Tome Warlock 5

Hermit

CLASS & LEVEL

Mary Hale
CHARACTER NAME

Olivia

BACKGROUND

PLAYER NAME

Abyssal Tiefling

Chaotic Good

15

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

8

14
+3

ARMOR
CLASS

PROFICIENCY BONUS

+1

30ft

INITIATIVE

SPEED

Simple zest for life
Enthusiastic
Genuinely likes people
PERSONALITY TRAITS

-1
Hit Point Maximum

-1 Strength
DEXTERITY

Chaos isn't always a bad thing
Existence is a pointless, uncaring illusion with an
unfulfilling end, but we should still enjoy the ride

+2 Dexterity

14
+2

37

+2 Constitution

●

+3 Wisdom

●

+6 Charisma

CONSTITUTION

Mother: close enough, but still awkward
Parent/patron: healthy fear but some filial affection
Cotton Mather: partner-in-crime, best boi

SAVING THROWS

TEMPORARY HIT POINTS

14
Total 4d8

+1 Acrobatics (Dex)

+2

SUCCESSES

+1 Animal Handling (Wis)
●

INTELLIGENCE

12

●

FAILURES

_+3 Arcana (Int)
-1

HIT DICE

+6 Deception (Cha)

NAME

+1 Insight (Wis)
●

+6 Intimidation (Cha)

WISDOM

●

+3 Investigation (Int)

12

●

+3 Medicine (Wis)

+1 Nature (Int)

+4 Performance (Cha)

●

18

+6

1d10+4 force

Chill Touch

+6

2d8 necrotic

Ray of Frost

+6

2d8 cold

+3 Religion (Int)
+2 Sleight of Hand (Dex)

+2 Stealth (Dex)

+4

Darkvision 60ft.
Hellish Resistance- Cold
Infernal Legacy: thaumaturgy,
1 hellish rebuke/day
Otherworldly Patron: Great
Old One (???)
Awakened Mind (telepathy)
Pact Magic
Book of Ancient Secrets (two
cantrips at any level)

+1 Survival (Wis)
SKILLS

13

FLAWS

ATK BONUS DAMAGE/TYPE

Eldritch Blast x2

+4 Persuasion (Cha)

CHARISMA

Social anxiety
Can be considered disturbing
Trouble understanding "normal" things

DEATH SAVES

Vicious Mockery: 2d4 psychic,
disadv.

+1 Perception (Wis)

+1

BONDS

Athletics (Str)

+1 History (Int)

+1

IDEALS

CURRENT HIT POINTS

+1 Intelligence

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Tome
Nice rosewood staff
Crystal on a chain
Familiar: Cotton
Mather (fiend dog)

CP

Common, Infernal, Abyssal,
high-school-level Elvish
Simple weapons
Light armor (studded)
Herbalism kit

SP

EP

GP

823

pot. vital restoration

PP

OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT
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FEATURES & TRAITS

19

Mary Hale
CHARACTER NAME

AGE

Fluorescent blue
EYES

5'3

140

HEIGHT

WEIGHT

Gray with blue glowing patches

SKIN

Dark purple
HAIR

Seafall College: alma mater and
home
patron and parent
Purity: employer (runs with Jeph
and Val)

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

A wizard/professor named Lavenza Hale pulled
a Shape of Water with an eldritch horror "for
science" and got pregnant. She removed the
fetus and grew it in a test tube for nine months.
Thus, Mary Hale was born.
Mary foiled all of her mother's attempts to hide
her from the world (it's hard to keep a
glow-in-the-dark anglerfish tiefling secret). Along
the way, she made a lot of friends through her
simple zest for life and open-mindedness.
Despite the subliminal images of abyssal horror
she impressed into people's minds, she was a
very good kid.
At age 10, Mary witnessed her mother
summoning her eldritch parent again.
Professors don't get paid much, and raising an
overactive tiefling isn't easy. Rather than feeling
fear and existential horror at meeting her other
parent, Mary proceeded to berate her parent for
not being present in her life or supporting her.
After 10 minutes of this, the eldritch horror was
so annoyed they contemplated wiping themself
from existence. Fortunately, they realized their
progeny would make an excellent harbinger.
Anyone who could argue with a being of pure
chaos and win would wreak havoc on the planes
for sure.
The abyssal terror ended up paying child
support through their pact with Mary: she would
finish school and act as a harbinger of chaos,
and they would teach her how to use her dark
inheritance and be more present in her life. For
the next eight years, Mary worked her buns off
to complete a full academic degree by age 18.
Armed with a fancy piece of paper, no practical
life skills, and the powers of the Abyss, Mary's
ready to take on the world and do some good.
She has to cause chaos, but that's not
necessarily a bad thing. Right?
CHARACTER BACKSTORY

