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=== WARLOCK FEATURES ===

* Hit Points « PHB 106
* Proficiencies * PHB 107

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

| The Celestial

* 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 « XGtE 54
Additional spells are added to the warlock spell list for
you.

* Bonus Cantrips ¢ XGtE 54

You learn the light and sacred flame cantrips. They
count as warlock cantrips for you, but they don’t count
against your number of cantrips known.

* Healing Light « XGtE 54

You have a 2d6 healing pool that resets when you
finish a long rest. As a bonus action, you can heal one
creature you can see within 60 ft., spending dice from
the pool (max 3d6 at once).

| 2/ Long Rest « 1 Bonus Action
=== HALF-ELF (VARIANT; MOON ELF OR SUN ELF
DESCENT) RACIAL TRAITS ===

* Darkvision ¢
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry «

You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Variant Feature (Chose 1) ¢
Chose 1

Skill Versatility. You gain proficiency in two skills of
your choice.

EIf Weapon Training. You have proficiency with the
longsword, shortsword, shortbow, and longbow.

Cantrip. You know one cantrip of your choice from the
wizard spell list. Intelligence is your spellcasting ability
for it.

| Cantrip «
You know one cantrip of your choice from the wizard
spell list. Intelligence is your spellcasting ability for it.

=== FEATS ===

* Magic Initiate « PHB 168

You learn two cantrips of your choice from one class’s
spell list. You learn one 1st-level spell from that same
list, and can cast it at its lowest level once per long
rest. Your spellcasting ability for these spells depends
on the class you choose.

N

EQUIPMENT

FEATURES & TRAITS
Dark Shard Amulet 1 - Ink Pen 1 -
Leather 1 10 Ib. Parchment (one sheet) 10 --
Dagger 1 1lb. Little Bag of Sand 1 --
Dagger 1 1lb. Small Knife 1 --
Handaxe 1 2 1b.
Crossbow, light 1 51b.
Crossbow Bolts 20 1.51b.
Crystal 1 1lb.
Ink (1 ounce bottle) 1 -
WEIGHT CARRIED Ink Pen L -
385 Ib. Backpack 1 5 lb.
ENCUMBERED Clothes, Traveler's 1 4 1b.
120 Ib. Healer's Kit 1 31b. Dark Shard Amulet 1 -
PUSH/DRAG/LIFT Book 1 5 Ib.
240 |b. Ink (1 ounce bottle) 1 --
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/CREATIVE —l am not exactly like everyone else — and that's a wonderful \
thing. | embrace my creative side, always on the lookout for opportunities to

express myself and think outside the box.

INSIGHTFUL — | know all too well that appearances can be misleading. |
strive to move beyond superficiality and seek out the deeper truths in life.
This can give me an almost uncanny ability to understand people’s true
motivations, feelings, and needs.
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my life has a unique purpose — a
mission that | was put onto this earth to
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I've been searching my whole life for the
answer to a certain question.
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SENSITIVE TO CRITICISM = | am
not averse to feedback — that is, unless
| believe that someone is challenging

L \ L \
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I was born under the mystic glow of the moon, my
destiny intertwined with the cosmic forces that
governed the universe. From an early age, | felt a
deep calling, a sense that my life held a unique
purpose waiting to be unraveled.

My pursuit of this purpose led me to become an
astral drifter, navigating the vastness of the Astral
Sea in search of answers to the burning question
that fueled my existence. During my cosmic
sojourn, | encountered a wandering deity—a being
of immense power and wisdom. Though the
encounter was brief, it left an indelible mark on my
soul.

In that fleeting moment within the Astral Sea, the
deity shared a secret, an obscure bit of cosmic
lore that when cultivated, allows one to avoid
death. This revelation became the guiding light
that fueled my celestial warlock abilities and
solidified my connection to the divine.

| embraced my creative side, reveling in the
unigueness that set me apart. Always eager to
express myself and think beyond conventional
boundaries, | found inspiration in the vast tapestry
of the cosmos. My insights, born from a
commitment to unraveling deeper truths, granted
me an almost uncanny ability to perceive the true
motivations, feelings, and needs of those around
me.

However, this insightfulness came at a cost.
Fiercely protective of my cherished principles and
values, | became sensitive to criticism. Challenges
to my core beliefs could trigger defensiveness or
dismissiveness as | guarded the sanctity of my
personal mission.

For me, life is a journey of purpose, a quest to
unearth the unique calling that defines my
existence. Every step, every encounter, and every
revelation in the Astral Sea are pieces of a cosmic
puzzle, leading me toward the fulfillment of my
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=== CANTRIPS === (At Will)
QO Toll the Dead Warlock WIS 13 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
O Mind Sliver Warlock INT 13 1A 60 ft. \% Instantaneous  TCoE 108 V
O Booming Blade Variant Feature (Chose 1) +2 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Light Bonus Cantrips DEX 13 1A Touch/20 ft. Sphere  \V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
QO Sacred Flame Bonus Cantrips DEX 13 1A 60 ft. V,S Instantaneous  PHB 272 VIS
=== 1st LEVEL === 1 PactO
O Cure Wounds Warlock - 1A Touch V.S Instantaneous  PHB 230  V/S
O Guiding Bolt Warlock +5 1A 120 ft. V.S 1 round PHB 248 D:1Rnd, VIS
R SPELLS N
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