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o N
O _-1_ Strength \
O _+2  Dexterity
O _+3 Constitution
O _-1 Intelligence
©®© _+3 Wisdom
© _+7_ Charisma

Advantage to avoid or end the
frightened condition.
Advantage on CON saving throws that
you make to maintain Concentration.
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SAVING THROWS

Acrobatics DEX

Animal Handling wis
O -1 Arcana INT
O _-1  Athletics STR
® _+7_ Deception CHA
O _-1 History INT
® _+3  Insight wis
O +4 Intimidation CHA
® _*2_ Investigation INT
O +0 Medicine wis
O -1 Nature INT
QO _+0  Perception WIS
O _+4 Performance CHA
QO _+4  Persuasion CHA
O -1 Religion INT
® _*5 Sleight of Hand DEX
QO _+2  Stealth DEX
QO _+0_ Survival wis
o__
o__
O
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ARMOR Max HP Current HP Temp HP |
*2 14 53 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
5d8 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor
N
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
y-
=== TOOLS ===
I — Calligrapher's Supplies
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Draconic
/ N\

30 ft. (Walking)

Q SPEED

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

=== BONUS ACTIONS ===
Draconic Cry « 3/ Long Rest

rest.

Healinag Liaht: Expend Healinag « 6 / Lona Rest

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

You let out a cry at enemies within 10 ft. of you.
Until the start of your next turn, you and your allies
have advantage on attack rolls against the enemies
that could hear you. You can use this 3 times per long

You can heal yourself or one creature you can see
within 60 ft. by expending dice from the pool. You can
expend up to 4 at once. You restore HP equal to the
dice expended. You regain all expended dice when

you finish a Long Rest.

Pact of the Chain: Quick Attack
You can command the familiar
action.

=== REACTIONS ===
Pact of the Chain: Resistance

to take the Attack

When the familiar takes damage, you can grant it

Resistance against that damage.

Reactive Spell

74

SKILLS Q ACTIONS
[ 7 N
10 PASSIVE PERCEPTION Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Eldritch Blast +7 1d10+4 Force Count: 2, VIS
13 PASSIVE INSIGHT
Shocking Grasp +7 2d8 Lightning VIS
12 PASSIVEINVESTIGATION Unarmed Strike +2 0 Bludgeoning
Darkvision 60 ft.
SENSES L N\ WEAPON ATTACKS & CANTRIPS "/




=== 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.

| Investment of the Chain Master « br-2024
When you cast Find Familiar, you infuse the summon
familiar and grant it the following benefits:

« The familiar gains either a Fly or Swim Speed
(your choice) of 40 ft.

« As a Bonus Action, you can command the familiar
to take the Attack action.

« Whenever the familiar deals Bludgeoning,
Piercing, or Slashing damage, you can make it deal
Necrotic or Radiant damage instead.

« If the familiar forces a creature to make a saving
throw, it uses your spell save DC.

* When the familiar takes damage, you can take a
Reaction to grant it Resistance against that damage.

| Pact of the Chain: Quick Attack: 1 Bonus Action
| Pact of the Chain: Resistance: 1 Reaction

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

| Pact of the Chain « br-2024
You learn Find Familiar and can cast it as a Magic
action without expending a spell slot.

When you take the Attack action, you can forgo one of

your own attacks to allow your familiar to make one
attack with its Reaction.

| Pact of the Chain: Attack: 1 Action

| 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

| Celestial Patron
* Celestial Spells « PHB-2024 160
When you reach a Warlock level specified in the
Celestial Spells table, you thereafter always have the
listed spells prepared.
* Healing Light « PHB-2024 160

You gain the ability to channel celestial energy to heal
wounds and have a pool of 6d6 to fuel this healing.
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As a Bonus Action, you can heal yourself or one
creature you can see within 60 ft. by expending dice
from the pool. You can expend up to 4 at once. You
restore HP equal to the dice expended. You regain all
expended dice when you finish a Long Rest.

| Healing Light: Expend Healing: 6 / Long Rest « 1
Bonus Action

* Ability Score Improvement « PHB-2024 155

=== KOBOLD SPECIES TRAITS ===

* 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 25
You are a Humanoid.

* Size « MotM 25
You are Small.

* Speed « MotM 25
Your walking speed is 30 ft.

* Darkvision « MotM 25

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.

