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Arrows (20) (Adventuring Gear)

Backpack (Empty) (Adventuring Gear)

Ball Bearings (1,000) (Adventuring Gear)

Bell (Adventuring Gear)

Candle (Adventuring Gear)

Crowbar (Adventuring Gear)

Dagger (Weapon)

Disguise Kit (Tools)

Flamable Arrows (6) ()

Hammer (Adventuring Gear)

Ironfang (Weapon)

Lantern, Hooded (Adventuring Gear)

Oil (Flask) (Adventuring Gear)

Piton (Adventuring Gear)

Potion of Fire Resistance (Potion)

Rapier (Weapon)

Rations (1 Day) (Adventuring Gear)

Moderately Armored (Feat)

War Caster (Feat)

Ability Score Improvement (Feature)

Cunning Action (Feature)

Eldritch Invocations: Mask of Many Faces, Devil's Sight, Agonizing Blast (Feature)

Evasion (Feature)

Expanded Spell List (Archfey) (Feature)

Expertise (Feature)

False Identity (Feature)

Fancy Footwork (Feature)

Fey Presence (Feature)

Pact Boon (Feature)

Pact Magic (Warlock) (Feature)

Panache (Feature)

Rakish Audacity (Feature)

Sneak Attack (Feature)

Swashbuckler (Feature)

The Archfey (Feature)

Thieves' Cant (Feature)

Uncanny Dodge (Feature)

Fey Ancestry (Trait)

Skill Versatility (Trait)

Paranoid

Hatred of prejudice and persecution

Dagger (Finesse, light, thrown (range 20/60)) +10 d4+5 piercing

Dagger (Finesse, light, thrown (range 20/60)) +10 d4+5 piercing

Rapier (Finesse) +10 d8+5 piercing

Shortbow (Ammunition (range 80/320), two-handed) +10 d6+5 piercing

Ironfang (Finesse, magic) +12 d6+7 piercing,magic

d8 thunder

Eldritch Blast [Cantrip](Range 120 feet) +9 d10+4 force

15

15X
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Weapons

Name Properties Ammo Prof Attack Damage

Dagger Finesse, light, thrown (range 20/60) +10Yes d4+5 piercing

 

Dagger Finesse, light, thrown (range 20/60) 3 +10Yes d4+5 piercing

Ironfang Finesse, magic +12Yes d6+7 piercing,magic

d8 thunder

Rapier Finesse +10Yes d8+5 piercing

Shortbow Ammunition (range 80/320), two-handed 20 +10Yes d6+5 piercing

Ring of Mind Shielding (Ring)

Rope, Hempen (50 Feet) (Adventuring Gear)

Shield, +1 (Armor)

Shortbow (Weapon)

String (10 Feet) (Adventuring Gear)

Studded Leather (Armor)

Thieves' Tools (Tools)

Tinderbox (Adventuring Gear)

Waterskin (Adventuring Gear)

Wingwear (Wondrous Item)
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Spells Spell Ability: charisma Base DC: 17Base Attack: 9 Prepared: 0

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

0 0 0 0 0 0 0 0 0

Fey Presence

Duration: Range: Casting Time: 

Source: Components: 

Starting at 1st level, your patron bestows upon you the ability to project the beguiling and fearsome presence of 

the fey. As an action, you can cause each creature in a 10-foot cube originating from you to make a Wisdom 

saving throw against your warlock spell save DC. The creatures that fail their saving throws are all charmed or 

frightened by you (your choice) until the end of your next turn. Once you use this feature, you can't use it again 

until you finish a short or long rest.

Save vs wisdom DC 22Attack: 

Mask of Many Faces

Duration: Range: Casting Time: 

Source: Components: 

Sneak Attack

Duration: Range: Casting Time: 

Source: Components: 

Cantrip

Booming Blade (Evocation) Prepared O

Duration: 1 roundRange: 5 feetCasting Time: 1 action

Source: Sorcerer, Warlock, WizardComponents: V, M (a weapon)

As part of the action used to cast this spell, you must make a melee attack with a weapon against one creature 

within the spell's range, otherwise the spell fails. On a hit, the target suffers the attack's normal effects, and it 

becomes sheathed in booming energy until the start of your next turn. If the target willingly moves before then, it 

immediately takes 1d8 thunder damage, and the spell ends.

