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FEATURES

CLASS FEATURES
Otherworldly Patron (The Undying).

Pact Magic. You know a number of cantrips
and warlock spells, and can cast known warlock
spells using Charisma as your spellcasting
ability. You can use an arcane focus as a
spellcasting focus. See the Player’s Handbook
for further details.

Among the Dead. You learn the spare the dying
cantrip, which counts as a warlock cantrip for
you. You also have advantage on saving throws
against any disease. If an Undead targets you
directly with an attack or spell, that creature
must make a Wisdom saving throw against
your spell save DC. On failure, they must choose
a new target or waste the attack or spell. On
success or if you target the creature with an
attack or spell, the creature is immune to this
effect for 24 hours.

Eldritch Invocations. In your study of occult
lore, you have unearthed eldritch invocations,
fragments of forbidden knowledge that imbue
you with an abiding magical ability. You gain a
number of Eldritch Invocations based on your
warlock level. See the Player’s Handbook for
further details and a full list of invocations.

Agonizing Blast. When you cast eldritch blast,
add +5 to the damage it deals on a hit.

Armor of Shadows. You can cast mage
armor on yourself at will, without expending a
spell slot or material components.

Beguiling Influence. You gain proficiency in the
Deception and Persuasion skills.

Undying Servitude. You can cast animate dead
without using a spell slot. Once you do so, you
can’t cast it in this way again until you finish a
long rest.

Eldritch Mind. You have advantage on
Constitution saving throws that you make to
maintain your concentration on a spell.

Pact Boon (Pact of the Talisman). Your patron
gives you an amulet, a talisman that can aid
the wearer when the need is great. When the
wearer fails an ability check, they can add a
d4 to the roll, potentially turning the roll into a
success. This benefit can be used a number of
times equal to your proficiency bonus, and all
expended uses are restored when you finish a
long rest.

If you lose the talisman, 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 amulet. The talisman turns to ash
when you die.

Defy Death. Once per long rest, you can regain
1d8 + 3 HP when you succeed on a death saving
throw or when you stabilize a creature with
spare the dying.

Undying Nature. You age at a slower rate and
can hold your breath indefinitely, and you don’t
require food, water, or sleep, although you

still require rest to reduce exhaustion and still
benefit from finishing short and long rests.

PROFICIENCIES

ARMOR
Light Armor

WEAPONS
Simple Weapons

TOOLS
None

LANGUAGES
Abyssal
Common
Draconic
Inferanal

INVENTORY

Arcane Focus (chain veil)

NOTES
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