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CLASS & LEVEL PLAYER NAME
Goliath Acolyte (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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Y N
O _+0_ Strength \ 7, \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+3  Dexterity
8 O +3 Constitution +6 18 6 6 —_
O _+1_Intelligence
© _+6  Wisdom INITIATIVE A \ HIT POINTS J
® +10 Charisma / y, , S
9d8 successes O=O=0O
[ DEXTERITY O=O=O
FAILURES
+1 Bonus on
14 saves \§ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ — Light Armor
[CONSTITUTION] ﬂ) +2_ Acrobatics DEX \ N o WEAPONS o=
14 | O _*1_ Animal Handling wis PROFICIENCY BONUS j Simple Weapons
QO +0  Arcana INT s
— i === TOOLS ===
O 1 Athletics STR = — Calligrapher's Supplies
® +9 Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
ee—— O 20 History INT Common, Draconic, Giant
® _+5 Insight wis (/ N
35 ft. (Walking), 30 ft. (Flyin
10 ® +9 Intimidation CHA ( 9) (Flying)
O _*0_ Investigation INT
O _+1_ Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & TRAINING
I wisbom Y O +# Perception wis N\
QO _+5  Performance CHA === ACTIONS === you can see.
l 3 ) Standard Actions
O _*5_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Pact of the Blade: Bond
® +4 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, You can create a bond with a magic weapon you
g Grapple, Shove, Improvise, Two-Weapon Fighting, touch. You can’t bond with a magic weapon if
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
O _*2_ Stealth DEX === BONUS ACTIONS === with it and can use it as a Spellcasting Focus.
U CHARISMA O +1 Surival wis Activate Large Form ¢ 1/ Long Rest
Once per Long Rest as a Bonus Action, you can Your bond with the weapons ends if you use this
20 (@) change your size to Large for 10 minutes or until you feature’s Bonus Action again, if the weapon is more
- end it. For that duration, you have Advantage on than 5 ft. away from you for more than 1 minute, or if
O Strength checks, and your Speed increases by 10 ft. you die. A conjured weapon disappears when the
o bond ends.
— Cloud’s Jaunt (Cloud Giant) « 4 / Long Rest
You teleport up to 30 ft. to an unoccupied space Pact of the Blade: Coniure
\ SKILLS / ACTIONS )
f N\
11 PASSIVE PERCEPTION Greatsword, +1 +10 2d6+6 Slashing Martial, Heavy, Two-Handed, Graze
15 Chill Touch +9 2d10 Necrotic VIS
PASSIVE INSIGHT
Eldritch Blast +9 1d10+5 Force  Count: 2, VIS
10 PASSIVE INVESTIGATION : .
Unarmed Strike +3 0 Bludgeoning
SENSES L WEAPON ATTACKS & CANTRIPS y
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=== WARLOCK FEATURES ===

* Core Warlock Traits « PHB-2024 153

* Eldritch Invocations « PHB-2024 153

You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a
prerequisite, you must meet it to learn that invocation.

| Agonizing Blast (Eldritch Blast) « br-2024
You can add your Cha. modifier bonus to the damage
rolls of Eldritch Blast.

| Armor of Shadows ¢ br-2024
You can cast Mage Armor on yourself without
expending a spell slot.

| Eldritch Smite ¢ br-2024
Once per turn when you hit a creature with your pact
weapon, you can expend a Pact Magic spell slot to

can give it the Prone condition if it's Huge or smaller.
| 1 Action

| Lessons of the First Ones ¢ br-2024
You gain one Origin feat of your choice.

| Lifedrinker ¢ br-2024
Once per turn when you hit a creature with your pact
weapon, you can deal an extra 1d6
Necrotic/Psychic/Radiant damage (your choice) to the
creature, and expend one of your Hit Point Dice to roll
it and regain HP equal to the roll+ Con. modifier
(minimum of 1 HP).

| 1 Action

| Pact of the Blade « br-2024
As a Bonus Action, you can conjure a pact weapon in

deal an extra 6d8 Force damage to the target, and you

your hand, or create a bond with a magic weapon you
touch. You can’t bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Whenever you attack with the bonded weapon, you
can use your Cha. instead of Str. or Dex.; and you can
cause it to deal Necrotic, Psychic, or Radiant damage
or its normal damage type.

