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Acid Splash
Conjuration Cantrip

Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous

You hurl a bubble of acid. Choose one creature within range, or
choose two creatures within range that are within 5 feet of each
other. A target must succeed on a Dexterity saving throw or take
1d6 acid damage.

This spell’s damage increases by 1d6 when you reach 5th level
(2d6), 11th level (3d6), and 17th level (4d6).

Eldritch Blast
Evocation Cantrip

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

A beam of crackling energy streaks toward a creature within
range. Make a ranged spell attack against the target. On a hit,
the target takes 1d10 force damage. The spell creates more
than one beam when you reach higher levels: two beams at 5th
level, three beams at 11th level, and four beams at 17th level.
you can direct the beams at the same target or at different ones.
Make a separate attack roll for each beam.

Healing Draught
Alchemy Cantrip

Casting Time: 1 action
Range: Self
Components: M (Alchemist's Satchel)
Duration: 1 hour

As an action, you can reach into your Alchemist's Satchel and
pull out a vial of healing liquid. A creature can drink it as an
action to regain 1d8 hit points. The vial then disappears. Once a
creature regains hit points from this alchemical formula, the
creature can't do so again until it finishes a long rest. If not used,
the vial and its contents disappear after 1 hour. While the vial
exists, you can't use this formula.

This formula's healing increases by 1d8 when you reach certain
levels in this class: 3rd level (2d8), 5th level (3d8), 7th level
(4d8), 9th level (5d8), 11th level (6d8), 13th level (7d8), 15th
level (8d8), 17th level (9d8), and 19th level (10d8).

Mage Hand
Conjuration Cantrip

Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 minute

A spectral, floating hand appears at a point you choose within
range. The hand lasts for the duration or until you dismiss it as
an action. The hand vanishes if it is ever more than 30 feet
away from you or if you cast this spell again.

You can use your action to control the hand. You can use the
hand to manipulate an object, open an unlocked door or
container, stow or retrieve an item from an open container, or
pour the contents out of a vial. You can move the hand up to 30
feet each time you use it. The hand can’t attack, activate magic
items, or carry more than 10 pounds.

Magic Stone
Transmutation Cantrip

Casting Time: 1 bonus action
Range: Touch
Components: V, S
Duration: 1 minute

You touch one to three pebbles and imbue them with magic.
You or someone else can make a ranged spell attack with one
of the pebbles by throwing it or hurling it with a sling. If thrown, it
has a range of 60 feet. If someone else attacks with the pebble,
that attacker adds your spellcasting ability modifier, not the
attacker's, to the attack roll. On a hit, the target takes
bludgeoning damage equal to 1d6 + your spellcasting ability
modifier. Hit or miss, the spell then ends on the stone.

If you cast this spell again, the spell ends early on any pebbles
still affected by it.

Minor Illusion
Illusion Cantrip

Casting Time: 1 action
Range: 30 feet
Components: S, M (a bit of fleece)
Duration: 1 minute

You create a sound or an image of an object within range that
lasts for the duration. The illusion also ends if you dismiss it as
an action or cast this spell again. If you create a sound, its
volume can range from a whisper to a scream. It can be your
voice, someone else’s voice, a lion’s roar, a beating of drums, or
any other sound you choose. The sound continues unabated
throughout the duration, or you can make discrete sounds at
different times before the spell ends. If you create an image of
an object—such as a chair, muddy footprints, or a small
chest—it must be no larger than a 5-foot cube. The image can’t
create sound, light, smell, or any other sensory effect. Physical
interaction with the image reveals it to be an illusion, because
things can pass through it. If a creature uses its action to
examine the sound or image, the creature can determine that it
is an illusion with a successful Intelligence (Investigation) check
against your spell save DC. If a creature discerns the illusion for
what it is, the illusion becomes faint to the creature.

Burning Hands
1st-level evocation

Casting Time: 1 action
Range: Self (15-foot cone)
Components: V, S
Duration: Instantaneous

As you hold your hands with thumbs touching and fingers
spread, a thin sheet of flames shoots forth from your
outstretched fingertips. Each creature in a 15-foot cone must
make a Dexterity saving throw. A creature takes 3d6 fire
damage on a failed save, or half as much damage on a
successful one. The fire ignites any flammable objects in the
area that aren’t being worn or carried.

