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Asema - Warlock Spells  
 

Druidcraft (Transmutation cantrip) 
Casting Time: 1 action Range: 30 feet Duration: Instantaneous 
Components: V, S 
Whispering to the spirits of nature, you create one of the following effects within range: 
• You create a tiny, harmless sensory effect that predicts what the weather will be at your location for the 
next 24 hours. The effect might manifest as a golden orb for clear skies, a cloud for rain, falling snowflakes 
for snow, and so on. This effect persists for 1 round. 
• You instantly make a flower blossom, a seed pod open, or a leaf bud bloom. 
• You create an instantaneous, harmless sensory effect, such as falling leaves, a puff of wind, the sound of a 
small animal, or the faint odor of skunk. The effect must fit in a 5-foot cube. 
• You instantly light or snuff out a candle, a torch, or a small campfire. 
 
Mage Hand (Conjuration cantrip) 
Casting Time: 1 action Range: 30 feet Duration: 1 minute 
Components: V, S 
A spectral, floating hand appears at a point you choose within range. The hand lasts for the duration or 
until you dismiss it as an action. The hand vanishes if it is ever more than 30 feet away from you or if you 
cast this spell again. You can use your action to control the hand. You can use the hand to manipulate an 
object, open an unlocked door or container, stow or retrieve an item from an open container, or pour the 
contents out of a vial. You can move the hand up to 30 feet each time you use it. The hand can’t attack, 
activate magic items, or carry more than 10 pounds. 
 
Minor Illusion (Illusion cantrip) 
Casting Time: 1 action Range: 30 feet Duration: 1 minute 
Components: 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 
(13). If a creature discerns the illusion for what it is, the illusion becomes faint to the creature. 
 
Sacred Flame (Evocation cantrip) 
Casting Time: 1 action Range: 60 feet Duration: Instantaneous 
Components: V, S 
Flame-like radiance descends on a creature that you can see within range. The target must succeed on a 
Dexterity saving throw or take 1d8 radiant damage. The target gains no benefit from cover for this saving 
throw. 
 
Shillelagh (Transmutation cantrip) 
Casting Time: 1 bonus action Range: Touch Duration: 1 minute 
Components: V, S, M (mistletoe, a shamrock leaf, and a club or quarterstaff) 
The wood of a club or quarterstaff you are holding is imbued with nature’s power. For the duration, you can 
use your Charisma ability instead of Strength for the attack and damage rolls of melee attacks using that 
weapon, and the weapon's damage die becomes a d8. The weapon also becomes magical, if it isn’t already. 
The spell ends if you cast it again or if you let go of the weapon. 



 
Arms of Hadar (1st-level conjuration) 
Casting Time: 1 action Range: Self (10-foot radius) Duration: Instantaneous 
Components: V, S 
You invoke the power of Hadar, the Dark Hunger. Tendrils of dark energy erupt from you and batter all 
creatures within 10 feet of you. Each creature in that area must m ake a Strength saving throw. On a failed 
save, a target takes 3d6 necrotic damage and can’t take reactions until its next turn. On a successful save, 
the creature takes half damage, but suffers no other effect. 
 
 
Dissonant Whispers (1st-level enchantment) 
Casting Time: 1 action Range: 60 feet Duration: Instantaneous 
Components: V 
You whisper a discordant melody that only one creature of your choice within range can hear, wracking it 
with terrible pain. The target must m ake a Wisdom saving throw. On a failed save, it takes 4d6 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. 
 
 
Detect Magic (1st-level divination) [Invocation] 

Casting Time: 1 action Range: Self Duration: Concentration, up to 10 minutes 

Components: V, S 

For the duration, you sense the presence of magic within 30 feet of you. If you sense magic in this way, you 
can use your action to see a faint aura around any visible creature or object in the area that bears magic, 
and you learn its school of magic, if any. The spell can penetrate most barriers, but it is blocked by 1 foot of 
stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt. 

Note: You can cast this spell on yourself as an action at-will. 