This spell's damage increases when you reach higher levels. At 5th level, the melee attack deals an extra 1d8 

thunder damage to the target, and the damage the target takes for moving increases to 2d8. Both damage rolls 

increase by 1d8 at 11th level and 17th level.

d8,d8,d8 thunderDamage: 

Eldritch Blast (Evocation) Prepared O

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: WarlockComponents: V, S

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.

ranged +9 vs ACAttack: 

d10+4 forceDamage: 

Green-Flame Blade (Evocation) Prepared O

Duration: InstantaneousRange: 5 feetCasting Time: 1 action

Source: Sorcerer, Warlock, WizardComponents: V, M (a weapon)
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As part of the action used to cast this spell, you must make a melee attack with a weapon against one creature 

within the spell's range, otherwise the spell fails. On a hit, the target suffers the attack's normal effects, and 

green fire leaps from the target to a different creature of your choice that you can see within 5 feet of it. The 

second creature takes fire damage equal to your spellcasting ability modifier.

This spell's damage increases when you reach higher levels. At 5th level, the melee attack deals an extra 1d8 fire 

damage to the target, and the fire damage to the second creature increases to 1d8 + your spellcasting ability 

modifier. Both damage rolls increase by 1d8 at 11th level and 17th level.

d8,d8+4 fireDamage: 

Guidance (Divination) Prepared O

Duration: Concentration, up to 1 minuteRange: TouchCasting Time: 1 action

Source: Cleric, DruidComponents: V, S

You touch one willing creature. Once before the spell ends, the target can roll a d4 and add the number rolled to 

one ability check of its choice. It can roll the die before or after making the ability check. The spell then ends.

Message (Transmutation) Prepared O

Duration: 1 roundRange: 120 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Sorcerer, Wizard, ArcaComponents: V, S, M (a short piece of copper wire)

You point your finger toward a creature within range and whisper a message. The target (and only the target) 

hears the message and can reply in a whisper that only you can hear.

You can cast this spell through solid objects if you are familiar with the target and know it is beyond the barrier. 

Magical silence. 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood blocks the spell. 

The spell doesn't have to follow a straight line and can travel freely around corners or through openings.

Minor Illusion (Illusion) Prepared O

Duration: 1 minuteRange: 30 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Monk, Sorcerer, WarlocComponents: S, M (a bit of fleece)

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.

Level 1

Armor of Agathys (Abjuration) Prepared O

Duration: 1 hourRange: SelfCasting Time: 1 action

Source: WarlockComponents: V, S, M (a cup of water)

A protective magical force surrounds you, manifesting as a spectral frost that covers you and your gear. You gain 

5 temporary hit points for the duration. If a creature hits you with a melee attack while you have these hit points, 

the creature takes 5 cold damage.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, both the temporary hit points 

and the cold damage increase by 5 for each slot level above 1st.

+15 Heal: 

+15 coldDamage: 

Faerie Fire (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: 60 feetCasting Time: 1 action

Source: Bard, Cleric Light Domain, Druid, Warlock (ArComponents: V

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.

Save vs dexterity DC 17Attack: 
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Level 2

Darkness (Evocation) Prepared O

Duration: Concentration, up to 10 minutesRange: 60 feetCasting Time: 1 action

Source: Druid Swamp Circle, Eldritch Knight, Monk, SoComponents: V, M (bat fur and a drop of pitch or piece of coal)

Magical darkness spreads from a point you choose within range to fill a 15-foot-radius sphere for the duration. 

The darkness spreads around corners.

A creature with darkvision can't see through this darkness, and nonmagical light can't illuminate it.

If the point you choose is on an object you are holding or one that isn't being worn or carried, the darkness 

emanates from the object and moves with it. Completely covering the source of the darkness with an opaque 

object, such as a bowl or a helm, blocks the darkness.

If any of this spell's area overlaps with an area of light created by a spell of 2nd level or lower, the spell that 

created the light is dispelled.

Invisibility (Illusion) Prepared O

Duration: Concentration, up to 1 hourRange: TouchCasting Time: 1 action

Source: Bard, Druid Grassland Circle, Eldritch Knight, Components: V, S, M (an eyelash encased in gum arabic)

A creature you touch becomes invisible until the spell ends. Anything the target is wearing or carrying is invisible 

as long as it is on the target's person. The spell ends for a target that attacks or casts a spell.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, you can target one additional 

creature for each slot level above 2nd.

