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Sorcerer 17 / Warlock 3
CLASS & LEVEL

Custom Lineage

Actionsparda
PLAYER NAME

Celebrity Adventurer’s Sc/ 355,000

RACE BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+2 12 125 _—
INITIATIVE CLASS \ HIT POINTS
( ( 17d6 +3d8 |
Resistances - Psychic successes OO0
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES
3
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Disguise Kit
ABILITY SAVE DC |
P P === LANGUAGES ===
Abyssal, Common, Goblin, Infernal
/ A\
30 ft. (Walking)
Q SPEED )

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Sorcery Points » 17 / Long Rest

You have limiteduse - No limited use data available
sorcery points that you regain when you finish a long
rest.

=== BONUS ACTIONS ===
Convert Sorcery Points

You can use your sorcery points to gain additional
spell slots or sacrifice spell slots to aain additional

sorcery points as a bonus action.

Hexblade’s Curse ¢ 1/ Short Rest

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+6 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 8 HP if it dies.

Revelation in Flesh

As a bonus action, you can spend 1 or more
sorcery points to magically transform your body for 10
minutes. For each sorcery point you spend, you can
gain one of the following until the transformation ends:
1. You can see any invisible creature within 60 feet of

ACTIONS

74

4 N
16 PASSIVE WISDOM (PERCEPTION) Crosshow, light +8 1d8+2 Piercing  simple. Ammuniton, Loading, Range, Two-Handed, Range (80/320)
Dagager +8 1d4+2 Piercin Simple, Finesse, Light, Thrown, Range (20/60), Green-Flame Blade: 3d8 Fire, 38+5 Fire
10 PASSIVE WISDOM (INSIGHT) 99 9
Dagger +8 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60), Green-Flame Blade: 3d8 Fire, 3d8+5 Fire
PASSIVE INTELLIGENCE (INVESTIGATION g q
10 ( ) Chill Touch +11  4d8Necrotic  D: 1Rnd, V/S
Darkvision 60 ft. Fire Bolt +11 4d10 Fire VIS
< Eldritch Blast +11 1d10+5 Force  Count: 4, V/S
SENSES L N WEAPON ATTACKS & CANTRIPS /
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=== SORCERER FEATURES ===

* Additional Sorcerer Spells « TCoE 65
Your Sorcerer has additional spells available to them,
as designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 100
* Proficiencies « PHB 100

* Spellcasting « PHB 101

You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 19, Spell Attack +11).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Aberrant Mind

* Psionic Spells « TCoE 67

You learn additional spells when you reach certain
levels in this class, as shown on the Psionic Spells
table.

* Telepathic Speech « TCoE 67

As a bonus action, choose one creature you can see
within 30 ft. of you. You and the chosen creature can
speak telepathically with each other while you are
within 5 miles of each other). The telepathic
connection lasts for 17 minutes.

| 1 Bonus Action

* Font of Magic « PHB 101

You have 17 sorcery points that you regain when you
finish a long rest. You can use your sorcery points to
gain additional spell slots or sacrifice spell slots to gain
additional sorcery points as a bonus action.

| Sorcery Points: 17 / Long Rest « 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101
You gain the ability to twist spells to suit your needs.

| Careful Spell « PHB
You can spend <strong>1 sorcery point</strong> to
allow up to 5 creatures to automatically succeed on the
saving throw of a spell you cast.

| Metamagic - Careful Spell: Special

| Empowered Spell « PHB
When you roll damage for a spell, you can spend
<strong>1 sorcery point</strong> to reroll up to 5 of
the dice. You must use the new rolls and you can use
this option even if you've already used another
Metamagic option.

| Metamagic - Empowered Spell: Special

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend <strong>2 sorcery
points</strong> to change the casting time to 1 bonus
action for this casting.

| Metamagic - Quickened Spell: Special
| Twinned Spell « PHB

You can spend sorcery points equal to a
<strong>spell's level</strong> (1 for a cantrip) to target
a second creature in range with the same spell, as
long as the spell at the level it's being cast is incapable
of targeting more than one creature.

| Metamagic - Twinned Spell: Special
* Ability Score Improvement « PHB 102

* Psionic Sorcery » TCoE 68

N
When you cast any spell of 1st level or higher from
your Psionic Spells feature, you can cast it by
expending a spell slot as normal or by spending a
number of sorcery points equal to the spell’s level. If
you cast the spell using sorcery points, it requires no
verbal or somatic components, and it requires no
material components, unless they are consumed by
the spell.