 
 
Mage Armor (1st-level abjuration) [Invocation] 

Casting Time: 1 action Range: Touch Duration: 8 hours 

Components: V, S, M (a piece of cured leather) 

You touch a willing creature who isn’t wearing armor, and a protective magical force surrounds it until the 
spell ends. The target’s base AC becomes 13 + its Dexterity modifier. The spell ends if the target dons armor 
or if you dismiss the spell as an action. 

Note: You can cast this spell only on yourself as an action at-will. 
 
  



Detect Thoughts (2nd-level divination) 
Casting Time: 1 action Range: Self Duration: Concentration, up to 1 minute 
Components: V, S, M (a copper piece) 
For the duration, you can read the thoughts of certain creatures. When you cast the spell and as your 
action on each turn until the spell ends, you can focus your mind on any one creature that you can see 
within 30 feet of you. If the creature you choose has an Intelligence of 3 or lower or doesn’t speak any 
language, the creature is unaffected. 
You initially learn the surface thoughts of the creature—what is most on its mind in that moment. As an 
action, you can either shift your attention to another creature’s thoughts or attempt to probe deeper into 
the same creature’s mind. If you probe deeper, the target must make a Wisdom saving throw. If it fails, you 
gain insight into its reasoning (if any), its emotional state, and something that looms large in its mind (such 
as something it w orries over, loves, or hates). If it succeeds, the spell ends. Either way, the target knows 
that you are probing into its mind, and unless you shift your attention to another creature’s thoughts, the 
creature can use its action on its turn to make an Intelligence check contested by your Intelligence check; if 
it succeeds, the spell ends. Questions verbally directed at the target creature naturally shape the course of 
its thoughts, so this spell is particularly effective as part of an interrogation. 
You can also use this spell to detect the presence of thinking creatures you can’t see. When you cast the 
spell or as your action during the duration, you can search for thoughts within 30 feet of you. The spell can 
penetrate barriers, but 2 feet of rock, 2 inches of any metal other than lead, or a thin sheet of lead blocks 
you. You can’t detect a creature with an Intelligence of 3 or lower or one that doesn’t speak any language. 
Once you detect the presence of a creature in this way, you can read its thoughts for the rest of the 
duration as described above, even if you can’t see it, but it must still be within range. 
 