Your bond with the weapons ends if you use this
feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the bond
ends.

| Pact of the Blade: Conjure: 1 Bonus Action
| Pact of the Blade: Bond: 1 Bonus Action
| Thirsting Blade « br-2024
You gain the Extra Attack feature for your pact weapon
only and can attack twice with the weapon instead of
once when you take the Attack action.
* Pact Magic « PHB-2024 153
* Magical Cunning « PHB-2024 154
Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 1 expended Pact Magic
spell slots.
| 1/ Long Rest ¢ 1 Minute
* Warlock Subclass « PHB-2024 154

| Fiend Patron

* Dark One’s Blessing « PHB-2024 161
When you reduce an enemy to 0 HP, you gain 14

Temp HP. You also gain this benefit if someone else
reduces an enemy within 10 ft. of you to 0 HP.

| Special

* Fiend Spells « PHB-2024 161

When you reach a Warlock level specified in the Fiend
Spells table, you thereafter always have the listed
spells prepared.

* Ability Score Improvement « PHB-2024 155

* Dark One’s Own Luck « PHB-2024 162

When you make an ability check or saving throw, you
can add 1d10 to your roll. You can do this after seeing
the roll but before any of the roll’s effects occur.

You can use this feature 5 times per Long Rest, but no
more than once per roll.

| 5/ Long Rest « Special
* 8: Ability Score Improvement « PHB-2024 155
* Contact Patron « PHB-2024 155
You always have Contact Other Plane prepared. Once
per Long Rest, you can cast the spell without
expending a spell slot to contact your patron, and you
automatically succeed on the spell’'s saving throw.

=== GOLIATH SPECIES TRAITS ===

* Creature Type « PHB-2024 192
You are a Humanoid.

* Size « PHB-2024 193
Your size is Medium.

* Speed * PHB-2024 192
Your Speed is 35 ft.

N

EQUIPMENT

FEATURES & TRAITS
Potion of Healing (Superior) 1 0.5 Ib. Winged Boots 1 --
Potion of Healing (Superior) 1 0.5 Ib.
Greatsword, +1 1 6 Ib.
Backpack 1 5 lb.
Book 1 51b.
Orb 1 31b.
Oil 10 10 Ib.
Parchment 10 -
Tinderbox 1 11b.
WEIGHT CARRIED Book 1 51b.
37 Ib. Lamp 1 1lb.
ENCUMBERED Ink Pen 1 -
240 Ib. Ink 1 - Bracers of Defense 1 -
PUSH/DRAG/LIFT Bracers of Defense 1 - Cloak of Protection 1 -
480 Ib. Cloak of Protection 1 -- Winged Boots 1 -




CHARACTER NAME

e — —
Warlock 9
CLASS & LEVEL PLAYER NAME
Goliath Acolyte (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7

* Giant Ancestry « PHB-2024 192
Choose one supernatural boon from your ancestry,
you can use it 4 times per Long Rest.

| Cloud’s Jaunt (Cloud Giant) ¢
As a Bonus Action, you magically teleport up to 30 ft.
to an unoccupied space you can see.

| 4/ Long Rest ¢ 1 Bonus Action

* Large Form « PHB-2024 192

Once per Long Rest as a Bonus Action, you can
change your size to Large for 10 minutes or until you
end it (no action required). For the duration, you gain
additional effects.

Activate Large Form by clicking on this trait and
selecting the drop down called Activate Large Form.
Deselect it to stop its effects.

| Activate Large Form: 1/ Long Rest * 1 Bonus
Action

* Powerful Build « PHB-2024 192

You have Advantage on any ability check you make to
end the Grappled condition. You also count as one
size larger when determining your carrying capacity.
=== FEATS ===

* Ability Score Improvement « PHB-2024 202

Increase one ability score by 2 or two ability scores by
1.

* Ability Score Improvement « PHB-2024 202

* Acolyte Ability Score Improvements « PHB-2024 178

| Increase two scores (+2/ +1) ¢

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +4 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Magic Initiate (Cleric) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma «

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS ===
Eldritch Blast
Prestidigitation

Chill Touch

Guidance

OO0OO0OO0O0

Thaumaturgy

=== 1st LEVEL ===

Bane

Tasha's Hideous Laughter
Hex

Shield of Faith

Burning Hands

Command

O UvUovOO0OO0O0

Mage Armor

===2nd LEVEL ===

o

Mirror Image

o

Scorching Ray

o

Suggestion

=== 3rd LEVEL ===
Dispel Magic

Fly

Fireball

T U OO0

Stinking Cloud

=== 4th LEVEL ===
Dimension Door
Banishment

Wall of Fire

Fire Shield

T U OO0O0

Wall of Fire

=== 5th LEVEL ===
Hold Monster

Geas

Insect Plague

Contact Other Plane [R]

