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Warlock 4 Hollywood Rolls

CLASS & LEVEL PLAYER NAME
Eveyln Carnahan
Mark of Detection Half-EIf Lorehold Student (Milestone)
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=== WARLOCK FEATURES ===

* Additional Warlock Spells « TCoE 70
* Hit Points « PHB 106

* Proficiencies « PHB 107

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

| The Undying

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

* Among the Dead * SCAG

You learn the spare the dying cantrip, which counts as
a warlock cantrip for you. You also have advantage on
saving throws against any disease. If an undead
targets you directly with an attack or spell, that
creature must make a WIS saving throw (DC 13). On
failure, they must choose a new target or waste the
attack or spell. On success or if you target the creature
with an attack or spell, the creature is immune to this
effect for 24 hours.

| Special
* Eldritch Invocations « PHB 107
You learn fragments of forbidden knowledge that

imbue you with an abiding magical ability.

| Armor of Shadows « PHB 110
You can cast mage armor on yourself at will, without

expending a spell slot or material components.

| Eyes of the Rune Keeper « PHB 111
You can read all writing.

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

| Pact of the Tome « PHB
Your patron gives you a grimoire called a Book of
Shadows that grants you additional cantrips that don't
count against your number of cantrips known. If you
lose the book, you can perform a 1-hour ceremony to
receive a replacement during a short or long rest.

* Eldritch Versatility « TCoE 70

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following, representing a change of focus in your
occult studies:

- Replace one cantrip you learned from this class’s
Pact Magic feature with another cantrip from the
warlock spell list.

- Replace the option you chose for the Pact Boon
feature with one of that feature’s other options.

- If you're 12th level or higher, replace one spell from
your Mystic Arcanum feature with another warlock
spell of the same level.

If this change makes you ineligible for any of your
Eldritch Invocations, you must also replace them now,
choosing invocations for which you qualify.

* Ability Score Improvement « PHB 108
=== MARK OF DETECTION HALF-ELF RACIAL
TRAITS ===

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Deductive Intuition « ERftLW

When you make an Investigation or Insight check, you
can roll a d4 and add the number rolled to the ability
check.

* Magical Detection « ERftLW 40

You can cast the <em>detect magic</em> and
<em>detect poison and disease</em> spells with this
trait. Starting at 3rd level, you can also cast the
<em>see invisibility</em> spell with it.

Once you cast any of these spells with this trait, you
can'’t cast that spell with it again until you finish a long
rest. Wisdom is your spellcasting ability for these
spells, and you don’t require material components for
them.

* Spells of the Mark « ERftLW 40

If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Detection Spells
table are added to the spell list of your spellcasting
class.

=== FEATS ===
* Skill Expert « TCoE 80

You gain proficiency in a skill. You also gain expertise
in a skill which you are already proficient in.

FEATURES & TRAITS
Leather 1 10 Ib. Ink Pen 1 --
Dagger 1 11b. Parchment (one sheet) 10 --
Dagger 1 1lb. Little Bag of Sand 1 --
Crossbow, light 1 5 lb. Small Knife 1 --
Crossbow Bolts 20 1.51b.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Backpack 1 5 lb.
Hammer 1 31b.
WEIGHT CARRIED Lantern, Hooded 1 21b.
35.8 Ib. Pouch 1 11b.
ENCUMBERED Tinderbox 1 11b.
120 Ib. Arcane Focus 1 -
PUSH/DRAG/LIFT Book 1 51lb
240 |b. Ink (1 ounce bottle) 1 --
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=== CANTRIPS === (At Will)
QO Spare the Dying Among the Dead -- 1A Touch V,S Instantaneous  PHB 277  V/S
O Guidance <C> Pact Boon -- 1A Touch V,S Concentration, upto 1 minute  PHB 248 D: 1m, VIS
Q Eldritch Blast Pact Boon +5 1A 120 ft. V,S Instantaneous  PHB 237 VIS
QO Vicious Mockery Pact Boon WIS 13 1A 60 ft. \Y Instantaneous PHB 285 V
=== 1st LEVEL ===
O Detect Magic <C> Magical Detection -- 1A Self/30 ft. Sphere  V,S Concenation, upto ominutes - PHB 231 1/LR, D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Magical Detection -- 1A Self/30 ft. Sphere  V/,S,M  concenvaion, wproominwes - PHB 231 1/LR, D: 10m, 30 ft. Sphere, V/S/M
O Mage Armor Eldritch Invocations -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
===2nd LEVEL === 2 Pact OO
O See Invisibility Magical Detection -- 1A Self V,S,M 1 hour PHB 274  1/LR, D: 1h, V/ISIM
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