At Higher Levels.
 When you cast this spell using a spell slot of 2nd level or
higher, the damage increases by 1d6 for each slot level above
1st.

Charm Person
1st-level enchantment

Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 hour

You attempt to charm a humanoid you can see within range. It
must make a Wisdom saving throw, and does so with
advantage if you or your companions are fighting it. If it fails the
saving throw, it is charmed by you until the spell ends or until
you or your companions do anything harmful to it. The charmed
creature regards you as a friendly acquaintance. When the spell
ends, the creature knows it was charmed by you.

At Higher Levels.
 When you cast this spell using a spell slot of 2nd level or
higher, you can target one additional creature for each slot level
above 1st. The creatures must be within 30 feet of each other
when you target them.

Comprehend Languages
1st-level divination (ritual)

Casting Time: 1 action
Range: Self
Components: V, S, M (a pinch of soot and salt)
Duration: 1 hour

For the duration, you understand the literal meaning of any
spoken language that you hear. You also understand any
spoken language that you hear. You also understand any
written language that you see, but you must be touching the
surface of which the words are written. It takes about 1 minute
to read one page of text. This spell doesn’t decode secret
messages in a text or glyph, such as an arcane sigil, that isn’t
part of a written language.



Detect Magic
1st-level divination (ritual)

Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes

For the duration, you sense the presence of magic within 30 feet
of you. If you sense magic in this way, you can use your action
to see a faint aura around any visible creature or object in the
area that bears magic, and you learn its school of magic, if any.
The spell can penetrate most barriers, but is blocked by 1 foot of
stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of
wood or dirt.

Hellish Rebuke
1st-level evocation

Casting Time: 1 reaction
Range: 60 feet
Components: V, S
Duration: Instantaneous

Reaction: you are being damaged by a creature within 60 feet of
you that you can see You point your finger, and the creature
that damaged you is momentarily surrounded by hellish flames.
The creature must make a Dexterity saving throw. It takes 2d10
fire damage on a failed save, or half as much damage on a
successful one.

At Higher Levels.
 When you cast this spell using a spell slot of 2nd level or
higher, the damage increases by 1d10 for each slot level above
1st.

Mage Armor
1st-level abjuration

Casting Time: 1 action
Range: Touch
Components: V, S, M (a piece of cured leather)
Duration: 8 hours

You touch a willing creature who isn’t wearing armor, and a
protective magical force surrounds it until the spell ends. The
target’s base AC becomes 13 + its Dexterity modifier. The spell
ends it if the target dons armor or if you dismiss the spell as an
action.

Scorching Ray
2nd-level evocation

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

You create three rays of fire and hurl them at targets within
range. You can hurl them at one target or several. Make a
ranged spell attack for each ray. On a hit, the target takes 2d6
fire damage.

At Higher Levels.
 When you cast this spell using a spell slot of 3rd level or higher,
you create one additional ray for each slot level above 2nd.

Counterspell
3rd-level abjuration

Casting Time: 1 reaction
Range: 60 feet
Components: S
Duration: Instantaneous

Reaction: When you see a creature within 60 feet of you casting
a spell You attempt to interrupt a creature in the process of
casting a spell. If the creature is casting a spell of 3rd level or
lower, its spell fails and has no effect. If it is casting a spell of
4th level or higher, make an ability check using your spellcasting
ability. The DC equals 10+ the spell’s level. On a success, the
creature’s spell fails and has no effect.

At Higher Levels.
 When you cast this spell using a spell slot of 4th leve lor higher,
the interrupted spell has no effect if its level is less than or equal
to the leve lof the spell slot you used.



Cystal focus necklace
Spellcasting Focus

An arcane focus is a special item— an orb, a crystal, a rod, a
specially constructed staff, a wand—like length of wood, or
some similar item designed to channel the power of arcane
spells. A sorcerer, warlock, or wizard can use such an item as a
spellcasting focus.

Explorer’s Pack
Equipment Packs

Includes a backpack, a bedroll, a mess kit, a tinderbox, 10
torches, 10 days of rations, and a waterskin. The pack also has
50 feet of hempen rope strapped to the side of it.