OO 7v7UTVTO

Contact Other Plane [R]

(At will)
Warlock
Warlock
Warlock
Magic Initiate (Cleric)

Magic Initiate (Cleric)

Warlock

Warlock

Warlock

Magic Initiate (Cleric)

Fiend Spells (Always Prepared)
Fiend Spells (Always Prepared)

Eldritch Invocations

Warlock
Fiend Spells (Always Prepared)

Fiend Spells (Always Prepared)

Warlock
Warlock
Fiend Spells (Always Prepared)

Fiend Spells (Always Prepared)

Warlock
Warlock
Warlock
Fiend Spells (Always Prepared)

Fiend Spells (Always Prepared)

2 Pact OO

Warlock

Fiend Spells (Always Prepared)
Fiend Spells (Always Prepared)
Contact Patron

Contact Patron

CHA 17
WIS 17

DEX 17
WIS 17

+9
WIS 17

DEX 17
CON 17

CHA 17
DEX 17

DEX 17

WIS 17

WIS 17
CON 17

1A
1A
1A
1A
1A

1A
1A
1BA
1BA
1A
1A
1A

1A
1A
1A

1A
1A
1A
1A

1A
1A
1A
1A
1A

1A
im
1A
im

im

120 ft. V,S
10 ft. V,S
Touch V,S
Touch V,S
30 ft. \Y

30 ft. V,S,\M
30 ft. V,S\M
90 ft. V,S\M
60 ft. V,S\M
Self/15 ft. Cone V,S
60 ft. \
Touch V,S,\M
Self V.S
120 ft. V.S
30 ft. V.M
120 ft. V.S
Touch V,S\M

150 ft./20 ft. Sphere  V/,S,M

90 ft./20 ft. Sphere  V,S,M

500 ft. \Y

30 ft. V,S,M
120 ft. V,S,M
Self V,S,\M
120 ft. V,S,\M
90 ft. V,S.\M
60 ft. \Y

300 ft./20 ft. Sphere  \/,S,M
Self \Y
Self \%

SPELLS

Instantaneous
1 hour
Instantaneous
Goncentration, up o 1 minute

1 minute

Concentration, up to 1 minute
Concentration, up to 1 minute
Concentration, up to 1 hour
Concentration, up to 10 minutes
Instantaneous
Instantaneous

8 hours

1 minute
Instantaneous

Concentration, up to 8 hours

Instantaneous

Concentration, up to 10 minutes

Instantaneous

Concentration, up to 1 minute

Instantaneous
Concentration, up o 1 minute
Concentration, up o 1 minute
10 minutes

Concentration, up to 1 minute

Concentration, up to 1 minute
30 days

Concentration, up 0 10 minutes
1 minute

1 minute

PHB-2024 267

PHB-2024 307

PHB-2024 249

PHB-2024 282

PHB-2024 333

PHB-2024 245

PHB-2024 331

PHB-2024 285

PHB-2024 316

PHB-2024 248

PHB-2024 251

PHB-2024 293

PHB-2024 299

PHB-2024 314

PHB-2024 320

PHB-2024 265

PHB-2024 276

PHB-2024 274

PHB-2024 320

PHB-2024 262

PHB-2024 245

PHB-2024 338

PHB-2024 274

PHB-2024 338

PHB-2024 285

PHB-2024 278

PHB-2024 289

PHB-2024 255

PHB-2024 255

Count: 2, VIS
D: 1h, VIS
VIS

D: 1m, VIS
D:1m,V

D: 1m, V/ISIM

D: 1m, VISIM

D: 1h, VISIM

1/LR, D: 10m, V/S/M
15 ft. Cone, VIS

\%

D: 8h, VIS/IM

D: 1m, VIS
VIS
D: 8h, VIM

Special: (See Description)*, VIS
D: 10m, V/S/IM

20 ft. Sphere, V/ISIM

D: 1m, 20 ft. Sphere, V/ISIM

\%

D: 1m, VISIM
D: 1m, V/ISIM
D: 10m, V/S/IM
D: 1m, V/ISIM

D: 1m, VISIM

D: 30d, V

D: 10m, 20 ft. Sphere, V/SIM
1/LR, D: 1m, V

D:1m,V

> 4

N