* Draconic Cry « MotM 25

As a bonus action, you let out a cry at enemies within
10 ft. of you. Until the start of your next turn, you and
your allies have advantage on attack rolls against the
enemies that could hear you. You can use this 3 times
per long rest.

| 3/ Long Rest « 1 Bonus Action

WEIGHT CARRIED
27 Ib.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS
Studded Leather 1 13 Ib.
Dagger 1 11b.
Calligrapher's Supplies 1 5 lb.
Lathander's Primer (Pact Tome) 1 5 lb.
Holy Symbol 1 --
Orb 1 31b.

EQUIPMENT
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* Kobold Legacy * MotM 25

| Kobold Legacy: Defiance
You have advantage on saving throws to avoid or end
the frightened condition.

=== 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
* Acolyte Ability Score Improvements « PHB-2024 178
| Increase two scores (+2/ +1) ¢
* Magic Initiate (Cleric) « PHB-2024 201
Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your

spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You

can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma
* Tough « PHB-2024 202
When you take this feat, your HP maximum increases

by 10. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +7 1A 120 ft. V,S Instantaneous ~ PHB-2024 267 Count: 2, V/S
O Mage Hand Warlock -- 1A 30 ft. V,S 1 minute PHB-2024293 D: 1m, V/S
O Blade Ward Warlock -- 1A Self V,S Concentration, up o L minute - PHB-2024 247 D: 1m, V/S
O Guidance Magic Initiate (Cleric) -- 1A Touch V.S Concentration, up to L minute  PHB-2024 282 D: 1m, V/S
O Thaumaturgy Magic Initiate (Cleric) -- 1A 30 ft. \Y 1 minute PHB-2024 333 D: 1m, V
P Light Celestial Spells (Always Prepared) -- 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM
P Sacred Flame Celestial Spells (Always Prepared) DEX 15 1A 60 ft. V.S Instantaneous ~ PHB-2024313 V/S
QO Prestidigitation Eldritch Invocations -- 1A 10 ft. V.S 1 hour PHB-2024 307 D: 1h, V/S
O Vicious Mockery Eldritch Invocations WIS 15 1A 60 ft. \Y Instantaneous ~ PHB-2024 337
O Shocking Grasp Eldritch Invocations +7 1A Touch V.S Instantaneous ~ PHB-2024 316 V/S

=== 1st LEVEL ===
O Hex Warlock - 1BA 90 ft. V,S,M  Concentration, upto 1hour - PHB-2024 285 D: 1h, V/S/M
O Cure Wounds Magic Initiate (Cleric) -- 1A Touch V.S Instantaneous ~ PHB-2024259 1/LR, V/S
P Cure Wounds Celestial Spells (Always Prepared) -- 1A Touch V,S Instantaneous ~ PHB-2024259 \//S
P Guiding Bolt Celestial Spells (Always Prepared) +7 1A 120 ft. V,S 1 round PHB-2024 282 D: 1Rnd, V/S
O Find Familiar [R] Eldritch Invocations - 1A 10 ft. V,S,M Instantaneous  PHB-2024272 V/S/M
O Detect Magic [R] Eldritch Invocations - 1A Self/30 ft. Sphere  V,S Concentraion,up10 10 minutes. - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Speak with Animals [R] Eldritch Invocations - 1A Self V,S 10 minutes PHB-2024 318 D: 10m, V/S

===2nd LEVEL ===
O Mirror Image Warlock - 1A Self V,S 1 minute PHB-2024299 D: 1m, V/S
P Aid Celestial Spells (Always Prepared) -- 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
P Lesser Restoration Celestial Spells (Always Prepared) -- 1BA Touch V,S Instantaneous ~ PHB-2024 291 V/S

=== 3rd LEVEL === 2 Pact OO
O Thunder Step Warlock CON15 1A 90 ft. \Y Instantaneous  XGtE 168 V
O Hypnotic Pattern Warlock WIS 15 1A 120 ft./30 ft. Cube  S,M Concenuation, upto 1 minute  PHB-2024 287 D: 1m, 30 ft. Cube, S/IM
O Fly Warlock - 1A Touch V,S,M  concentation, upto 10 minwees - PHB-2024 276 D: 10m, V/S/M
O Counterspell Warlock CON 15 1R 60 ft. S Instantaneous ~ PHB-2024258 S
P Daylight Celestial Spells (Always Prepared) -- 1A 60 ft./60 ft. Sphere  \/,S 1 hour PHB-2024 260 D: 1h, 60 ft. Sphere, V/S
P Revivify Celestial Spells (Always Prepared) -- 1A Touch V,S,M Instantaneous  PHB-2024312 \/S/M
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