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FEATURES & TRAITS

Lokum – Abilities & Gear
Criminal Contact

Unknown

You have a very reliable and trustworthy contact into the seedy
network of criminals. You can get message to and from this
contact over long distances through the use of local messengers,
caravan masters, sailors, pirates, etc. that can get it delivered in a
timely manner and get a response as fast.

Darkvision (120 feet)

Racial Ability,Senses

Many creatures in fantasy gaming worlds, especially those that
dwell underground, have darkvision. Within a specified range, a
creature with darkvision can see in darkness as if the darkness
were dim light, so areas of darkness are only lightly obscured as far
as that creature is concerned. However, the creature can't discern
color in darkness, only shades of gray.

Fey Ancestry

Racial Ability

(Elf)

You have advantage on saving throws against being charmed, and
magic can't put you to sleep.

Trance

Racial Ability

(Elf)

Elves don't need to sleep. Instead, they meditate deeply, remaining
semiconscious, for 4 hours a day. (The Common word for such
meditation is "trance.") While meditating, you can dream after a
fashion; such dreams are actually mental exercises that have
become reflexive through years of practice. After resting in this way,
you gain the same benefit that a human does from 8 hours of
sleep.

Fey Presence (1/short rest, DC 15)

Class Ability (Warlock)

As an action, you can cause each creature in a 10-foot cube
originating from you to make a Wisdom saving throw against your
warlock spell save DC. The creatures that fail their saving throws
are all charmed or frightened by you (your choice) until the end of
your next turn.
Once you use this feature, you can’t use it again until you finish a
short or long rest.

One with Shadows

Class Ability (Warlock)

Prerequisite: 5th level
When you are in an area of dim light or darkness, you can use your
action to become invisible until you move or take an action or a
reaction.

Pact of the Tome

Class Ability (Warlock)

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 (the three needn't be from the same 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 they don't appear on the
warlock spell list, they are nonetheless warlock spells for you.
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.
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Lokum, Warlock 5 – Spells
Guidance

Elf 0

Prestidigitation

Elf,Warlock 0

School: Divination
Components: V, S
Casting Time : 1 action
Range: Touch
Duration: Concentration, up to 1 minute

School: Transmutation
Components: V, S
Casting Time : 1 action
Range: 10 feet
Duration: Up to 1 hour

You touch one willing creature. Once before the spell ends, the
target can roll a d4 and add the number rolled to one ability check of
its choice. It can roll the die before or after making the ability check.
The spell then ends.

This spell is a minor magical 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.

Thaumaturgy

Elf 0

School: Transmutation
Components: V
Casting Time : 1 action
Range: 30 feet
Duration: Up to 1 minute
You manifest a minor wonder, a sign of supernatural power, within
range. You create one of the following magical effects within range:
• Your voice booms up to three times as loud as normal for 1
minute.
• You cause flames to flicker, brighten, dim, or change color for 1
minute.
• You cause harmless tremors in the ground for 1 minute.
• You create an instantaneous sound that originates from a point of
your choice within range, such as a rumble of thunder, the cry of a
raven, or ominous whispers.
• You instantaneously cause an unlocked door or window to fly
open or slam shut.
• You alter the appearance of your eyes for 1 minute.
If you cast this spell multiple times, you can have up to three of its
1 minute effects active at a time, and you can dismiss such an effect
as an action.

Vicious Mockery

Elf 0

School: Enchantment
Components: V
Casting Time : 1 action
Duration: Instantaneous
Your vicious insults can harm a creature and impede its next attack.
(The full description text for this spell has been omitted, as it is not
included in the SRD.)

Eldritch Blast

Elf,Warlock 0

School: Evocation
Components: V, S
Casting Time : 1 action
Range: 120 feet
Duration: Instantaneous
A beam of crackling energy streaks toward a creature within range.
Make a ranged spell attack against the target. On a hit, the target
takes 1d10 force damage.
The spell creates more than one beam when you reach higher
levels: two beams at 5th level, three beams at 11th level, and four
beams at 17th level. You can direct the beams at the same target or
at different ones. Make a separate attack roll for each beam.

