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Abe – Eldritch Invocations 
 
Armor of Shadows: You can cast Mage Armor on yourself at-will. 

Mage Armor (1st-level abjuration) 
Casting Time: 1 action Range: Touch Duration: 8 hours Components: V, S 
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. 

 
Eldricht Sight: You can cast Detect Magic on yourself at-will. 

Detect Magic (1st-level divination) 
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. 

 
Thirsting Blade: You can attack with your pact weapon twice, instead of once, whenever you take the Attack action on 
your turn. 

 
Warlock Cantrips 
 
Eldricht Blast (Evocation cantrip) 
Casting Time: 1 action Range: 120 feet Duration: Instantaneous 
Components: V, S 
Two beams of crackling energy streaks toward a creature within range. You can direct the beams at the same target or 
at different ones. Make a separate ranged spell attack roll (+6) for each beam. On a hit, the target takes 1d10 force 
damage. 
 
Prestidigitation (Transmutation cantrip) 
Casting Time: 1 action Range: 10 feet Duration: Up to 1 hour 
Components: V, S 
This spell is a minor m agical trick that novice spellcasters use for practice. You create one of the 
following magical effects within range: 
• You create an instantaneous, harmless sensory effect, such as a shower of sparks, a puff of wind, faint musical notes, 
or an odd odor. 
• You instantaneously light or snuff out a candle, a torch, or a small campfire. 
• You instantaneously clean or soil an object no larger than 1 cubic foot. 
• You chill, warm, or flavor up to 1 cubic foot of nonliving material for 1 hour. 
• You make a color, a small mark, or a symbol appear on an object or a surface for 1 hour. 
• You create a nonmagical trinket or an illusory image that can fit in your hand and that lasts until the end of your next 
turn. 
If you cast this spell multiple times, you can have up to three of its non-instantaneous effects active at a time, and you 
can dismiss such an effect as an action. 
 
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. 
 

  



Warlock Spells 
Spell Slots:   2 x 3rd-level slots  Save DC:   14  Spell Attack: +6 
 
Armor of Agathys (1st-level abjuration) 
Casting Time: 1 action Range: Self Duration: 1 hour Components: 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 15 
temporary hit points for the duration. If a creature hits you with a melee attack while you have these hit points, the 
creature takes 15 cold damage. 
 
Hex (1st-level enchantment) 
Casting Time: 1 bonus action Range: 90 feet Duration: Concentration, up to 8 hour 
Components: V, S, M (the petrified eye of a newt) 
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. 
A remove curse cast on the target ends this spell early. 
 
Invisibility (2nd-level illusion) 
Casting Time: 1 action Range: Touch Duration: Concentration, up to 1 hour 
Components: V, S, M (an eyelash encased in gum arabic) 
Two willing 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. 
 
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. 
 
Counterspell (3rd-level abjuration) 
Casting Time: 1 reaction, which you take when you see a creature within 60 feet of you casting a spell. Range: 60 feet 
Duration: Instantaneous Components: S 
You attempt to interrupt a creature in the process of casting a spell. If the creature is casting a spell of 3rd level or lower, 
its spell fails and has no effect. If it is casting a spell of 4th level or higher, make an ability check with +3 bonus. The DC 
equals 10 + the spell’s level. On a success, the creature’s spell fails and has no effect. 
 
Dispel Magic (3rd-level abjuration) 
Casting Time: 1 action Range: 120 feet Duration: Instantaneous Components: V, S 
Choose one creature, object, or magical effect within range. Any spell of 3rd level or lower on the target ends. For each 
spell of 4th level or higher on the target, make an ability check with +3 bonus. The DC equals 10 + the spell’s level. On a 
successful check, the spell ends. 
 
Remove Curse (3rd-level abjuration) 
Casting Time: 1 action Range: Touch Duration: Instantaneous Components: V, S 
At your touch, all curses affecting one creature or object end. If the object is a cursed magical item, its curse remains, 
but the spell breaks its owner’s attunement to the object so it can be removed or discarded. 
 