Misty Step (2nd-level conjuration) 
Casting Time: 1 bonus action Duration: Instantaneous Range: Self 
Components: V 
Briefly surrounded by silvery mist, you teleport up to 30 feet to an unoccupied space that you can see. 
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	CharacterName 2: Asema
	Age: 31
	Height: 80 cm
	Weight: 20 kg
	Eyes: Dim
	Skin: Mud
	Hair: Mud
	Allies: Equipment details:QuarterstaffLight Crossbow (20 bolts, crossbow bolt case)Leather Armor, 2 DaggersComponent PouchA staff, a hunting trap, a trophy from an animal you killed, a set of traveler’s clothes, and a belt pouch.Dungeoneer’s Pack: includes a backpack, a crowbar, a hammer, 10 pitons, 10 torches, a tinderbox, 10 days of rations, and a waterskin. The pack also has 50 feet of hempen rope strapped to the side of it.Bedroll, 2x(bag of 20) caltrops, Ball bearings (bag of 1,000)
	FactionName: 
	Backstory: Asema mocsárlakó félszerzet, eredetileg Porta Sagradoból jött. Kis korától a Loák, az élet fontos dolgai mögött álló szellemek nagy csodálója és barátja. Főlege a Ghede Loákat, a sír, a temetők és a halál szellemeit kedveli, a csendes, suttogó társaságot. Mivel otthonát elkezdte benőni a civilizáció, családjával továbbálltak. Ő úgy döntött, zarándokként bejárja a loák nagy Hunsi Kanzoinak otthonait a Szigetvilágon, hogy tanácsot kérjen tőlük és megújítsa velük kapcsolatát. Asema úgy hallotta, Escondite vadonja tele van félig elfeledett, szellemjárta helyekkel, és addig nem nyugszik, amíg mindegyiket meg nem látogatja. Személyesen a Ghede loák könyvét hordja magával, és kiváló beszélgetőpartnernek tartja.
	Feat+Traits: Wanderer: You have an excellent memory for maps and geography, and you can always recall the general layout of terrain, settlements, and other features around you. In addition, you can find food and fresh water for yourself and up to five other people each day, provided that the land offers berries, small game, water, and so forth.Armor of Shadows: You can cast mage armor on yourself at will, without expending a spell slot or material components.Eldricht Sight: You can cast detect magic at will, without expending a spell slot.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. 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.
	Treasure: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Tome Warlock 3
	Background: Outlander Pilgrim
	PlayerName: 
	CharacterName: Asema
	Race : Lightfoot Halfling
	Alignment: Chaotic Neutral
	XP: 
	Inspiration: 
	STR: 8
	ProfBonus: +2
	AC: 16
	Initiative: +3
	Speed: 25
	PersonalityTraits : Egyesek őrültnek tartanak, pedig a loák is megmondták, hogy teljesen oké vagyok. Csak szeretek mindent jó alaposan megszaglászni közelről.
	STRmod: -1
	HPMax: 21
	ST Strength: -1
	DEX: 16
	HPCurrent: 
	Ideals: A civilizáció fura és megbízhatatlan dolog. A világ normális állapota, a loák által befolyásolt rendes menete a dolgoknak a jó.
	DEXmod : +3
	HPTemp: 
	Bonds: A Loák, a szellemvilág urai az én mestereim. Kevesen értik már a Ghede loák suttogását, a sír szellemeit. Én ráveszem a népeket, hogy tiszteljék a loákat.
	CON: 12
	HDTotal: 3 x D8 +1 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +1
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: Azt mondják büdös vagyok. Megkérdeztem a Ghede loákat, szerintük teljesen egészséges mocsári illatom van.
	INT: 10
	ST Dexterity: +3
	ST Constitution: +1
	ST Intelligence: +0
	ST Wisdom: +3
	ST Charisma: +5
	Acrobatics: +3
	Animal: +1
	Athletics: +1
	Deception : +3
	History : +0
	Insight: +1
	Intimidation: +5
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Yes
	Check Box 22: Yes
	Wpn Name: Shillelagh
	Wpn1 AtkBonus: +5
	Wpn1 Damage: D8+3 / B
	INTmod: +0
	Wpn Name 2: Dagger (20/60)
	Wpn2 AtkBonus : +5
	Wpn2 Damage : D4+3 / P
	Investigation : +0
	WIS: 13
	Wpn Name 3: Light Crossbow (80/320)
	Wpn3 AtkBonus  : +5
	Arcana: +2
	Wpn3 Damage : D8+3 / P
	Perception : +1
	WISmod: +1
	CHA: 16
	Nature: +0
	Performance: +3
	Medicine: +1
	Religion: +0
	Stealth : +3
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Yes
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	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: +3
	SleightofHand: +3
	CHamod: +3
	Survival: +3
	AttacksSpellcasting: Sacred Flame: 60 feet, Dex Save DC 13, ignore cover, D8 radiant damage.
	Passive: 11
	CP: 
	ProficienciesLang: Light armor, simple weaponsDrumLanguages: Common, Halfling, Goblin
	SP: 
	EP: 
	GP: 5
	PP: 
	Equipment: 
	Features and Traits: Spell Slots: 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.You have 2 spell slots, both are 2nd-level slots.Lucky: When you roll a 1 on an attack roll, ability check, or saving throw, you can reroll the die and must use the new roll.Brave: You have advantage on saving throws against being frightened.Halfling Nimbleness: You can move through the space of any creature that is of a size larger than yours.Naturally Stealthy: You can attempt to hide even when you are obscured only by a creature that is at least one size larger than you.Awakened Mind: You can  communicate telepathically with any creature you can see within 30 feet of you. You don’t need to share a language with the creature for it to understand your telepathic utterances, but the creature must be able to understand at least one language.
	Spellcasting Class 2: Warlock
	SpellcastingAbility 2: Cha
	SpellSaveDC  2: 13
	SpellAtkBonus 2: +5
	SlotsTotal 19: -
	SlotsRemaining 19: 
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