Darkness—both magical and nonmagical—within 120
ft. of yourself.

| Devouring Blade
The Extra Attack of your Thirsting Blade invocation
confers two extra attacks rather than one.

| Fiendish Vigor ¢
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.

| Lifedrinker
Once per turn when you hit a creature with your pact
weapon, you can deal an extra 1d6
Necrotic/Psychic/Radiant damage (your choice) to the
creature, and expend one of your Hit Point Dice to roll
it and regain HP equal to the roll+ Con. modifier
(minimum of 1 HP).

| 1 Action

| One with Shadows ¢
While you're in an area of Dim Light or Darkness, you
can cast Invisibility on yourself without expending a
spell slot.

| Pact of the Blade
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

| Thirsting Blade *
You gain the Extra Attack feature for your pact weapon
only and can attack twice with the weapon instead of
once when you take the Attack action.

| Whispers of the Grave ¢
You can cast Speak with Dead without expending a
spell slot.

| Witch Sight «
You have Truesight with a range of 30 ft.

* Pact Magic « free-rules 153

* Magical Cunning e free-rules 154

Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 2 expended Pact Magic
spell slots.

| 1/ Long Rest ¢ 1 Minute

* Warlock Subclass ¢ free-rules 154
| The Hexblade (XGtE)

* Expanded Spell List « XGtE
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse * XGtE

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
+5 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 22 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE

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 madifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special
* Ability Score Improvement « free-rules 155

* Accursed Specter « XGtE

When you slay a humanoid, you can cause its spirit to
rise as a specter that gains +8 temp HP. Roll initiative
for the specter, which has its own turns. It obeys your
verbal commands, gains a +6 bonus to its attack rolls,
and remains until the end of your next long rest.

N

EQUIPMENT

FEATURES & TRAITS
Cloak of Protection 1 - Hammer 1 31b.
Handy Haversack 1 51b Piton 10 2.51b.
Stone of Good Luck (Luckstone) 1 - Rations (1 day) 10 20 Ib.
Tome of Leadership and Influence 1 - Rope, Hempen (50 feet) 1 10 Ib.
Potion of Fire Giant Strength 1 - Tinderbox 1 11b.
Potion of Healing (Greater) 2 1lb. Torch 10 10 Ib.
Potion of Healing (Superior) 1 0.5 Ib. Waterskin 1 51b.
Glaive, +2 1 6 Ib. Glaive, +3 1 6 Ib.
Mithral Half Plate 1 40 Ib. Componente material: Forcecage 1 -
WEIGHT CARRIED Ring of Mind Shielding 1 - Componente material: Teleportation Circle 1 --
118 Ib. Rod of the Pact Keeper, +2 1 --
ENCUMBERED Clothes, Common 1 31b
195 Ib. Componente material: Forcecage 1 - Cloak of Protection 1 -
PUSH/DRAG/LIFT Componente material: Teleportation Circle 1 - Stone of Good Luck (Luckstone) 1 -
390 Ib. Crowbar 1 51b. Rod of the Pact Keeper, +2 1 --
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| 1/ Long Rest « Special

* 8: Ability Score Improvement « free-rules 155

* Contact Patron « free-rules 155

You always have Contact Other Plane prepared. Once
per Long Rest, you can cast the spell without
expending a spell slot to contact your patron, and you
automatically succeed on the spell’'s saving throw.

* Armor of Hexes * XGtE

If the target cursed by your Hexblade's Curse hits you
with an attack roll, you can use your reaction to roll a
dé. On a 4 or higher, the attack instead misses you,
regardless of its roll.

| 1 Reaction

* Mystic Arcanum (Level 6 Spell) « free-rules 155
Your patron grants you a magical secret called an
arcanum, choose one level 6 Warlock spell as this
arcanum. You can cast this spell once per Long Rest
before you cast it in this way again.

* 12: Ability Score Improvement « free-rules 155

* Mystic Arcanum (Level 7 Spell) « free-rules 155
Your patron grants you a magical secret called an
arcanum, choose one level 7 Warlock spell as this
arcanum. You can cast this spell once per Long Rest
before you cast it in this way again.

* Master of Hexes « XGtE

When the creature cursed by your Hexblade’s Curse
dies, you can apply the curse to a different creature
you can see within 30 ft. of you, provided you aren’t
incapacitated, but you don’t regain HP from the death
of the previously cursed creature.

| Special

* Mystic Arcanum (Level 8 Spell) « free-rules 155
Your patron grants you a magical secret called an
arcanum, choose one level 8 Warlock spell as this
arcanum. You can cast this spell once per Long Rest
before you cast it in this way again.