Level 3

Blink (Transmutation) Prepared O

Duration: 1 minuteRange: SelfCasting Time: 1 action

Source: Cleric Trickery Domain, Eldritch Knight, WarlComponents: V, S

Roll a d20 at the end of each of your turns for the duration of the spell. On a roll of 11 or higher, you vanish 

from your current plane of existence and appear in the Ethereal Plane (the spell fails and the casting is wasted if 

you were already on that plane). At the start of your next turn, and when the spell ends if you are on the Ethereal 

Plane, you return to an unoccupied space of your choice that you can see within 10 feet of the space you vanished 

from. If no unoccupied space is available within that range, you appear in the nearest unoccupied space (chosen 

at random if more than one space is equally near). You can dismiss this spell as an action.

While on the Ethereal Plane, you can see and hear the plane you originated from, which is cast in shades of gray, 

and you can't see anything there more than 60 feet away. You can only affect and be affected by other 

creatures on the Ethereal Plane. Creatures that aren't there can't perceive you or interact with you, unless they 

have the ability to do so.

Fly (Transmutation) Prepared O

Duration: Concentration, up to 10 minutesRange: TouchCasting Time: 1 action

Source: Eldritch Knight, Monk, Sorcerer, Warlock, WiComponents: V, S, M (a wing feather from any bird)

You touch a willing creature. The target gains a flying speed of 60 feet for the duration. When the spell ends, 

the target falls if it is still aloft, unless it can stop the fall.

At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, you can target one additional 

creature for each slot level above 3rd.
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Feats, Features, Traits

Feat

War Caster Prerequisite: The ability to cast at least one spell

You have practiced casting spells in the midst of combat, learning techniques that grant you the following 

benefits:

* You have advantage on Constitution saving throws that you make to maintain your concentration on a 

spell when you take damage.

* You can perform the somatic components of spells even when you have weapons or a shield in one or both 

hands.

* When a hostile creature's movement provokes an opportunity attack from you, you can use your reaction 

to cast a spell at the creature, rather than making an opportunity attack. The spell must have a casting time 

of 1 action and must target only that creature.

Moderately Armored Prerequisite: Proficiency with light armor

You have trained to master the use of medium armor and shields, gaining the following benefits:

* Increase your Strength or Dexterity score by 1, to a maximum of 20.

* You gain proficiency with medium armor and shields.

Feature

False Identity You have created a second identity that includes documentation, established acquaintances, and disguises 

that allow you to assume that persona.

Additionally, you can forge documents including official papers and personal letters, as long as you have 

seen an example of the kind of document or the handwriting you are trying to copy.

Cunning Action Starting at 2nd level, your quick thinking and agility allow you to move and act quickly. You can take a 

bonus action on each of your turns in combat. This action can be used only to take the Dash, Disengage, or 

Hide action.

Thieves' Cant During your rogue training you learned thieves' cant, a secret mix of dialect, jargon, and code that allows 

you to hide messages in seemingly normal conversation. Only another creature that knows thieves' cant 

understands such messages. It takes four times longer to convey such a message than it does to speak the 

same idea plainly.

In addition, you understand a set of secret signs and symbols used to convey short, simple messages, such 

as whether an area is dangerous or the territory of a thieves' guild, whether loot is nearby, or whether the 

people in an area are easy marks or will provide a safe house for thieves on the run.

Sneak Attack Beginning at 1st level, you know how to strike subtly and exploit a foe's distraction. Once per turn, you 

can deal an extra 1d6 damage to one creature you hit with an attack if you have advantage on the attack 

roll. The attack must use a finesse or a ranged weapon.

You don't need advantage on the attack roll if another enemy of the target is within 5 feet of it, that 

enemy isn't incapacitated, and you don't have disadvantage on the attack roll.

The amount of the extra damage increases as you gain levels in this class, as shown in the Sneak Attack 

column of the Rogue table.

Expertise At 1st level, choose two of your skill proficiencies, or one of your skill proficiencies and your 

proficiency with thieves' tools. Your proficiency bonus is doubled for any ability check you make that 

uses either of the chosen proficiencies.

At 6th level, you can choose two more of your proficiencies (in skills or with thieves' tools) to gain this 

benefit.

