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ﬂ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+3  Dexterity
8 O _+2  Constitution +3 13 3 8 -
O -1 Intelligence
® +3 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +7 Charisma / y, s , \
— Resistances - Cold successes OO0
DEXTERITY e ;
Advantage to avoid or end the Immunities - Magical Sleep aures O-0-0
1 6 charmed condition \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
[CONSTITUTION] ® _+6  Acrobatics DEX \ N - WEAPONS ===
‘ O _*0_ Animal Handling wis PROFICIENCY BONUS j Net, Simple Weapons
O -1 Arcana INT =
— i === TOOLS ===
O _L_ Athletics sTR — — Forgery Kit, Vehicles (Water)
® +7  Deception CHA ABILITY SAVE DC |
O 1 H p— P === LANGUAGES ===
Jr— - istory INT
INTELLIGENCE . Common, Sylvan
O _+0  Insight wis (/ \
30 ft. (Walking), 30 ft. (Swimmin
8 ® +7 Intimidation CHA ( 9) ( 9)
O _-1  Investigation INT
@ O +0 Medicine wis \ SPEED /
® +2 Nature INT ) PROFICIENCIES & TRAINING
' wispom Y ® +3 Perception wis , N\
QO _+4  Performance CHA === ACTIONS === As a Bonus Action, you can telekinetically shove
10 ) Standard Actions one creature you can see within 30 ft. of yourself.
O _*4_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, When you do so, the target must succeed on a
O 1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Strength saving throw (DC 15) or be moved 5 ft.
° g Grapple, Shove, Improvise, Two-Weapon Fighting, toward or away from you.
7 \ ® _+6  Sleight of Hand DEX Interact with an Object, Study, Influence
- === SPECIAL ===
® _*6_ Stealth DEX Genie's Vessel: Bottled Respite * 1 / Long Rest Friend of the Sea
U CHARISMA ) ® 3 Surival wis You can maygically vanish and enter your vessel, _ You can communicate simple ideas to any Beast
which remains in the space you left. You can remain with a swimming speed. It can understand your words
18 ) inside the vessel up to 6 hours. You exit the vessel but you cannot understand it in return.
- early if you use a bonus action to leave, if you die, or if
@] the vessel is destroyed.
o - === BONUS ACTIONS ===
Telekinetic Shove
\ SKILLS / \ ACTIONS )
7 N
13 PASSIVE PERCEPTION Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Eldritch Blast +7 1d10+4 Force Count: 2, VIS
10 PASSIVE INSIGHT
Thorn Whip +7 2d6 Piercing V/SIM
PASSIVE INVESTIGATION : f
9 Unarmed Strike +2 0 Bludgeoning

Darkvision 60 ft.
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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.

| Armor of Shadows ¢ br-2024
You can cast Mage Armor on yourself without
expending a spell slot.

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

| 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.

| Repelling Blast ¢ br-2024
Choose one of your known Warlock cantrips that
requires an attack roll. When you hit a Large or smaller
creature with that cantrip, you can push the creature

up to 10 ft. straight away from you.
* 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 Genie (TCoE)
* Genie Kind « TCoE

| Marid
Your patron Genie is a Marid.

* Expanded Spell List « TCoE
* Genie’s Vessel « TCoE
| Genie's Wrath (Marid) ¢
Once during each of your turns when you hit with an
attack roll, you can deal an extra 3 cold damage to the

target.

| Genie's Vessel: Bottled Respite: 1/ Long Rest+ 1
Action

* Ability Score Improvement « PHB-2024 155

=== SEA ELF 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 30
You are a Humanoid but are also considered an elf for
any prerequisite or effect that requires you to be an elf.

* Size « MotM 30
You are Medium.

* Speed « MotM 30
Your walking speed is 30 ft., and you have a swimming
speed equal to your walking speed.

* Child of the Sea » MotM 30
You can breathe air and water, and you have
resistance to cold damage.

* Darkvision « MotM 30

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 30
You have advantage on saving throws you make to
avoid or end the charmed condition.