* 16: Ability Score Improvement ¢ free-rules 155

=== ELF SPECIES TRAITS ===

* Creature Type ¢ free-rules 190
You are a Humanoid.

* Size « free-rules 190
You are Medium.

* Speed -« free-rules 190
Your speed is 30 ft.

* Darkvision ¢ free-rules 190
You have Darkvision with a range of 60 ft.

* Elven Lineage ° free-rules 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 « free-rules 189
| High EIf - Charisma ¢
* Fey Ancestry e free-rules 190

You have Advantage on saving throws you make to
avoid or end the Charmed condition.

ADDITIONAL FEATURES & TRAITS

~N
* Keen Senses * free-rules 190

You have proficiency in the Insight, Perception, or
Survival skill.

* Trance ¢ free-rules 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.

* Languages ¢ free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Polearm Master « PHB-2024 206
Ability Score Increase. Increase your Dex. or Str. by 1.

Pole Strike. Immediately after you attack with a
Quarterstaff, a Spear, or a weapon with the Heavy and
Reach properties, you can use a Bonus Action to
make a melee attack. This deals 1d4 Bludgeoning
damage.

Reactive Strike. While holding a a Quarterstaff, a
Spear, or a weapon with the Heavy and Reach
properties, you can take a Reaction to make one
melee attack against a creature that enters into that
weapon's reach.

| Pole Strike: 1 Bonus Action
| Reactive Strike: 1 Reaction

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

ADDITIONAL EQUIPMENT
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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
* Ability Score Improvement « free-rules 202
* Ability Score Improvement  free-rules 202
* Savage Attacker « free-rules 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




— —
Hombre 31 Medium 180 cm 160
GENDER AGE HEIGHT WEIGHT
Lawful Good Reina Cuervo  Blanca Grises Negro
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ \
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7 N
| can stare down a hell hound
without flinching.

I'm always polite and respectful.
PERSONALITY TRAITS

L~ 1

[ "]
Greater Good. Our lot is to lay down our lives in
defense of others. (Good)

IDEALS

L~ 1

[ "]
| fight for those who cannot fight
for themselves.

BONDS

L~ 1

[N "]
I made a terrible mistake in battle
that cost many lives—and | would do
anything to keep that mistake secret.

CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
\ /4 /4

Virgil Delacroix crecié en Baldur's Gate, hijo de un
comerciante humano y una hechicera semielfa.
Desde joven, mostré gran interés por la magia,
inspirado por su madre. Al alcanzar la adultez,
formé un pacto con la Reina Cuervo, obteniendo
poderes arcanos que complementaron su
habilidad en el combate.

Se uni6 al ejército de Baldur's Gate, ascendiendo
rapidamente a sargento gracias a su carisma y
habilidades. Tras una emboscada donde fue el
Unico sobreviviente de su unidad, dejo el ejército y
se uni6 a la Liga de Aventureros, buscando
redimirse y proteger a los inocentes.

En la Liga, destac6 en varias misiones, incluyendo
la liberacion de Ursula La Fleur y la defensa de la
sede de la Liga. Ascendi6 al rango Oro y se unié
al Consejo, participando en la batalla final contra
el sefior de Mordynia y la traicién del rey duergar,
lo que reforz6 su desconfianza hacia ciertos
aliados.

Desilusionado, dejé la Liga temporalmente y
regreso6 a Baldur's Gate, donde fue invitado a
unirse al Parlamento. Sin embargo, la necesidad
de proteger a la Liga y enfrentar nuevas
amenazas lo hizo regresar a Phandalin, donde
participd en una mision crucial contra el Padre
Llymic.