 
 


	CharacterName 2: Abe, az Ördögűző
	Age: 40
	Height: 180 cm
	Weight: 80 kg
	Eyes: Black
	Skin: Fair
	Hair: Black
	Allies: A staff, a hunting trap, a trophy from an animal you killed, a set of traveler’s clothes, 2 pints of oil, and a belt pouchA lovon szállított (gyalogtúrák előtt választható) útikészletek: Dungeoneer’s Pack:  a backpack, 50 feet of hempen rope, a crowbar, a hammer, 10 pitons, 10 torches, a tinderbox, 10 days of rations, and a waterskin. Explorer’s Pack: a backpack, 50 feet of hempen rope, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, and a waterskin. Priest’s Pack: a backpack, a blanket, 10candles, a tinderbox, an alms box, 2 blocks of incense, a censer, vestments, 2 days of rations, and a waterskin.Burglar’s Pack: a backpack, 50 feet of hempen rope, a bag of 1,000 ball bearings, 10 feet of string, a bell, 5 candles, a crowbar, a hammer, 10 pitons, a hooded lantern, 5 days rations, a tinderbox, and a waterskin.
	FactionName: 
	Backstory: Abe boldog, családos ember volt. Mikor egyetlen fia halálos betegséget kapott el, és se orvos, se pap nem tudott rajta segíteni, egy különös alak látogatta meg. A Látogató felajánlotta, hogy megmenti a fiút. Abe elfogadta a segítséget, el sem olvasva a szerződést. A Látogató valóban meggyógyította a kórt, de cserébe ellopta a gyermek lelkét. Abe tehetetlenül támadt az ördögi alaknak, de a lény csak kinevette és szórakozásból végzett Abe asszonyával, majd kámforrá vált. Abe egy kolostorban hagyta gyermekét, remélve, hogy egyszer vissszaszerezheti annak lelkét. A magányos Abe azóta is keresi a Látogatót, melyhez különös paktum köti, hogy ha kell élete árán is véget vessen gonoszságának.
	Feat+Traits: 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. You are proficient with it while you wield it. This weapon counts as magical for the purpose o f 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.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.
	Treasure: Lantern of Revealing: While lit, this hooded lantern burns for 6 hours on 1 pint of oil, shedding bright light in a 30-foot radius and dim light for an additional 30 feet. Invisible creatures and objects are visible as long as they are in the lantern's bright light. You can use an action to lower the hood, reducing the light to dim light in a 5-foot radius.Potion of Greater Healing: You regain 4d4+4 hit points when you drink this potion.
	CHARACTER IMAGE: 
	Faction Symbol Image: 
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	CharacterName: Abe, az Ördögűző
	Race : Human
	Alignment: Chatoic Good
	XP: 
	Inspiration: 
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	AC: 17
	Initiative: +4
	Speed: 30
	PersonalityTraits : Komor és elszánt vagyok. A célomat véghez viszem, bármi áron.
	STRmod: +0
	HPMax: 33
	ST Strength: +0
	DEX: 18
	HPCurrent: 
	Ideals: A Nagyobb Jó. Az ártatlanok és védtelenek védelme mindennél fontosabb számomra, nem hagyom, hogy mások úgy járjanak mint én.
	DEXmod : +4
	HPTemp: 
	Bonds: A fiam számomra minden. Egyszer megtalálom a módját, hogy visszaszerezzem a lelkét.
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	HDTotal: 6 x D8
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	INT: 10
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	Wpn Name: Pact Rapier
	Wpn1 AtkBonus: +7
	Wpn1 Damage: D8+4 P
	INTmod: +0
	Wpn Name 2: Pact Whip
	Wpn2 AtkBonus : +7
	Wpn2 Damage : D4+4 S
	Investigation : +0
	WIS: 10
	Wpn Name 3: Spells
	Wpn3 AtkBonus  : +6
	Arcana: +3
	Wpn3 Damage : 
	Perception : +0
	WISmod: +0
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	Nature: +0
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	AttacksSpellcasting: Thirsting Blade: You can attack with your pact weapon twice, instead of once, whenever you take the Attack action on your turn.
	Passive: 10
	CP: 
	ProficienciesLang: Armor: Light armorWeapons: Simple weaponsTools: Vehicles (Land), Thieves ToolsLanguages:Common, Elven
	SP: 
	EP: 
	GP: 13
	PP: 
	Equipment: • 2 daggers• a wand• Thieves toolsRiding Horse and Riding Saddle
	Features and Traits: Defensive Duelist: When you are wielding a finesse weapon with which you are proficient and another creature hits you with a melee attack, you can use your reaction to add +3 bonus to your AC for that attack, potentially causing the attack to miss you.Dark One's Blessing: When you reduce a hostile creature to 0 hit points, you gain 9 temporary hit points.Dark One's Own Luck: You can call on your patron to alter fate in your favor. When you make an ability check or a saving throw, you can use this feature to add a d10 to your roll. You can do so after seeing the initial roll but before any of the roll’s effects occur. Once you use this feature, you can’t use it again until you finish a short or long rest.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 two, third level spell slots.


