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ﬁ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+3  Dexterity
O +2 Constitution +3 15 24 S
O -1 Intelligence
® +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +5 Charisma / y, 203 , \
— Resistances - Necrotic successes OO0
DEXTERITY e ;
Advantage to avoid or end the Immunities - Maglcal Sleep raiLures O=(O=0
+ 3 charmed condition \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROWS ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
[CONSTITUTION] ® 5 Acrobatics DEX \ N - WEAPONS ===
) ) PROFICIENCY BONUS - T
\ O _+0_ Animal Handling wis j Simple Weapons, Trident
O -1 Arcana INT =
— i === TOOLS ===
O _L_ Athletics sTR — — Disguise Kit, Jeweler's Tools
® +5 Deception CHA ABILITY SAVE DC |
) p— P === LANGUAGES ===
O _-L_ History INT Common, Elvish, Primordial
O _+0  Insight wis (/ N
30 ft. (Walking), 40 ft. (Swimmin
® +5 Intimidation CHA ( 9) ( 9)
O _-1  Investigation INT
O +0 Medicine wis \ SPEED /
® -+ Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y ® =+ Perception wis , N\
O _+3  Performance CHA === ACTIONS === damage until the start of your next turn.
+ O _ Standard Actions
O _*3  Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Tentacle of the Deeps: Attack
O 1 Religion INT Help, Hide, Ready, Search, Use an Object, When you create or move the tentacle, you can
Q g Opportunity Attack, Grapple, Shove, Improvise, make a melee spell attack against one creature within
2 3 O _*3_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object 10 ft. of it. On a hit, the target takes 1d8 cold damage,
and its speed is reduced by 10 ft. until the start of your
QO _+3 Stealth DEX === BONUS ACTIONS === next turn.
U CHARISMA ) 0 . Blessing of the Raven Queen « 2 / Long Rest
O 0 Survival wis As a bonus action, you can teleport up to 30 ft. to Tentacle of the Deeps: Move
+3 (@) an unoccupied space you can see 2 times per long As a bonus action on your turn, you can move the
o - rest. tentacle up to 30 feet and repeat the attack.
o Blessing of the Raven Queen (Resistance) Tentacle of the Deeps: Summon ¢ 2 / Long Rest
JE— When you teleport using <em>Blessing of the As a bonus action, you create a 10-foot-long
Raven Queen</em>, you gain resistance to all tentacle at a point vou can see within 60 ft. of vou. The
\ SKILLS / \ ACTIONS )
4 N
12 PASSIVEWISDOM (PERCEPTION) Trident +1 1d6-1 Piercing Martial, Thrown, Versatile, Range (20/60)
Eldritch Blast +5 1d10+3 Force VIS
10 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== WARLOCK FEATURES === deals on a hit. elf.

* Hit Points « PHB 106
* Proficiencies * PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Fathomless

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « TCOE 72
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 72
You gain a swimming speed of 40 feet, and you can
breathe underwater.
* 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 +3 to the damage it

| Repelling Blast « PHB
When you hit a creature with eldritch blast, you can
push the creature up to 10 feet away from you in a
straight line.

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

| Pact of the Talisman « TCoE 70
When the wearer of your Talisman fails an ability
check, they can add a <strong>d4</strong> to the roll,
potentially turning the roll into a success. This benefit
can be used 2 times, and all expended uses are
restored when you finish a long rest.

| Pact Boon: Pact of the Talisman: 2 / Long Rest ¢
Special

=== SHADAR-KAI RACIAL 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
appropriate for the character.

* Creature Type ¢ MotM 31
You are a Humanoid. You are also considered an elf
for any prerequisite or effect that requires you to be an

* Size « MotM 31
You are Medium.

* Speed ¢« MotM 31
Your walking speed is 30 ft.

* Blessing of the Raven Queen « MotM 31

As a bonus action, you can magically teleport up to 30
ft. to an unoccupied space you can see. Starting at 3rd
level, you gain resistance to all damage when you
teleport using this trait until the start of your next turn.

You can use this feature 2 times per long rest.
| 2/ Long Rest « 1 Bonus Action

| Blessing of the Raven Queen (Resistance): 1
Bonus Action

* Darkvision « MotM 31

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.

* Fey Ancestry « MotM 31
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Keen Senses « MotM 31
You have proficiency in the Perception skill.

* Necrotic Resistance * MotM 31
You have resistance to necrotic damage.

* Trance  MotM 31

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

FEATURES & TRAITS
Studded Leather 1 13 Ib. Tinderbox 1 11b.
Dagger 1 11b. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Trident 1 4 1b.
Crystal 1 1lb.
Backpack 1 5 lb.
Clothes, Costume 1 4 1b.
Component Pouch 1 2 1b.
Pouch 1 11b.
WEIGHT CARRIED Disguise Kit 1 3lb.
91.7 Ib. Crowbar 1 51b.
ENCUMBERED Hammer 1 31b.
120 Ib. Piton 10 251b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
240 |b. Rope, Hempen (50 feet) 1 10 Ib.

EQUIPMENT
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When you finish this trance you gain two proficiencies -
each one a weapon or tool of your choosing from the
<em>Player's Handbook</em>. This lasts until you
finish your next long rest.

ADDITIONAL FEATURES & TRAITS

\\

Q ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +5 1A 120 ft. V,S Instantaneous  PHB 237 VIS
QO Frosthite Warlock CON 13 1A 60 ft. V,S Instantaneous  EE 156 VIS
=== 1st LEVEL ===
O Arms of Hadar Warlock STR13 1A Self/10 ft. Sphere  V,S Instantaneous  PHB 215 10 ft. Sphere, VIS
O Hex<C> Warlock -- 1BA 90 ft. V,S,M  Concentration, upto 1hour  PHB 251 D: 1h, VISIM
O Expeditious Retreat <C> Warlock - 1BA  Self V.S Concenration, up o 0mintes - PHB 238 D: 10m, V/S
===2nd LEVEL === 2 Pact OO
O Mirror Image Warlock - 1A Self V.S 1 minute PHB 260 D:1m,V/S
SPELLS
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