Thaumaturgy

Elf,Warlock 0

School: Transmutation
Components: V
Casting Time : 1 action
Range: 30 feet
Duration: Up to 1 minute
You manifest a minor wonder, a sign of supernatural power, within
range. You create one of the following magical effects within range:
• Your voice booms up to three times as loud as normal for 1
minute.
• You cause flames to flicker, brighten, dim, or change color for 1
minute.
• You cause harmless tremors in the ground for 1 minute.
• You create an instantaneous sound that originates from a point of
your choice within range, such as a rumble of thunder, the cry of a
raven, or ominous whispers.
• You instantaneously cause an unlocked door or window to fly
open or slam shut.
• You alter the appearance of your eyes for 1 minute.
If you cast this spell multiple times, you can have up to three of its
1 minute effects active at a time, and you can dismiss such an effect
as an action.

Hold Person

Elf,Warlock 2

School: Enchantment
Components: V, S, M (a small, straight piece of iron)
Casting Time : 1 action
Range: 60 feet
Duration: Concentration, up to 1 minute
Choose a humanoid that you can see within range. The target must
succeed on a Wisdom saving throw or be paralyzed for the duration.
At the end of each of its turns, the target can make another Wisdom
saving throw. On a success, the spell ends on the target.
At Higher Levels. When you cast this spell using a spell slot of
3rd level or higher, you can target one additional humanoid for each
slot level above 2nd. The humanoids must be within 30 feet of each
other when you target them.
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Lokum, Warlock 5 – Spells
Mirror Image

Elf,Warlock 2

Gaseous Form

Elf,Warlock 3

School: Illusion
Components: V, S
Casting Time : 1 action
Range: Self
Duration: 1 minute

School: Transmutation
Components: V, S, M (a bit of gauze and a wisp of smoke)
Casting Time : 1 action
Range: Touch
Duration: Concentration, up to 1 hour

Three illusory duplicates of yourself appear in your space. Until the
spell ends, the duplicates move with you and mimic your actions,
shifting position so it’s impossible to track which image is real. You
can use your action to dismiss the illusory duplicates.
Each time a creature targets you with an attack during the spell’s
duration, roll a d20 to determine whether the attack instead targets
one of your duplicates.
If you have three duplicates, you must roll a 6 or higher to change
the attack’s target to a duplicate. With two duplicates, you must roll an
8 or higher. With one duplicate, you must roll an 11 or higher.
A duplicate’s AC equals 10 + your Dexterity modifier. If an attack
hits a duplicate, the duplicate is destroyed. A duplicate can be
destroyed only by an attack that hits it. It ignores all other damage
and effects. The spell ends when all three duplicates are destroyed.
A creature is unaffected by this spell if it can’t see, if it relies on
senses other than sight, such as blindsight, or if it can perceive
illusions as false, as with truesight.

You transform a willing creature you touch, along with everything it’s
wearing and carrying, into a misty cloud for the duration. The spell
ends if the creature drops to 0 hit points. An incorporeal creature isn’t
affected.
While in this form, the target’s only method of movement is a flying
speed of 10 feet. The target can enter and occupy the space of
another creature. The target has resistance to nonmagical damage,
and it has advantage on Strength, Dexterity, and Constitution saving
throws. The target can pass through small holes, narrow openings, and
even mere cracks, though it treats liquids as though they were solid
surfaces. The target can’t fall and remains hovering in the air even
when stunned or otherwise incapacitated.
While in the form of a misty cloud, the target can’t talk or
manipulate objects, and any objects it was carrying or holding can’t be
dropped, used, or otherwise interacted with. The target can’t attack or
cast spells.

