“Karl” (Kharillos)

Medium humanoid (Human), Chaotic Neutral

☐

Moves up to 30 feet away from any combatants, heedless of
opportunity attacks.

☐

Runs away (if he can) using all action and movement speed
available, or casts Misty Step.

Armor Class 12 (15 with Mage Armor)
Hit Points 32 (5d8 + 10)
Speed 30 ft. walk & swim

Actions

STR
DEX
CON
10(+0) 14(+2) 14(+2)

Quarterstaff. Melee Weapon Attack: +2 to hit, reach 5ft., one target. Hit: 5
(1d6) bludgeoning damage.

INT
WIS CHA
16(+3) 13(+1) 11(+0)

Skills Arcana +5, Perception +3
Senses passive Perception 13
Languages Common
Darkvision 60 ft. See in Darkness as Dim Light
Rank/Challenge: CR 1 (200XP)

Spellcasting. Karl is a 4th-level spellcaster. Spellcasting ability is INT
(spell save DC 13, +5 to hit with spell attacks). He has the following spells
prepared:
Proficiency Bonus +2

Sea legs. As a sailor, Karl has advantage on Strength and Dexterity saving
throws made against effects that would knock him prone.

Description
1

Appears to be a wretched old sailor down on his luck

2

Smells of linseed oil and wax (bitter burned odor)

3

Broken fingernails, missing one finger

4

One eye milky and unfocused, although it moves

5

Leans heavily on a quarterstaff

6

Wears an "oilskin" canvas coat

Drives
◆

Just wants to be left alone

◆

Retribution, when he discovers who was behind his ruin

◆

Silence anyone prying into his background

Responses (1d6 or choose)
1

Sneers and says, “What do you want?” before anyone can ask.

2

He points a shaking finger at a character and says, “Buy me an ale and
I’ll tell you where to find the treasure yer dreamin’ of.”

3

“What, ain’t you never seen a man scarred by the cruel sea?”

4

“Your hat (or scarf, cloak, shirt), give it to me.”

5

He laughs hysterically, slaps his knee, sings a piece of a song, “hey,
wind done knock me down…” and then ignores you, staring into the
distance.

6

Stares coldly through one eye. The other is milky bluish-white without
an iris or pupil. He says, “Give me a look will you? I can see through this
one too, just not things from this world.”

Responses (1d6 or choose)
If provoked, Karl usually follows this sequence, but use these in any
order, or select a couple that fit the encounter and context:
Snarls a curse and slobbers, eyebrows bristling with rage. Attacks
☐ with quarterstaff, +2 to hit, 7 (1d6 + 4) bludgeoning damage, or
casts Mage Armor. This makes it clear he has magical abilities.
Puffs out his cheeks, opens one hand, and blows a cloud of dark
☐ red mist that envelops the nearest combatant. Poison Spray
target must succeed on a CON save or suffer 1d12 poison damage.
☐

He holds up a broken piece of tree branch and calls on the
lightning. He casts Witch Bolt.

Cantrips (at will)
Poison Spray Casting Time: 1 action Range: 10 feet Components: V, S
Duration: Instantaneous. Karl extends a clawed hand toward you and
puffs out his cheeks, blowing a cloud of dark red mist that coils around
you. Target must succeed on a CON saving throw or take 1d12 poison
damage.
Ray of Frost Casting Time: 1 action Range: 60 feet Components: V, S.
Duration: Instantaneous. A frigid beam of blue-white light streaks
toward a creature within range. Make a ranged spell attack against the
target. On a hit, it takes 1d8 cold damage, and its speed is reduced by
10 feet until the start of your next turn.
1st level (4 slots) ☐ ☐ ☐ ☐
Mage Armor Casting Time: 1 action, Range: Touch, Components: V, S,
M (a piece of cured leather), Duration: 8 hours. A strip of leather tight in
his fist, Karl brings his arm across his chest and a protective magical
force surrounds him. Karl’s AC is now 15.
Witch Bolt Casting Time: 1 action, Range: 30 feet, Components: V, S, M
(a twig from a tree that has been struck by lightning), Duration:
Concentration, up to 1 minute. A beam of crackling, blue energy lances
out toward a creature within range, forming a sustained arc of
lightning between you and the target. Make a ranged spell attack
against that creature. On a hit, the target takes ld12 lightning damage,
and on each of your turns for the duration, you can use your action to
deal l d 1 2 lightning damage to the target automatically. The spell
ends if you use your action to do anything else. The spell also ends if
the target is ever outside the spell's range or if it has total cover from
you.
2nd level (3 slots) ☐ ☐ ☐
Gust of Wind Casting Time: 1 action, Range: Self (60-foot line),
Components: V, S, M (a legume seed) Duration: Concentration, up to 1
minute. A line of strong wind 60 feet long and 10 feet wide blasts from
you in a direction you choose for the spell's duration. Each creature
that starts its turn in the line must succeed on a Strength saving throw
or be pushed 15 feet away from you in a direction following the line.
Any creature in the line must spend 2 feet of movement for every 1 foot
it moves when moving closer to you.
The gust disperses gas or vapor, and it extinguishes candles, torches,
and similar unprotected flames in the area. It causes protected flames,
such as those of lanterns, to dance wildly and has a 50 percent chance
to extinguish them.
As a bonus action on each of your turns before the spell ends, you can
change the direction in which the line blasts from you.
Misty Step Casting Time: 1 bonus action Range: Self, Components: V,
Duration: Instantaneous. Briefly surrounded by silvery mist, you
teleport up to 30 feet to an unoccupied space that you can see.