Finalmente, decidio reinstalarse en la Liga de
Aventureros, construyendo una mansién cerca de
Phandalin para continuar sus esfuerzos en la
defensa del mundo. Virgil se mantiene listo para
nuevas aventuras, comprometido con la causa de
la Liga y la proteccion de Faer(n.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS ===
Eldritch Blast

True Strike
Prestidigitation
Mage Hand

Light

=== 1st LEVEL ===
Armor of Agathys
Hex

Detect Magic
Detect Magic

False Life

===2nd LEVEL ===
Suggestion
Misty Step
Misty Step

Invisibility

=== 3rd LEVEL ===
Hunger of Hadar
Fly

Dispel Magic
Counterspell
Remove Curse
Intellect Fortress

Speak with Dead

=== 4th LEVEL ===
Dimension Door

Banishment

=== 5th LEVEL ===
Teleportation Circle

Hold Monster

Contact Other Plane [R]
Contact Other Plane [R]

=== 6th LEVEL ===

Circle of Death

=== 7th LEVEL ===

Forcecage

=== 8th LEVEL ===

Dominate Monster

(At will)
Warlock
Warlock
Warlock
Warlock

Elven Lineage Spells

Warlock
Warlock
Elven Lineage Spells
Elven Lineage Spells

Eldritch Invocations

Warlock
Elven Lineage Spells
Elven Lineage Spells

Eldritch Invocations

Warlock
Warlock
Warlock
Warlock
Warlock
Warlock

Eldritch Invocations

Warlock

Warlock

3 Pact OO0

Warlock

Warlock

Contact Patron

Contact Patron

Mystic Arcanum (Level 6 Spell)

Mystic Arcanum (Level 7 Spell)

Mystic Arcanum (Level 8 Spell)

+13
+13

CHA 21

CON 21

CHA 21

wiS 21

1A
1A
1A
1A
1A

1BA
1BA
1A
1A
1A

1A
1BA
1BA
1A

1A
1A
1A
1R
1A
1A
1A

1A
1A

im
1A
im

im

1A

1A

1A

120 ft.
Self
10 ft.
30 ft.

Touch

Self

90 ft.

Self/30 ft. Sphere
Self/30 ft. Sphere

Self

30 ft.
Self
Self

Touch

150 ft./20 ft. Sphere
Touch

120 ft.

60 ft.

Touch

30 ft.

10 ft.

500 ft.
30 ft.

10 ft.
90 ft.
Self
Self

150 ft./60 ft. Sphere

100 ft.

60 ft.

SPELLS

V.S
SM
V.S
V.S
WA

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

\A

V,S,M

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

V.S
\Y
V,S,\M

V,S,\M

V.M

V,S.\M

V,S.\M

V,S,\M

V.S

Instantaneous
Instantaneous
1 hour

1 minute

1 hour

1 hour

Concentration, up to 1 hour
Concentaton, up 0 10 minutes
Concentaton, up 0 10 minutes

Instantaneous

Concentration, up to 8 hours
Instantaneous

Instantaneous

Concentration, up to 1 hour

Concentration, up to 1 minute
Concentration, up to 10 minutes
Instantaneous
Instantaneous
Instantaneous

Concentration, up to 1 hour

10 minutes

Instantaneous

Concentration, up to 1 minute

1 round

Concentration, up to 1 minute
1 minute

1 minute

Instantaneous

Concentration, up to 1 hour

Concentration, up to 1 hour

free-rules 267
free-rules 336
free-rules 307
free-rules 293

free-rules 292

PHB-2024 243
free-rules 285
free-rules 262
free-rules 262

free-rules 271

free-rules 320
free-rules 299
free-rules 299

free-rules 289

PHB-2024 286
free-rules 276
free-rules 265
free-rules 258
free-rules 312
TCoE 107

free-rules 318

free-rules 262

free-rules 245

free-rules 332
free-rules 285
free-rules 255

free-rules 255

free-rules 250

free-rules 276

free-rules 265

Count: 3, VIS
SIM

D: 1h, VIS

D: 1m, VIS
D: 1h, VIM

D: 1h, VISIM

D: 1h, VISIM

D: 10m, 30 ft. Sphere, V/S
1/LR, D: 10m, 30 ft. Sphere, V/S
VISIM

D: 8h, VIM
1LR,V

\

D: 1h, VISIM

D: 1m, 20 ft. Sphere, V/ISIM

D: 10m, V/S/IM

Special: (See Description)*, V/S
S

VIS

D: 1h, V

D: 10m, V/S/IM

D: 1m, V/ISIM

D: 1Rnd, V/IM
D: 1m, VISIM
1/LR, D: 1m, V
D:1m,V

1/LR, 60 ft. Sphere, V/ISIM

1/LR, D: 1h, VISIM

1/LR, Ext. D: Your Concentration can last up to 8 hours.*, D: 1h, V/S

> 4

N




