Bard2/Warlock1

Acolyte

CLASS & LEVEL

Lacuna Cain
CHARACTER NAME

Olivia

BACKGROUND

PLAYER NAME

Drow

some kind of Good

3 (7)

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

10

14
+2

ARMOR
CLASS

PROFICIENCY BONUS

+2

30ft.

INITIATIVE

SPEED

Calm and relaxed
Gentle for a drow
Great listener
PERSONALITY TRAITS

0
Hit Point Maximum

Strength
DEXTERITY

●

15

All pain is balanced by relief
It can't rain all the time
Cults are dangerous, and their members should be freed

+4 Dexterity
+2 Constitution
+2 Wisdom

●

CONSTITUTION

Ellistraee: matron goddess and sugar
mommy
Miles: therapy pet, best friend

+6 Charisma
SAVING THROWS

TEMPORARY HIT POINTS

15
Total 2d8

+2 Acrobatics (Dex)

+2

SUCCESSES

+2 Animal Handling (Wis)
●

INTELLIGENCE

FAILURES

+2 Arcana (Int)

HIT DICE

+4 Deception (Cha)

NAME

History (Int)

+2 Insight (Wis)

0
●

+6 Intimidation (Cha)
Investigation (Int)

WISDOM

+2 Medicine (Wis)

14

Nature (Int)

+2

+4 Performance (Cha)

18

Cynical
Prone to depression
PTSD from loud noises and acid

DEATH SAVES

FLAWS

●

ATK BONUS DAMAGE/TYPE

Scimitar

+2

1d6 slashing

Rapier

+2

1d8 piercing

Dagger

+2

1d4 piercing

Sacred Flame: 1d8 radiant
Eldritch blast: 1d10 force
Vicious Mockery: 1d4 psychic
Guiding Bolt: 4d6 radiant
Dissonant Whispers: 3d6 psychic
Thunderwave: 2d8 thunder
Witch Bolt: 1d12 lightning

+2 Perception (Wis)

CHARISMA

BONDS

Athletics (Str)

11

+6 Persuasion (Cha)
Religion (Int)

+2 Sleight of Hand (Dex)

+2 Stealth (Dex)
+2 Survival (Wis)
SKILLS

12

IDEALS

CURRENT HIT POINTS

Intelligence

+2

+4

25

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Common, Elvish,
Undercommon, Celestial,
Deep Speech
Rapier, shortsword, scimitar,
hand crossbow
Simple weapons, longswords

OTHER PROFICIENCIES & LANGUAGES

SP

8

EP

GP

PP

314

Hurdy gurdy
Scimitar
Rapier
Diplomat's pack
Studded leather armor
Dagger
Book in progress about cult
escapees
Incense (aphrodesiac)
Performance outfit (sexy)
Normal clothes (tunic and
legging made from Miles'
silk)
Large hat

Darkvision 120ft.
Sunlight Sensitivity
(disadvantage on wisdom
checks when attacking in
direct sunlight)
Dark Elf Magic: (1/long rest)
Dancing lights, faerie fire at
will
5: DARKNESS
Dark Elf Weapon Training
Extra language
Bardic Inspiration (4d6)
Jack of All Trades (half
proficiency rounded down to
ability check)
Song of Rest (add an extra
1d6 to hit dice)
Otherworldly Patron
(Celestial)
Pact Magic
Healing Light (1d6 healing
pool, 4d6)
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FEATURES & TRAITS

20

Lacuna Cain
CHARACTER NAME

5'6

AGE

White with black pupils
EYES

120lb

HEIGHT

WEIGHT

Gray with glow in the dark tattoos

SKIN

Purity: employer

Silver-gray
HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Like many drow women, Lacuna Cain was
conscripted into Lolth's priesthood at an early
age. A natural musician, she often led the
congregation in hymns to praise the Spider
Goddess. Her hurdy gurdy brought a strange
comfort to her kin: they'd never heard anything
like this instrument before. It made them feel
almost hopeful. When she began writing her
own songs, she would practice them for her
captive audience of the high priestess's
concubines. They took comfort in her presence
and were healed by her songs. One even
began an illicit relationship with the young
priestess.
The high priestess blinded young Lacuna with
acid and threw her out into the Underdark. She
spent the next five years learning to survive
despite her disability. Like the spiders, she
learned to use sound as her prime method of
hunting. She found relief in her solitude: she'd
managed to smuggle out her hurdy gurdy
undamaged. Her songs had strange effects on
the beasts of the Underdark: none of them
came near her save for a seven-legged spider
she adopted and named Miles.