INVOCATIONS
Book of Ancient Secrets:
Find Familiar (Cotton Mather)
Identify
Comprehend Languages
Agonizing Blast: +4 to Eldritch
Blast damage
Repelling Blast: 10ft knockback
on Eldritch Blast

ADDITIONAL FEATURES & TRAITS

COTTON MATHER
Armor Class 12
Hit Points 5 (1d8+1)
Speed 40 ft.
STR
13 (+1) DEX
14 (+2) CON
12 (+1) INT
3 (-4) WIS
12 (+1) CHA
7 (-2)
Skills Perception +3
Senses passive Perception 13
Challenge 1/8 (25 XP)
Keen Hearing and Smell. The mastiff has advantage on Wisdom
(Perception) checks that rely on hearing or smell.
Actions
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit:
(1d6 + 1) piercing damage. If the target is a creature, it must
succeed on a DC 11 Strength saving throw or be knocked prone

Cotton Mather is a fiend dog. Runt of his
litter, he spent a lot of time roaming Hell
alone. A student summoned him on a
prank, causing him to rampage through
Seafall College. Mary tamed him with
some Infernal commands and good
scritches. He liked her, but he had to be
banished to hell. When Mary finally
learned how to summon a familiar, he
ripped his way through other potential
candidates to find her again. He doesn't
care for most beings, but he's rarely
away from Mary's side.
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Warlock
SPELLCASTING
CLASS

0

CHA

14

+6

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

3

CANTRIPS

Eldritch Blast
Chill Touch (can't regain hitpoints)
Lightning Lure

6

Counterspell (contest higher than l3)

Vicious Mockery (2d4 psy, disadv)
Guidance (add a d4)
Ray of Frost (2d8 cold, -10ft speed
Thaumaturgy
SPELL
LEVEL

1
PR

ED

EPAR

SLOTS TOTAL

SLOTS EXPENDED

7

2
SPELL NAME

4

SPELLS KNOWN

Hex
Armor of Agathys (5 temp hp/level)
Arms of Hadar

8

2
Misty Step (30ft)
Cloud of Daggers

5
9
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Spell Descriptions
Chill Touch
Necromancy cantrip
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: 1 round
You create a ghostly, skeletal hand
in the space of a creature within
range. Make a ranged spell attack
against the creature to assail it
with the chill of the grave. On a hit,
the target takes 1d8 necrotic
damage, and it can’t regain hit
points until the start of your next
turn. Until then, the hand clings to
the target. If you hit an undead
target, it also has disadvantage on
attack rolls against you until the
end of your next turn.
At Higher Levels. This spell’s
damage increases by 1d8 when
you reach 5th level (2d8), 11th
level (3d8), and 17th level (4d8).
Lightning Lure
Casting Time: 1 action
Range: 15 feet
Components: V
Duration: Instantaneous
You create a lash of lightning
energy that strikes at one creature
of your choice that you can see
within range. The target must
succeed on a Strength saving
throw or be pulled up to 10 feet in
a straight line toward you and then
take 1d8 lightning damage if it is
within 5 feet of you.
At Higher Levels. This spell's
damage increases by 1d8 when
you reach 5th level (2d8), 11th
level (3d8), and 17th level (4d8).
Spell Lists. Sorcerer, Warlock,
Wizard

Arms of Hadar
Casting Time: 1 action
Range: Self (10-foot radius)
Components: V, S
Duration: Instantaneous
You invoke the power of Hadar, the Dark
Hunger. Tendrils of dark energy erupt from
you and batter all creatures within 10 feet of
you. Each creature in that area must make a
Strength saving throw. On a failed save, a
target takes 2d6 necrotic damage and can’t
take reactions until its next turn. On a
successful save, the creature takes half
damage, but suffers no other effect.
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.
Cloud of Daggers
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a sliver of glass)
Duration: Concentration, up to 1 minute
You fill the air with spinning daggers in a
cube 5 feet on each side, centered on a
point you choose within range. A creature
takes 4d4 slashing damage when it enters
the spell’s area for the first time on a turn or
starts its turn there.
At Higher Levels. When you cast this spell
using a spell slot of 3rd level or higher, the
damage increases by 2d4 for each slot level
above 2nd.
Counterspell
Casting Time: 1 reaction, which you take
when you see a creature within 60 feet of
you casting a spell
Range: 60 feet
Components: S
Duration: Instantaneous
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 level or higher, the
interrupted spell has no effect if its level is
less than or equal to the level of the spell
slot you used.

Backstory