Monster Hunter’s Pack
Equipment Packs

Includes a chest, a crowbar, a hammer, three wooden stakes, a
holy symbol, a flask of holy water, a set of manacles, a steel
mirror, a flask of oil, a tinderbox, and three torches.

Alchemist’s Supplies
Tools

Alchemist’s supplies enable a character to produce useful
concoctions, such as acid or alchemist’s fire.

Components. Alchemist’s supplies include two glass beakers, a
metal frame to hold a beaker in place over an open flame, a
glass stirring rod, a small mortar and pestle, and a pouch of
common alchemical ingredients, including salt, powdered iron,
and purified water.

Arcana. Proficiency with alchemist’s supplies allows you to
unlock more information on Arcana checks involving potions
and similar materials.

Investigation.When you inspect an area for clues, proficiency
with alchemist’s supplies grants additional insight into any
chemicals or other substances that might have been used in the
area.

Alchemical Crafting.You can use this tool proficiency to create
alchemical items. A character can spend money to collect raw
materials, which weigh 1 pound for every 50 gp spent. The DM
can allow a character to make a check using the indicated skill
with advantage. As part of a long rest, you can use alchemist’s
supplies to make one dose of acid, alchemist’s fire, antitoxin, oil,
perfume, or soap. Subtract half the value of the created item

Studded Leather

Armor Class. 12 + Dex modifier
Strength. —
Stealth. —

Dagger
Simple Melee Weapon

Properties. Finesse, light, thrown (20/60)
Damage. 1d4 piercing

Proficiency with a dagger allows you to add your proficiency
bonus to the attack roll for any attack you make with it.

Crossbow, Light
Simple Ranged Weapon

Properties. Ammunition (80/320), loading, two-handed
Damage. 1d8 piercing

Proficiency with a crossbow, light allows you to add your
proficiency bonus to the attack roll for any attack you make with
it.

Crossbow Bolt (20)
Ammunition

Crossbow bolts are used with a crossbow to make a ranged
attack.

Potion of Healing (1)
Potion, common

You regain 2d4 + 2 hit points when you drink this potion.
Whatever its potency, the potion’s red liquid glimmers when
agitated.



Vial (3)
Adventuring Gear

Potion of Frost Giant Strength (1)
Potion, rare

When you drink this potion, your Strength score changes for 1
hour. The type of giant determines the score (see the table
below). The potion has no effect on you if your Strength is equal
to or greater than that score.

This potion’s transparent liquid has floating in it a sliver of
fingernail from a giant of the appropriate type. Thepotion of frost
giant strength and thepotion of stone giant strength have the
same effect.

Potion of Greater Healing (1)
Potion, uncommon

You regain 4d4 + 4 hit points when you drink this potion.
Whatever its potency, the potion’s red liquid glimmers when
agitated.

Potion of Poison (1)
Potion, uncommon

This concoction looks, smells, and tastes like a Potion of
Healing or other beneficial potion. However, it is actually poison
masked by illusion magic. An identify spell reveals its true
nature.

If you drink it, you take 3d6 poison damage, and you must
succeed on a DC 13 Constitution saving throw or be poisoned.
At the start of each of your turns while you are poisoned in this
way, you take 3d6 poison damage. At the end of each of your
turns, you can repeat the saving throw. On a successful save,
the poison damage you take on your subsequent turns
decreases by 1d6. The poison ends when the damage
decreases to 0.