Swashbuckler You focus your training on the art of the blade, relying on speed, elegance, and charm in equal parts. 

While some warriors are brutes clad in heavy armor, your method of fighting looks almost like a 

performance. Duelists and pirates typically belong to this archetype.

A Swashbuckler excels in single combat, and can fight with two weapons while safely darting away from 

an opponent.

Swashbucklers and Two-Weapon Fighting

The Swashbuckler relies on a good understanding of the D&D rules to realize its potential, specifically 

when it comes to fighting with two weapons. Other characters must use an action to Disengage if they 

want to escape a melee, but the Fancy Footwork feature of the Swashbuckler bundles a more limited 

version of Disengage within your attack. This allows you to use your bonus action to fight with two 

weapons, and then safely evade each foe you attacked.

Features

Rakish Audacity Starting at 3rd level, your unmistakable confidence propels you into battle. You can add your Charisma 

modifier to your initiative rolls.

In addition, you don't need advantage on your attack roll to use your Sneak Attack if no creature other 

than your target is within 5 feet of you. All the other rules for the Sneak Attack class feature still apply 

to you.
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Fancy Footwork When you choose this archetype at 3rd level, you learn how to land a strike and then slip away without 

reprisal. During your turn, if you make a melee attack against a creature, that creature can't make 

opportunity attacks against you for the rest of your turn.

Ability Score Improvement When you reach 4th level, and again at 8th, 10th, 12th, 16th, and 19th level, you can increase one ability 

score of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can't 

increase an ability score above 20 using this feature.
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Eldritch Invocations: Mask of Many Faces, Devil's Sight, Agonizing BlastIn your study of occult lore, you have unearthed eldritch invocations, fragments of forbidden knowledge 

that imbue you with an abiding magical ability.

At 2nd level, you gain two eldritch invocations of your choice. Your invocation options are detailed at the 

end of the class description. When you gain certain warlock levels, you gain additional invocations of 

your choice, as shown in the Invocations Known column of the Warlock table.

Additionally, when you gain a level in this class, you can choose one of the invocations you know and 

replace it with another invocation that you could learn at that level.

A level prerequisite in an invocation refers to warlock level, not character level.

Eldritch Invocations

If an eldritch invocation has prerequisites, you must meet them to learn it. You can learn the invocation at 

the same time that you meet its prerequisites.

Name

Prerequisite

Description

Agonizing Blast

eldritch blast cantrip

When you cast eldritch blast, add your Charisma modifier to the damage it deals on a hit.

Armor of Shadows

-

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

Ascendant Step

9th level

You can cast levitate on yourself at will, without expending a spell slot or material components.

Beast Speech

-

You can cast speak with animals at will, without expending a spell slot.

Beguiling Influence

-

You gain proficiency in the Deception and Persuasion skills.

Bewitching Whispers

7th level

You can cast compulsion once using a warlock spell slot.You can't do so again until you finish a long rest.

Book of Ancient Secrets

Pact of the Tome feature
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You can now inscribe magical rituals in your Book of Shadows. Choose two 1st-level spells that have the 

ritual tag from any class's spell list. The rituals needn't be from the same spell list. The spells appear in the 

book and don't count against the number of spells you know. With your Book of Shadows in hand, you can 

cast the chosen spells as rituals. You can't cast the spells except as rituals, unless you've learned them by 

some other means. You can also cast a warlock spell you know as a ritual if it has the ritual tag. On your 

adventures, you can add other ritual spells to your Book of Shadows. When you find such a spell, you can 

add it to the book if the spell's level is equal to or less than half your warlock level (rounded up) and if you 

can spare the time to transcribe the spell. For each level of the spell, the transcription process takes 2 

hours and costs 50 gp for the rare inks needed to inscribe it.

Chains of Carceri

15th level, Pact of the Chain feature

You can cast hold monster at will-targeting a celestial, fiend, or elemental-without expending a spell slot or 

material components. You must finish a long rest before you can use this invocation on the same creature 

again.

Devil's Sight

-

You can see normally in darkness, both magical and nonmagical, to a distance of 120 feet.

Dreadful Word

7th level

You can cast confusion once using a warlock spell slot. You can't do so again until you finish a long rest.

Eldritch Sight

-

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

Eldritch Spear

eldritch blast cantrip

When you cast eldritch blast, its range is 300 feet.

