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Warlock Fey 1

Hermit - Seeker

Eldritch Blast - 120/ VS/ 1 action/ instant - 1
target ranged spell attack for 1d10 Force
damage

Hex - 90/ VSM/ 1 bonus/ con 1 hour - 1d6
Necrotic bonus damage on a successful
attack, if target drops to OHP you may use a
bonus action on your turn to transfer the Hex
to another target within range
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RH - Quarterstaff
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/" Misc - Component Pouch,
Herbalism Kit
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--==Racial==-
E. Blast +5 1d10Force ***Race-Half-Elf**

*Ability Score - Charisma +2, Intelligence +1 and Wisdom +1
*Size - Medium

*Darkvision - Dim=Bright, Dark=Dim(no color in Dark)

*Fey Ancestry - Advantage vs. Charm effects and Immunity
vs. Sleep

*Skill Versatility - Perception(Wis) and Persuasion(Cha)
*Languages - Common, Elvish and Sylvan

--==Background==--

***Background - Hermit***

*Skills - Medicine(Wis) and Religion(Int)
*Tools - Herbalism Kit

*Languages - Primordial

--==Class==--
***Class - Warlock***

*Hit Dice - 1d8

*Armor - Light

*Weapons - Simple

*Saving Throws - Wisdom and Charisma
*Skills - Arcana(Int) and Nature(Int)
*Starting Gold - 160GP (4d4x10)

--==Archetype==--

***Archetype - Patron(Fey)***

*Pact Magic - spell slots are of the same level and are
refreshed with a short rest

*Fey Presence - creatures in a 10' cube originating from you
must make a Wisdom save or become either Frightened or
Charmed (your choice) until the end of your next turn; may
use once per short or long rest
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ADDITIONAL FEATURES & TRAITS

Background Equipment - A scroll case stuffed full of notes from
your studies, a winter blanket, a set of common clothes, and an
herbalism kit

Warlock Starting Equipment - Studded Leather(45GP),
Quarterstaff(2SP), Component Pouch(25GP) and Dungeoneer's
Pack(12GP)
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