Counterspell

Elf,Warlock 3

School: Abjuration
Components: S
Casting Time : 1 reaction
Range: 60 feet
Target: 1 reaction, which you take when you see a creature within 60
feet of you casting a spell
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 using your spellcasting ability. The DC equals 10
+ the spell’s level. On a success, the creature’s spell fails and has no
effect.
At Higher Levels. When you cast this spell using a spell slot of
4th level or higher, the interrupted spell has no effect if its level is less
than or equal to the level of the spell slot you used.
Appears In : 5e Players Handbook

Dispel Magic

Elf,Warlock 3

School: Abjuration
Components: V, S
Casting Time : 1 action
Range: 120 feet
Duration: Instantaneous
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 using your
spellcasting ability. The DC equals 10 + the spell’s level. On a
successful check, the spell ends.
At Higher Levels. When you cast this spell using a spell slot of
4th level or higher, you automatically end the effects of a spell on the
target if the spell’s level is equal to or less than the level of the spell
slot you used.

Major Image

Elf,Warlock 3

School: Illusion
Components: V, S, M (a bit of fleece)
Casting Time : 1 action
Range: 120 feet
Duration: Concentration, up to 10 minutes
You create the image of an object, a creature, or some other
visible phenomenon that is no larger than a 20 foot cube. The image
appears at a spot that you can see within range and lasts for the
duration. It seems completely real, including sounds, smells, and
temperature appropriate to the thing depicted. You can’t create
sufficient heat or cold to cause damage, a sound loud enough to deal
thunder damage or deafen a creature, or a smell that might sicken a
creature (like a troglodyte’s stench).
As long as you are within range of the illusion, you can use your
action to cause the image to move to any other spot within range. As
the image changes location, you can alter its appearance so that its
movements appear natural for the image. For example, if you create
an image of a creature and move it, you can alter the image so that it
appears to be walking. Similarly, you can cause the illusion to make
different sounds at different times, even making it carry on a
conversation, for example.
Physical interaction with the image reveals it to be an illusion,
because things can pass through it. A creature that uses its action to
examine the image can determine that it is an illusion with a
successful Intelligence (Investigation) check against your spell save
DC. If a creature discerns the illusion for what it is, the creature can
see through the image, and its other sensory qualities become faint to
the creature.
At Higher Levels. When you cast this spell using a spell slot of
6th level or higher, the spell lasts until dispelled, without requiring your
concentration.
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Lokum, Warlock 5 – Spells
Dancing Lights (At will)

0

School: Evocation
Components: V, S, M (a bit of phosphorus or wychwood, or a
glowworm)
Casting Time : 1 action
Range: 120 feet
Duration: Concentration, up to 1 minute
You create up to four torch sized lights within range, making them
appear as torches, lanterns, or glowing orbs that hover in the air for
the duration. You can also combine the four lights into one glowing
vaguely humanoid form of Medium size. Whichever form you choose,
each light sheds dim light in a 10 foot radius.
As a bonus action on your turn, you can move the lights up to 60
feet to a new spot within range. A light must be within 20 feet of
another light created by this spell, and a light winks out if it exceeds
the spell’s range.

Faerie Fire (1/day)

1

School: Evocation
Components: V
Casting Time : 1 action
Range: 60 feet
Duration: Concentration, up to 1 minute
Each object in a 20 foot cube within range is outlined in blue,
green, or violet light (your choice). Any creature in the area when the
spell is cast is also outlined in light if it fails a Dexterity saving throw.
For the duration, objects and affected creatures shed dim light in a 10
foot radius.
Any attack roll against an affected creature or object has advantage
if the attacker can see it, and the affected creature or object can’t
benefit from being invisible.

Darkness (1/day)

2

School: Evocation
Components: V, M (bat fur and a drop of pitch or piece of coal)
Casting Time : 1 action
Range: 60 feet
Duration: Concentration, up to 10 minutes
Magical darkness spreads from a point you choose within range to
fill a 15 foot radius sphere for the duration. The darkness spreads
around corners. A creature with darkvision can’t see through this
darkness, and nonmagical light can’t illuminate it. If the point you
choose is on an object you are holding or one that isn’t being worn or
carried, the darkness emanates from the object and moves with it.
Completely covering the source of the darkness with an opaque
object, such as a bowl or a helm, blocks the darkness.
If any of this spell’s area overlaps with an area of light created by
a spell of 2nd level or lower, the spell that created the light is
dispelled.
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