| Special
* Psychic Defenses « TCoE 68
You gain resistance to psychic damage, and you have
advantage on saving throws against being charmed or
frightened.
* Revelation in Flesh « TCoE
As a bonus action, you can spend 1 or more sorcery
points to magically transform your body for 10 minutes,
gaining benefits per sorcery point spent.

| 1 Bonus Action
=== WARLOCK FEATURES ===
* Hit Points « PHB 106
* Proficiencies « PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Hexblade

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 19, Spell Attack +11).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 55
Additional spells are added to the warlock spell list for

FEATURES & TRAITS
\\
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 11b. Torch 10 10 Ib.
Crossbow, light 1 5 lb. Waterskin 1 51b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Clothes, Fine 1 6 Ib.
Pouch 1 11b.
Disguise Kit 1 3lb.
WEIGHT CARRIED Staff L 4 lb.
91 Ib. Crowbar 1 51b.
ENCUMBERED Hammer 1 31b.
120 Ib. Piton 10 251b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
240 |b. Rope, Hempen (50 feet) 1 10 Ib.

EQUIPMENT
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you.

* Hexblade’s Curse « XGtE 55

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+6 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 8 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE 55

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA maodifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special

* Eldritch Invocations « PHB 107
You learn fragments of forbidden knowledge that
imbue you with an abiding magical ability.

| Agonizing Blast « PHB 110
When you cast eldritch blast, add +5 to the damage it
deals on a hit.

| Repelling Blast « PHB
When you hit a creature with eldritch blast, you can
push the creature up to 10 feet away from you in a
straight line.

* Pact Boon ¢« PHB 107
Your otherworldly patron bestows a gift upon you for
your loyal service.

| Pact of the Blade « PHB
As an action, you can create a pact weapon in your
hand (you choose the form, you're proficient with it,
and it counts as magical). You can also transform a
magic weapon into your pact weapon by performing a
special ritual.

| Create Pact Weapon: 1 Action

=== CUSTOM LINEAGE RACIAL TRAITS ===

* Creature Type « TCoE 9

You are a humanoid. You determine your appearance
and whether you resemble any of your kin.

* Size « TCoE 8
You are Small or Medium (your choice).

* Ability Score Increase « TCoE 9
* Feat TCOE 8
* Variable Trait « TCOE 8

| Darkvision ¢
Darkvision with a range of 60 ft.

* Languages * TCoE 8

=== FEATS ===
* Metamagic Adept » TCoE 80

| Heightened Spell « PHB
When you cast a spell that forces a creature to make a
saving throw, you can spend <strong>3 sorcery
points</strong> to give one target of the spell
disadvantage on its first saving throw made against the

ADDITIONAL FEATURES & TRAITS

N

spell.

| Subtle Spell « PHB
When you cast a spell, you can spend <strong>1
sorcery point</strong> to cast it without any S or V
components.

| Sorcery Points (Metamagic Adept): 2 / Long Rest ¢
Special

| Metamagic - Heightened Spell: Special
| Metamagic - Subtle Spell: Special

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

* Inspiring Leader « PHB 167

You can spend 10 minutes inspiring your companions.
Choose up to 6 allies (including yourself) that can see
or hear and can understand you within 30 ft. Each
creature gains 25 temp HP once per short rest.

| 10 Minutes

* Fey Touched « TCoE 79
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the <em>misty step</em> spell and one
1st-level spell of your choice from the divination or
enchantment school of magic. Once per long rest you

ADDITIONAL EQUIPMENT
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can cast each of these spells without expending a spell
slot. You can also cast these spells using spell slots
you have of the appropriate level. The spells’
spellcasting ability is the ability increased by this feat.

| Charisma
Increase your Charisma score by 1, to a maximum of
20. The spells’ spellcasting ability is Charisma.

ADDITIONAL FEATURES & TRAITS
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Male 34 Small 39 75
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good The Celestials Green Brown Red
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
y
o . o / N
=== Allies === fl’m used to the very best in life, and )
The Nomads that's a hard habit to break.
=== Organizations ===
The Candlekeepers PERSONALITY TRAITS
L~ 1
[ "]
Anonymity. | want to be successful. And
alone. (Any)
IDEALS
L~ 1
[ "]
Despite their absences, my famous
parent was kind.
BONDS
L~ 1
[N "]
My best days are behind me.
Ahead lies only toil.
\ FLAWS /
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N 7
\ /4 3\ /4

Your father was the famous Action Sparda Senior,
a brilliant yet down to earth Atrtificer known for his
talents. He went on to marry a Divine Soul
Sorcerous whom gave birth to you.

Unfortunately, despite your bloodline, you have
not reached your parents level of success due to
what seem to be biological limitations. Despite
early successful study, you have yet to find your
niche and have had to rely on basic magic.