Eyes of the Rune Keeper

-

You can read all writing.

Fiendish Vigor

-

You can cast false life on yourself at will as a 1st-level spell, without expending a spell slot or material 

components.

Gaze of Two Minds
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-

You can use your action to touch a willing humanoid and perceive through its senses until the end of your 

next turn. As long as the creature is on the same plane of existence as you, you can use your action on 

subsequent turns to maintain this connection, extending the duration until the end of your next turn. While 

perceiving through the other creature's senses, you benefit from any special senses possessed by that 

creature, and you are blinded and deafened to your own surroundings.

Lifedrinker

12th level, Pact of the Blade feature

When you hit a creature with your pact weapon, the creature takes extra necrotic damage equal to your 

Charisma modifier (minimum 1).

Mask of Many Faces

-

You can cast disguise self at will, without expending a spell slot.

Master of Myriad Forms

15th level

You can cast alter self at will, without expending a spell slot.

Minions of Chaos

9th level

You can cast conjure elemental once using a warlock spell slot. You can't do so again until you finish a long 

rest.

Mire the Mind

5th level

You can cast slow once using a warlock spell slot. You can't do so again until you finish a long rest.

Misty Visions

-

You can cast silent image at will, without expending a spell slot or material components.

One with Shadows

5th level

When you are in an area of dim light or darkness, you can use your action to become invisible until you 

move or take an action or a reaction.

Otherworldly Leap

9th level

You can cast jump on yourself at will, without expending a spell slot or material components.
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Repelling Blast

eldritch blast cantrip

When you hit a creature with eldritch blast, you can push the creature up to 10 feet away from you in a 

straight line.

Sculptor of Flesh

7th level

You can cast polymorph once using a warlock spell slot. You can't do so again until you finish a long rest.

Sign of Ill Omen

5th level

You can cast bestow curse once using a warlock spell slot. You can't do so again until you finish a long rest

.

Thief of Five Fates

-

You can cast bane once using a warlock spell slot. You can't do so again until you finish a long rest.

Thirsting Blade

5th level, Pact of the Blade feature

You can attack with your pact weapon twice, instead of once, whenever you take the Attack action on your 

turn.

Visions of Distant Realms

15th level

You can cast arcane eye at will, without expending a spell slot.

Voice of the Chain Master

Pact of the Chain feature

You can communicate telepathically with your familiar and perceive through your familiar's senses as long 

as you are on the same plane of existence. Additionally, while perceiving through your familiar's senses, 

you can also speak through your familiar in your own voice, even if your familiar is normally incapable of 

speech.

Whispers of the Grave

9th level

You can cast speak with dead at will, without expending a spell slot.
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Witch Sight

15th level

You can see the true form of any shapechanger or creature concealed by illusion or transmutation magic 

while the creature is within 30 feet of you and within line of sight.

Pact Boon At 3rd level, your otherworldly patron bestows a gift upon you for your loyal service. You gain one of the 

following features of your choice.

Pact of the Chain

You learn the find familiar spell and can cast it as a ritual. The spell doesn't count against your number of 

spells known.

When you cast the spell, you can choose one of the normal forms for your familiar or one of the following 

special forms: imp, pseudodragon, quasit, or sprite. Additionally, when you take the Attack action, you can 

forgo one of your own attacks to allow your familiar to make one attack of its own. When you let your 

familiar attack, it does so with its reaction.

Pact of the Blade

You can use your action to create a pact weapon in your empty hand. You can choose the form that this 

melee weapon takes each time you create it (see chapter 5 for weapon options). You are proficient with it 

while you wield it. This weapon counts as magical for the purpose of overcoming resistance and immunity 

to nonmagical attacks and damage.

Your pact weapon disappears if it is more than 5 feet away from you for 1 minute or more. It also 

disappears if you use this feature again, if you dismiss the weapon (no action required), or if you die.

You can transform one magic weapon into your pact weapon by performing a special ritual while you hold 

the weapon. You perform the ritual over the course of 1 hour, which can be done during a short rest.

You can then dismiss the weapon, shunting it into an extra dimensional space, and it appears whenever you 

create your pact weapon thereafter. You can't affect an artifact or a sentient weapon in this way. The 

weapon ceases being your pact weapon if you die, if you perform the 1-hour ritual on a different weapon, 

or if you use a 1-hour ritual to break your bond to it. The weapon appears at your feet if it is in the extra 

dimensional space when the bond breaks.