	ClassLevel: Warlock (5)
	Background: Haunted One
	PlayerName: Kerry
	CharacterName: Anyaenka
	Race : Eladrin
	Alignment: Chaotic Neutral
	XP: 6500
	Inspiration: 
	STR: 10
	ProfBonus: +3
	AC: 13
	Initiative: 1
	Speed: 30ft.
	PersonalityTraits : I don’t talk about the thing that torments me. I’d rather not burden others with my curse.
I don’t run from evil. Evil runs from me.
	STRmod: +0
	ST Strength: +0
	DEX: 12
	Ideals: I have a dark calling that puts me above the law. (Chaotic)
	DEXmod : +1
	Bonds: There’s evil in me, I can feel it. It must never be set free.
	CON: 12
	HDTotal: 5d8
	Check Box 12: No
	Check Box 13: No
	Check Box 14: No
	CONmod: +1
	Check Box 15: No
	Check Box 16: No
	Check Box 17: No
	HD: 
	Flaws: I feel no compassion for the dead. They’re the lucky ones.
	INT: 13
	ST Dexterity: +1
	ST Constitution: +1
	ST Intelligence: +1
	ST Wisdom: +5
	ST Charisma: +6
	Acrobatics: +1
	Animal: +2
	Athletics: +0
	Deception : +6
	History : +1
	Wpn Name: Dagger
	Wpn1 AtkBonus: 1d4
	Wpn1 Damage: +1 piercing
	Insight: +2
	Intimidation: +3
	Wpn Name 2: Light crossbow
	Wpn2 AtkBonus : 1d8
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Check Box 11: No
	Check Box 18: No
	Check Box 19: No
	Check Box 20: No
	Check Box 21: Yes
	Check Box 22: Yes
	INTmod: +1
	Wpn2 Damage : +1 piercing
	Investigation : +4
	WIS: 14
	Arcana: +4
	Perception : +5
	WISmod: +2
	CHA: 16
	Nature: +1
	Performance: +3
	Medicine: +2
	Religion: +1
	Stealth : +1
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	Check Box 25: Yes
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	Check Box 35: No
	Check Box 36: Yes
	Check Box 37: No
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	Check Box 40: Yes
	Persuasion: +6
	HPMax: 33
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	HPTemp: 
	Wpn3 Damage : 
	SleightofHand: +1
	CHamod: +3
	Survival: +5
	AttacksSpellcasting: 
	Passive: 15
	CP: 0
	ProficienciesLang: Languages. Common, Elvish, Abyssal
Armor Proficiencies. Light Armor
Weapon Proficiencies. Simple Melee Weapons

	SP: 0
	EP: 0
	GP: 1170
	PP: 0
	Equipment: Cystal focus necklace (E)
Explorer’s Pack
Monster Hunter’s Pack
Alchemist’s Supplies
Studded Leather (E)
Dagger
Crossbow, Light
Crossbow Bolt (20)
Potion of Healing (1)
Vial (3)
Potion of Frost Giant Strength (1)
Potion of Greater Healing (1)
Potion of Poison (1)

	Features and Traits: Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light.

Keen Senses. You have proficiency in the Perception skill.

Fey Ancestry. Advantage on saving throws against being charmed, and magic can’t put you to sleep.

Trance. Elves don’t need to sleep. Instead, they meditate deeply, remaining semiconscious, for 4 hours a day.

Winter. Winter is the season of contemplation and dolor, when the vibrant energy of the world slumbers.

Fey Step. As a bonus action, you can magically teleport up to 30 feet to an unoccupied space you can see. (1/SR)

Fey Step (Winter). When you use your Fey Step, one creature of your choice that you can see within 5 feet of you before you teleport must succeed on a DC14 Wisdom saving throw or be frightened of you until the end of your next turn.

Otherworldly Patron. 
    The Fiend. You have made a pact with a fiend from the lower planes of existence.

Eldritch Invocations. 
    Eldritch Sight. You can cast detect magic at will, without expending a spell slot.

    Armor of Shadows. You can cast mage armor on yourself at will, without expending a spell slot or material components.

    Beguiling Influence. You gain proficiency in the Deception and Persuasion skills.

Pact Boon. 
    Pact of the Tome. Your patron gives you a grimoire called a Book of Shadows.

Dark One’s Blessing. When you reduce a hostile creature to 0 hit points, you gain 8 temporary hit points.
	CharacterName 2: Anyaenka
	Age: 333
	Height: 5'11''
	Weight: 90 lb.
	Eyes: silver
	Skin: Fair
	Hair: Purple
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: You are haunted by something so terrible that you dare not speak of it. You’ve tried to bury it and flee from it to no avail. This thing that haunts you can’t be slain with a sword or banished with a spell. It might come to you as a shadow on the wall, a bloodcurdling nightmare, a memory that refuses to die, or a demonic whisper in the dark. The burden has taken its toll, isolating you from others and making you question your sanity. You must find a way to overcome it before it destroys you.
	Feat+Traits: Small branding on the back of neck
	Treasure: pouch of pebbles/stones
scroll of mas confusion - need DC 50 intelligentce check to use
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