Ruric
character name

Warlock/Hex Blade Lvl 3

Entertainer

Shaun Pal Smith

class & Level

Background

Player Name

Half-Elf

Chaotic Neutral

race

Alignment

Experience Points

Inspiration

Strength

-1

+2

Proficiency bonus

14

0

30

Armor
Class

Initiative

Speed

8

I fall in and out of love easily
and I'm always pursuing
someone.
Personality Traits

dexterity

0
10

■

■

constitution

-1
0
+2
+2
+3
+5

Hit Point Maximum

Strength

I’m determined to make something
of myself and get my daughter back

Dexterity
Constitution
Current hit points

Intelligence

I was married once. She left me, took our
daughter and told me I was worthless and I'd
never make anything of myself. I'll show her.

Charisma
Temporary hit points

+2
■

intelligence

+2

■

■

14

■
■

wisdom

■

+1
12
charisma

+3
17

■

■

0
+1
+4
-1
+5
+4
+3
+5
+4
+1
+2
+1
+3
+5
+2
+2
0
+1

Total

Acrobatics (Dex)
Animal Handling (Wis)

3

Arcana (Int)

Bonds

Successes

d8

I can't resist a pretty face.

Failures

Hit Dice

Death saves

Flaws

Athletics (Str)
Deception (Cha)

Name

History (Int)
Insight (Wis)
Intimidation (Cha)

Atk Bonus Damage/type

Dark Vision - 120'

Rapier

+5

d8+3

Frost Bite

DC 13 Con

1d6 + Dis adv

Investigation (Int)
Medicine (Wis)
Nature (Int)

Performance (Cha)
Persuasion (Cha)
Religion (Int)

Hex Warrior:Use Cha for att &
dam w/primary weapon

Sleight of Hand (Dex)
Stealth (Dex)
Survival (Wis)

armOr
CP

sP

SHIELD:

Breast Plate
Arcane Focus
Scholar's Pack

eP

gP

AC

14

Beguiling Influence - Deception
& Persuasion
Mask of Many Faces - Cast
Disguise Self at will
False Identity - I have a second
identity with full documentation.
I am also skilled at forgery

pP

Other proficiencies & languages

Pact of the Blade - Summon
weapon to hand

Attacks & Spellcasting

Passive wisdom (Perception)

Common
Elvish
??

Fae Ancestry - Adv vs Charm,
cannot be put to magical sleep
Hex Blade's Curse: 30' Bonus
Action, +Dam = Prof, Crit on
19, at death gain hp = Lvl+Cha

Perception (Wis)

SKILLS

11

Ideals

Wisdom

saving throws

15

24

Equipment
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Features & Traits

CHA

Warlock

SPELLCASTING
ABILITY

SPELLCASTING
CLASS

0

3

CANTRIPS

13

5

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Frost Bite DC 13 Con/ d6 + Dis Adv on Att

Minor Illusion - Sound or Image of Object

SPELL
LEVEL

SLOTS TOTAL

SLOTS EXPENDED

1

7
SPELL NAME

ED

PR

EPAR

Armor of Agathy's 5hp + 5 dmg/Lvl

4

Comprehend Languages

SPELLS KNOWN

Hex +d6 dmg/roll to

8

2

2

Phantasmal Forces - Create an Illusion

5
9
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CHARACTER NAME

AGE

HEIGHT

WEIGHT

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

ADDITIONAL FEATURES & TRAITS

CHARACTER BACKSTORY

TREASURE
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Spell Descriptions
Armor of Agathys
Casting Time: 1 action
Range: Self
Duration: 1 hour
A magical frost surrounds you,
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 both the
temporary hit
points and the cold damage
increase by 5 for each slot
level above 1st.
Phantasmal Force
2nd-level illusion
Casting Time: 1 action
Range: 60 feet
Duration: Concentration, up to 1
minute
Save Vs. Int
The phantasm includes sound,
temperature, and other
stimuli, also evident only to the
creature. An affected target is so
convinced o f the phantasm’s
reality that it can even take
damage from the illusion. While
a target is affected by the spell,
the target treats
the phantasm as if it were real.
The target rationalizes
any illogical outcomes from
interacting with the
phantasm.

Hex
Casting Time: 1 bonus action
Range: 90 feet
Duration: Concentration, up to 1
hour
You place a curse on a creature
that you can see within range. Until
the spell ends, you deal an extra
1d6 necrotic damage to the target
whenever you hit it with an attack.
Also, choose one ability when you
cast the spell. The target has
disadvantage on ability checks
made with the chosen ability.
If the target drops to 0 hit points
before this spell ends, you can use
a bonus action on a subsequent
turn of yours to curse a new
creature.
Comprehend Languages
1st-level divination (ritual)
Casting Time: 1 action
Range: Self
Duration: 1 hour
For the duration, you understand
the literal meaning of any spoken
language that you hear. You also
understand any written language
that you see, but you must be
touching the surface on which the
words are written. It takes about 1
minute to read one page of text.

Frostbite
Casting Time: 1 action
Range: 60 feet
Duration: Instantaneous
You cause numbing frost to form on
one creature that you can see within
range. The target must make a
Constitution saving throw. On a
failed save, the target takes 1d6 cold
damage, and it has disadvantage on
the next weapon attack roll it makes
before the end of its next turn.
Minor Illusion
Casting Time: 1 action
Range: 30 feet
Duration: 1 minute
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.

Backstory