Pact of the Tome

Your patron gives you a grimoire called a Book of Shadows. When you gain this feature, choose three 

cantrips from any class's spell list. While the book is on your person, you can cast those cantrips at will. 

They don't count against your number of cantrips known. Any cantrip you cast with this feature is 

considered a warlock cantrip for you.

If you lose your Book of Shadows, you can perform a 1-hour ceremony to receive a replacement from your 

patron. This ceremony can be performed during a short or long rest, and it destroys the previous book. The 

book turns to ash when you die.

Your Pact Boon

Each Pact Boon option produces a special creature or an object that reflects your patron's nature.

Pact of the Chain. Your familiar is more cunning than a typical familiar. Its default form can be a 

reflection of your patron, with sprites and pseudodragons tied to the Archfey and imps and quasits tied to 

the Fiend. Because the Great Old One's nature is inscrutable, any familiar form is suitable for it.

Pact of the Blade. If your patron is the Archfey, your weapon might be a slender blade wrapped in leafy 

vines. If you serve the Fiend, your weapon could be an axe made of black metal and adorned with 

decorative flames. If your patron is the Great Old One, your weapon might be an ancient-looking spear, 

with a gemstone embedded in its head, carved to look like a terrible unblinking eye.

Pact of the Tome. Your Book of Shadows might be a fine, gilt-edged tome with spells of enchantment and 

illusion, gifted to you by the lordly Archfey. It could be a weighty tome bound in demon hide studded with 

iron, holding spells of conjuration and a wealth of forbidden lore about the sinister regions of the cosmos, 

a gift of the Fiend. Or it could be the tattered diary of a lunatic driven mad by contact with the Great Old 

One, holding scraps of spells that only your own burgeoning insanity allows you to understand and cast.

Uncanny Dodge Starting at 5th level, when an attacker that you can see hits you with an attack, you can use your reaction 

to halve the attack's damage against you.

Evasion Beginning at 7th level, you can nimbly dodge out of the way of certain area effects, such as a red dragon'

s fiery breath or an ice storm spell. When you are subjected to an effect that allows you to make a 

Dexterity saving throw to take only half damage, you instead take no damage if you succeed on the saving 

throw, and only half damage if you fail.

The Archfey Your patron is a lord or lady of the fey, a creature of legend who holds secrets that were forgotten before 

the mortal races were born. This being's motivations are often inscrutable, and sometimes whimsical, and 

might involve a striving for greater magical power or the settling of age-old grudges. Beings of this sort 

include the Prince of Frost; the Queen of Air and Darkness, ruler of the Gloaming Court; Titania of the 

Summer Court; her consort Oberon, the Green Lord; Hyrsam, the Prince of Fools; and ancient hags.

Features
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Pact Magic (Warlock) Your arcane research and the magic bestowed on you by your patron have given you facility with spells. 

See chapter 10 for the general rules of spellcasting and chapter 11 for the warlock spell list.

Cantrips

You know two cantrips of your choice from the warlock spell list. You learn additional warlock cantrips of 

your choice at higher levels, as shown in the Cantrips Known column of the Warlock table.

Spell Slots

The Warlock table shows how many spell slots you have. The table also shows what the level of those slots 

is; all of your spell slots are the same level. To cast one of your warlock spells of 1st level or higher, you 

must expend a spell slot. You regain all expended spell slots when you finish a short or long rest.

For example, when you are 5th level, you have two 3rd-level spell slots. To cast the 1st-level spell 

thunderwave , you must spend one of those slots, and you cast it as a 3rd-level spell.

Spells Known of 1st Level and Higher

At 1st level, you know two 1st-level spells of your choice from the warlock spell list.

The Spells Known column of the Warlock table shows when you learn more warlock spells of your choice 

of 1st level and higher. A spell you choose must be of a level no higher than what's shown in the table's 

Slot Level column for your level. When you reach 6th level, for example, you learn a new warlock spell, 

which can be 1st, 2nd, or 3rd level.

Additionally, when you gain a level in this class, you can choose one of the warlock spells you know and 

replace it with another spell from the warlock spell list, which also must be of a level for which you have 

spell slots.