Has some lighter
discoloration/scarring on her
face from the acid that blinded
her
Her rear armor is very shiny, as
if to say, "The Dark Dancer
approves of this butt."

ADDITIONAL FEATURES & TRAITS

Hearing her songs, the goddess Ellistraee
appeared to Lacuna and guided her through
the darkness (and some sexy stuff). They took
a liking to each other, and the Dark Dancer
gave her paramour divine power. Lacuna's
eyes were healed but she chose to leave them
blank white as a reminder of her trials in the
Underdark.
Lacuna joined Purity to expand her musical
skills, have a safe place to live, and help more
people.

CHARACTER BACKSTORY

TREASURE
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Bard/Warlock
SPELLCASTING
CLASS

0

3

CANTRIPS

CHA

14

+6

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Light
Sacred Flame (1d8 radiant)
Eldritch Blast (1d10 force)
Minor Illusion

VICIOUS MOCKERY (1d4/disadv)
Mage Hand

SPELL
LEVEL

1

SLOTS TOTAL

ED

PR

7

2/2

EPAR

SPELLS KNOWN

SLOTS EXPENDED

SPELL NAME

Cure Wounds (1d8+3)
Guiding Bolt (4d6 radiant)
Healing Word (1d4+4)
Charm Person
Dissonant Whispers (3d6 psychic)
Thunderwave (15 ft, 2d8, 10ft push)
Hideous Laughter

4

8
Faerie Fire

2

5
9
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Spell Descriptions
WARLOCK
Guiding Bolt
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: 1 round
A flash of light streaks toward a
creature of your choice within
range. Make a ranged spell
attack against the target. On a
hit, the target takes 4d6 radiant
damage, and the next attack roll
made against this target before
the end of your next turn has
advantage, thanks to the
mystical dim light glittering on
the target until then.
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.
Witch Bolt
30 ft. range, up to 1 minute
concentration
melee spell attack, 1d12 initially,
1d12 if you keep concentration

BARD
Dissonant Whispers
Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Instantaneous
You whisper a discordant melody that only one creature
of your choice within range can hear, wracking it with
terrible pain. The target must make a Wisdom saving
throw. On a failed save, it takes 3d6 psychic damage and
must immediately use its reaction, if available, to move as
far as its speed allows away from you. The creature
doesn’t move into obviously dangerous ground, such as a
fire or a pit. On a successful save, the target takes half as
much damage and doesn’t have to move away. A
deafened creature automatically succeeds on the save.
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.
Healing Word
Casting Time: 1 bonus action
Range: 60 feet
Components: V
Duration: Instantaneous
A creature of your choice that you can see within range
regains hit points equal to 1d4 + your spellcasting ability
modifier. This spell has no effect on undead or
constructs.
At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, the healing increases by 1d4
for each slot level above 1st.
Thunderwave
Casting Time: 1 action
Range: Self (15-foot cube)
Components: V, S
Duration: Instantaneous
A wave of thunderous force sweeps out from you. Each
creature in a 15-foot cube originating from you must
make a Constitution saving throw. On a failed save, a
creature takes 2d8 thunder damage and is pushed 10
feet away from you. On a successful save, the creature
takes half as much damage and isn’t pushed.
In addition, unsecured objects that are completely within
the area of effect are automatically pushed 10 feet away
from you by the spell’s effect, and the spell emits a
thunderous boom audible out to 300 feet.
At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage increases by 1d8
for each slot level above 1st.
Hideous Laughter
Casting Time: 1 action
Range: 30 feet
Components: V, S, M
Duration: Concentration, up to 1 minute
A creature of your choice that you can see within range
perceives everything as hilariously funny and falls into fits
of laughter if this spell affects it. The target must succeed
on a Wisdom saving throw or fall prone, becoming
incapacitated and unable to stand up for the duration. A
creature with an Intelligence score of 4 or less isn’t
affected.
At the end of each of its turns, and each time it takes
damage, the target can make another Wisdom saving
throw. The target has advantage on the saving throw if
it’s triggered by damage. On a success, the spell ends.

DROW PERKS
Faerie Fire
Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Concentration, up to 1
minute
Each object in a 20-foot cube within
range is outlined in blue, green, or
violet light (your choice).
Any creature in the area when the
spell is cast is also outlined in light if
it fails a Dexterity saving throw. For
the duration, objects and affected
creatures shed dim light in a 10-foot
radius.
Any attack roll against an affected
creature or object has advantage if
the attacker can see it, and the
affected creature or object can’t
benefit from being invisible.
FUTURE WARLOCK
INVOCATIONS FOR PLANNING
(because Olivia will forget)
Mask of Many Faces
Misty Visions
Beguiling Influence

Backstory