Those born from chaos like you are often assigned
to a monastery to purify themselves from their
ancestors’ corruption.€Youwere told it was a path
to salvation.€

It wasn't.

After years of “penance” with no blessing of
redemption from the celestials, your prayers were
finally answered in secret by... something else...

You had become a Warlock!

As life ensued, your body began to deteriorate,
causing your skin to become green like a goblin
and your growth to stunt. The quest for a cure led
you on adventures discovering the Withering, a
plague of sorts affecting the land, both crops and
people alike.

This led you to Matreous’ study in Candlekeep,
where you encountered several “misfit”
adventurers. Unfortunately, the mage was killed by
a giant imp while they sought a way out of an
extradimentional mansion.

CHARACTER BACKSTORY

Part of the group captured a Ringleader believed to

have murdered War Tortle’s parents. The rest seem
to be seeking out a way to save a town infected with
the withering you believe is like what is afflicting you.

You are able to Command the hostage to calm, only
to discover the real murderer was her sister whom
had already died. It seems this party killed many of
her troop and friends, likely putting a target on your
back. She stormed out.€

Another mage named Scoab pointed you in the
direction of three books Matreous was researching.
Hoping they could stop the Withering, one of the
“misfits” puts them in her bag... only for one to come
to life! You defeat the blue blob and use its’ library
card to find the owner. He bought this at the Yde in
Boulderkeep to enter the city, as it is custom to
present a book for citizenship.

You purchased four horses and a wagon for half
price using gold, the Bard Sam’s Charm and crystals
and set out for a 5 (3) day trek.

One night on last watch, you have a standoff with the
dragonborn “Nomads” investigating a Yde worker for
enslaving dragons. (They upgrade your carriage.)
When a T-Rex attacks, you reveal your tiefling
powers as the Goblin Monk reveals his shadow
tattoos.€

Having come close to loosing your first party
member (a paladin) and the party basically knowing
everything already, you reluctantly open up about
your origins. The goblin monk Narfy also reveals his
shadow monk tattoos, poverty and ability to “acquire
gold.”€

The Goliath Hunter ultimately leaves with the other
team, but War Tortle gains an honorary member in a
baby turtle named Crush whom he nicknames Squirt.
After salvaging a little from the T-Rex, you arrive at
Scarlet’'s B&B.The monk learns while leather T-Rex
armor would be useless to him, going back to obtain
more would be quite valuable. You return to the

carcass two where wolves are guarding it. After
reluctantly killing some, you gain gold from the
salvage! You also scare away a spy.

After ale with Narfy that night, you decide to
commission your own armor the next day before
investigating the book. Amberdue’s Pack leader
Nadalia (a tall brown Jackawere) reveals the book is
not related to the withering, but that 3 more books
are in Candlekeep!

You learn through quests to Mayrin Matreous had a
mage brother Matecus in Fandalin (a day away).
There Narfy uses Draconic to stop lizards from
attacking. They reveal someone stole what they
believed was the Raven Book Aneel quested you for
with the map to the holder’s greatest desire. It is
actually in Candlekeep.

After unsuccessfully talking them down using speak
to animals, you helped a woman and her disabled
sister with an infestation. Following that, you
investigated a trap by a door mimic and a serpentine
when you saved a golden draconic in his mansion.€
...it was your last mission together.€

That night you slept through the red dragon’s
attacks. Your new base was destroyed and the
village was wiped out. Everyone argued afterwards
and your party disbanded. Lost with no hope or help
from your patron, you prayed for the first time in a
long time and harder than ever before, and to your
surprise that actually worked!

The Angel Yami took pity on you and saved your
aoul. From thence, you discovered a nee church
where to your surprise you were accepted.
Welcomed even, despite your past!€

It was there that your handler Taeore had you train
under Anon in the holy arts and beyond!