* Friend of the Sea » MotM 30

You can communicate simple ideas to any Beast with
a swimming speed. It can understand your words but
you cannot understand it in return.

| Special

* Keen Senses « MotM 30
You have proficiency in the Perception skill.

* Trance * MotM 30

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.

WEIGHT CARRIED
44 |b.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS
Dagger 1 11b.
Dagger 1 11b.
Backpack 1 5 lb.
Rope 1 5 1b.
Book 5 25 Ib.
Grappling Hook 1 4 1b.
Orb 1 3lb

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
Player’s Handbook. This lasts until you finish your next
long rest.

=== FEATS ===

* Telekinetic « PHB-2024 208
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Minor Telekinesis. You learn the Mage Hand spell.
You can cast it without Verbal or Somatic components,
you can make the spectral hand Invisible, and its
range increases by 30 ft. when you cast it. The spell's
spellcasting ability is the ability increased by this feat.

Telekinetic Shove. As a Bonus Action, you can
telekinetically shove one creature you can see within
30 ft. of yourself. When you do so, the target must
succeed on a Strength saving throw (DC 8 plus the
ability modifier of the score increased by this feat and
your Proficiency Bonus) or be moved 5 ft. toward or
away from you.

| Charisma «

| Telekinetic Shove: 1 Bonus Action

* Charlatan Ability Score Improvements « PHB-2024
179

| Increase two scores (+2/ +1) ¢
* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills

or tools of your choice.

Repeatable. You can take this feat more than once.

ADDITIONAL FEATURES & TRAITS
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Female 33 Medium 58" 120
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Evil - Grey Stormy Coral
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L A
// \
// \\
PERSONALITY TRAITS
L~ 1
[ ~"1
IDEALS
L~ —~
[ ~"1
BONDS
L~ —~
[N "]
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CHARACTER BACKSTORY ADDITIONAL NOTES




Warlock

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
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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 Blade Ward Warlock -- 1A Self V,S Concenration, upto L minute - PHB-2024 247 D: 1m, V/S
QO Minor lllusion Warlock - 1A 30 ft./5 ft. Cube S,M 1 minute PHB-2024 298 D: 1m, 5 ft. Cube, S/IM
O Mage Hand Telekinetic - 1A 30 ft. V,S 1 minute PHB-2024 293 D: 1m, V/S
QO Druidcraft Eldritch Invocations - 1A 30 ft. V,S Instantaneous  PHB-2024 266 \/S
O Thaumaturgy Eldritch Invocations -- 1A 30 ft. \Y 1 minute PHB-2024 333 D: 1m, V
O Thorn Whip Eldritch Invocations +7 1A 30 ft. V,S,M Instantaneous  PHB-2024333 V/S/M
=== 1st LEVEL ===
O Hex Warlock - 1BA 90 ft. V,S,M  cConcentration, upto 1 hour - PHB-2024 285 D: 1h, V/S/M
O Armor of Agathys Warlock -- 1BA  Self V,S,M 1 hour PHB-2024 243 D: 1h, V/S/M
O Mage Armor Eldritch Invocations -- 1A Touch V,S,M 8 hours PHB-2024 293 D: 8h, V/S/M
O Find Familiar [R] Eldritch Invocations -- 1h 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,upt0 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
===2nd LEVEL ===
O Suggestion Warlock WIS 15 1A 30 ft. V.M Concentration, up to 8 hours  PHB-2024 320  D: 8h, V/IM
O Darkness Warlock - 1A 60 ft./15 ft. Sphere  V/,M Concentration,up o 10 minutes - PHB-2024 260 D: 10m, 15 ft. Sphere, V/IM
=== 3rd LEVEL === 2 Pact OO
O Hypnotic Pattern Warlock WIS 15 1A 120 ft/30 ft. Cube  S,M Concentraton, upto 1minute - PHB-2024 287 D: 1m, 30 ft. Cube, S/IM
O Thunder Step Warlock CON15 1A 90 ft. \ Instantaneous  XGtE 168 V
R SPELLS N
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