Spellcasting Ability

Charisma is your spellcasting ability for your warlock spells, so you use your Charisma whenever a spell 

refers to your spellcasting ability. In addition, you use your Charisma modifier when setting the saving 

throw DC for a warlock spell you cast and when making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your Charisma modifier

Spell attack modifier = your proficiency bonus + your Charisma modifier

Spellcasting Focus

You can use an arcane focus (found in chapter 5) as a spellcasting focus for your warlock spells.

Expanded Spell List (Archfey) The Archfey lets you choose from an expanded list of spells when you learn a warlock spell. The following 

spells are added to the warlock spell list for you.

Archfey Expanded Spells

Warlock Level - Spell

Fey Presence Starting at 1st level, your patron bestows upon you the ability to project the beguiling and fearsome 

presence of the fey. As an action, you can cause each creature in a 10-foot cube originating from you to 

make a Wisdom saving throw against your warlock spell save DC. The creatures that fail their saving 

throws are all charmed or frightened by you (your choice) until the end of your next turn. Once you use 

this feature, you can't use it again until you finish a short or long rest.

Panache At 9th level, your charm becomes extraordinarily beguiling. As an action, you can make a Charisma (Persu

asion) check contested by a creature's Wisdom (Insight) check. The creature must be able to hear you, and 

the two of you must share a language.

If you succeed on the check and the creature is hostile to you, it has disadvantage on attack rolls against 

targets other than you and can't make opportunity attacks against targets other than you. This effect lasts 

for 1 minute, until one of your companions attacks the target or affects it with a spell, or until you and the 

target are more than 60 feet apart.

If you succeed on the check and the creature isn't hostile to you, it is charmed by you for 1 minute. While 

charmed, it regards you as a friendly acquaintance. This effect ends immediately if you or your 

companions do anything harmful to it.

Trait

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

Fey Ancestry You have advantage on saving throws against being charmed, and magic can't put you to sleep.
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Inventory

Count Name Cost Weight Properties

Flamable Arrows (6)1 0.33

Adventuring Gear

Arrows (20)1 11 gp

Backpack (Empty)1 52 gp

Ball Bearings (1,000)1 21 gp

As an action, you can spill these tiny metal balls from their pouch to cover a level, square area that is 10 feet on a side. A creature 

moving across the covered area must succeed on a DC 10 Dexterity saving throw or fall prone. A creature moving through the area 

at half speed doesn't need to make this save."

Bell1 0.051 gp

Candle5 0.011 cp

For 1 hour, a candle sheds bright light in a 5-foot radius and dim light for an additional 5 feet.

Crowbar1 52 gp

Using a crowbar grants advantage to Strength checks where the crowbar's leverage can be applied.

Hammer1 31 gp

Lantern, Hooded1 25 gp

A hooded lantern casts bright light in a 30-foot radius and dim light for an additional 30 feet. Once lit, it burns for 6 hours on a 

flask (1 pint) of oil. As an action, you can lower the hood, reducing the light to dim light in a 5-foot radius.

Oil (Flask)2 11 sp

Oil usually comes in a clay flask that holds 1 pint. As an action, you can splash the oil in this flask onto a creature within 5 feet of 

you or throw it up to 20 feet, shattering it on impact. Make a ranged attack against a target creature or object, treating the oil as 

an improvised weapon. On a hit, the target is covered in oil. If the target takes any fire damage before the oil dries (after 1 minute

), the target takes an additional 5 fire damage from the burning oil. You can also pour a flask of oil on the ground to cover a 5-foot-

square area, provided that the surface is level. If lit, the oil burns for 2 rounds and deals 5 fire damage to any creature that enters 

the area or ends its turn in the area. A creature can take this damage only once per turn.

Piton10 0.255 cp

Rations (1 Day)5 25 sp

Rations consist of dry foods suitable for extended travel, including jerky, dried fruit, hardtack, and nuts.

Rope, Hempen (50 Feet)1 101 gp

String (10 Feet)1 0.011 cp

Tinderbox1 15 sp

This small container holds flint, fire steel, and tinder (usually dry cloth soaked in light oil) used to kindle a fire. Using it to light a 

torch-or anything else with abundant, exposed fuel-takes an action. Lighting any other fire takes 1 minute.

