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leather armor

2 daggers
greatclub

a backpack

a crowbar

a hammer

10 pitons

10 torches

a tinderbox

10 days of rations
a waterskin

50 feet of hempen rope

EQUIPMENT

FEATURES & TRAITS J




AGE HEIGHT WEIGHT

CHARACTER NAME EYES SKIN HAIR
e — —
L \
CHARACTER APPEARANCE ALLIES & ORGANIZATIONS
3\ /4

Pact of the The Great Old One.

Your patron is a mysterious
entity whose nature is utterly
foreign to the fabric of reality. It
might come from the Far
Realm, the space beyond
reality, or it could be one of the
elder gods known only in
legends. Its motives are
incomprehensible to mortals,
and its knowledge so immense
and ancient that even the
greatest libraries pale in
comparison to the vast secrets
it holds. The Great Old One
might be unaware of your
existence or entirely indifferent
to you, but the secrets you
have learned allow you to draw
your magic from it. Entities of
this type include Ghaunadar,
called That Which Lurks;
Tharizdun, the Chained God,;
Dendar, the Night Serpent;
Zargon, the Returner; Great
Cthulhu; and other
unfathomable beings.

CHARACTER BACKSTORY

Darkvision. You can see in dim light within 60 feet of you as if it were bright light
and in darkness as if it were in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.
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Nimble Escape. You can take the Disengage or Hide action as a bonus action on each of your turns.
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