Waterskin1 52 sp

Armor

Shield, +11 610 gp

A shield is made from wood or metal and is carried in one hand. Wielding a shield increases your Armor Class by 2. You can benefit 

from only one shield at a time.

Studded Leather1 1345 gp

Made from supple and thin materials, light armor favors agile adventurers since it offers some protection without sacrificing 

mobility. If you wear light armor, you add your Dexterity modifier to the base number from your armor type to determine your 

Armor Class.

Made from tough but flexible leather, studded leather is reinforced with close-set rivets or spikes.

Potion

Potion of Fire Resistance2 0uncommon

When you drink this potion, you gain resistance to fire damage for 1 hour.

Potion Notes

Drinking or administering a potion takes an action.

Ring

Ring of Mind Shielding1 0.01189 gp Magic

Description

While wearing this ring, you are immune to magic that allows other creatures to read your thoughts, determine whether you are 

lying, know your alignment, or know your creature type. Creatures can telepathically communicate with you only if you allow it.

You can use an action to cause the ring to become invisible until you use another action to make it visible, until you remove the ring, 

or until you die.

If you die while wearing the ring, your soul enters it, unless it already houses a soul. You can remain in the ring or depart for the 

afterlife. As long as your soul is in the ring, you can telepathically communicate with any creature wearing it. A wearer can't 

prevent this telepathic communication.

Tools
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Disguise Kit1 325 gp

This pouch of cosmetics, hair dye, and small props lets you create disguises that change your physical appearance. Proficiency with 

this kit lets you add your proficiency bonus to any ability checks you make to create a visual disguise.

Thieves' Tools1 125 gp

This set of tools includes a small file, a set of lock picks, a small mirror mounted on a metal handle, a set of narrow-bladed scissors, 

and a pair of pliers. Proficiency with these tools lets you add your proficiency bonus to any ability checks you make to disarm traps 

or open locks.

Weapon

Dagger3 12 gp Finesse, light, thrown (range 20/60)

Ironfang1 250,001 - 100,000 gp -, magic

Description

A short sword forged from a single piece of iron, Ironfang has a fang-like head inscribed with ancient runes. The pick is heavy in 

the hand, but when the wielder swings the sword in anger, the weapon seems almost weightless. This weapon is immune to any form 

of rust, acid, or corrosion-nothing seems to mark it. Ironfang contains a spark of OgrEmoch, the Prince of Evil Earth.

You gain a +2 bonus to attack and damage rolls you make with this magic weapon. When you hit with it, the target takes an extra 1d8 

thunder damage.

Earth Mastery. You gain the following benefits while you hold Ironfang:

* You can speak Terran fluently.

* You have resistance to acid damage.

* You have tremorsense out to a range of 60 feet.

* You can sense the presence of precious metals and stones within 60 feet of you, but not their exact location.

* You can cast dominate monster (save DC 17) on an earth elemental. Once you have done so, Ironfang can't be used this way again 

until the next dawn.

Shatter. Ironfang has 3 charges. You can use your action to expend 1 charge and cast the 2nd-level version of shatter (DC 17). 

Ironfang regains 1d3 expended charges daily at dawn.

The Rumbling. While inside an earth node, you can perform a ritual called the Rumbling, using Ironfang to create a devastation orb 

of earth (see the devastation orb description for the time and cost of the ritual). Once you perform the ritual, Ironfang can't be 

used to perform the ritual again until the next dawn.

Flaw. Ironfang heightens its wielder's destructive nature. While attuned to the weapon, you gain the following flaw: "I like to break 

things and cause ruin."

Rapier1 225 gp Finesse

Shortbow2 225 gp Ammunition (range 80/320), two-handed

Wondrous Item

Wingwear1 2453 gp Magic

Description

This snug uniform has symbols of air stitched into it and leathery flaps that stretch along the arms, waist, and legs to create wings 

for gliding. A suit of wingwear has 3 charges. While you wear the suit, you can use a bonus action and expend 1 charge to gain a 

flying speed of 30 feet until you land. At the end of each of your turns, your altitude drops by 5 feet. Your altitude drops instantly 

to 0 feet at the end of your turn if you didn't fly at least 30 feet horizontally on that turn. When your altitude drops to 0 feet, you 

land (or fall), and you must expend another charge to use the suit again.

The suit regains all of its expended charges after spending at least 1 hour in an elemental air node.
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