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Fire Bolt Sorcerer +11 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Minor lllusion Sorcerer -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
QO Prestidigitation Sorcerer - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Chill Touch Sorcerer +11 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Sword Burst Sorcerer DEX 19 1A Self/5 ft. \% Instantaneous  SCAG 143 V
O Eldritch Blast Warlock +11 1A 120 ft. V.S Instantaneous  PHB 237  Count: 4, V/S
O Green-Flame Blade Warlock +11 1A Self/s ft. Sphere  S,M Instantaneous ~ SCAG 142 5 ft. Sphere, SIM
P Mind Sliver Psionic Spells (Always Prepared) INT 19 1A 60 ft. A\ Instantaneous  TCoE 108 V
=== 1st LEVEL === 4 Slots OO0O0
QO Silvery Barbs Sorcerer -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Grease Sorcerer DEX 19 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/S/IM
O Protection from Evil and Good <C> Warlock - 1A Touch V,S,M  concentaion.wprosominwes  PHB 270 D: 10m, V/SIM
O Shield Warlock - 1R Self V,S 1 round PHB 275 D:1Rnd, V/S
O Hex<C> Fey Touched - 1BA 90 ft. V,S,M  concentration, o 1howr - PHB 251 1/LR, D: 1h, V/SIM
P Arms of Hadar Psionic Spells (Always Prepared) STR 19 1A Self/10 ft. Sphere  V,S Instantaneous  PHB 215 10 ft. Sphere, V/S
P Dissonant Whispers Psionic Spells (Always Prepared) WIS 19 1A 60 ft. \% Instantaneous  PHB 234 V
===2nd LEVEL === 3 Slots 000 | 2 Pact OO
QO Tasha's Mind Whip Sorcerer INT19 1A 90 ft. \Y 1 round TCoE 115 D:1Rnd,V
O Vortex Warp Sorcerer CON19 1A 90 ft. V.S Instantaneous  SACoC 38 V/S
O Web<C> Sorcerer DEX 19 1A 60 ft./20 ft. Cube V,S,M  Concenuation. upro1howr  PHB 287  D: 1h, 20 ft. Cube, V/S/M
O Hold Person <C> Warlock WIS19 1A 60 ft. V,S,M  concentration.wpto 1minwe PHB 251 D: 1m, V/S/M
O Suggestion <C> Warlock WIS19 1A 30 ft. V.M Concentration, upo8hows - PHB 279 D: 8h, VIM
O Misty Step Fey Touched - 1BA  Self \% Instantaneous  PHB 260 1/LR,V
P Calm Emotions <C> Psionic Spells (Always Prepared) CHA 19 1A 60 ft./20 ft. Sphere  V/,S Concenuation pto 1minte - PHB 221 D: 1m, 20 ft. Sphere, V/S
P Detect Thoughts <C> Psionic Spells (Always Prepared) WIS 19 1A Self V,S,M  concentation, o1 mine - PHB 231 D: 1m, V/S/M
=== 3rd LEVEL === 3 Slots OO0
O Fireball Sorcerer DEX 19 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous ~ PHB 241 20 ft. Sphere, V/SIM
O Hypnotic Pattern <C> Sorcerer WIS 19 1A 120 ft./30 ft. Cube  S,M Concenuation upto 1mine - PHB 252 D: 1m, 30 ft. Cube, S/IM
O Counterspell Sorcerer - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
P Hunger of Hadar <C> Psionic Spells (Always Prepared) DEX 19 1A 150 ft./20 ft. Sphere \/,S,M  concentration, w01 minwe - PHB 251 D: 1m, 20 ft. Sphere, V/S/M
P Sending Psionic Spells (Always Prepared) -- 1A Unlimited V,S,M 1 round PHB 274  D: 1Rnd, V/S/IM
=== 4th LEVEL === 3 Slots OO0
O Polymorph <C> Sorcerer WIS19 1A 60 ft. V,S,M  concenuation, upto 1hour  PHB 266 D: 1h, V/ISIM
O Storm Sphere <C> Sorcerer sTR19/+11 1A 150 ft./20 ft. Sphere V/,S Concentation, upto Lminte - EE 166 D: 1m, 20 ft. Sphere, VIS
P Evard's Black Tentacles <C> Psionic Spells (Always Prepared) DEX 19 1A 90 ft/20 ft. Square  V/,S,M  Concentation.wpro1mine - PHB 238 D: 1m, 20 ft. Square, V/S/M
P Summon Aberration <C> Psionic Spells (Always Prepared) -- 1A 90 ft. V,S,M  Concentration, upto 1hour  TCOE 109  sveca us e her 0. vism
=== 5th LEVEL === 2 Slots 00
O Animate Objects <C> Sorcerer -- 1A 120 ft. V.S Concenuaiion, upto tminte - PHB 213 D: 1m, V/S
P Rary's Telepathic Bond Psionic Spells (Always Prepared) -- 1A 30 ft. V,S,M 1 hour PHB 270 D: 1h, VISIM
P Telekinesis <C> Psionic Spells (Always Prepared) -- 1A 60 ft. V,S Concentration, up 0 20 minutes - PHB 280 D: 10m, VIS
=== 6th LEVEL === 1 Slots O
O Mass Suggestion Sorcerer WIS19 1A 60 ft. WAV 24 hours PHB 258  Ext. D: (See Description)*, D: 24h, VIM
SPELLS

> 4
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=== T7th LEVEL === 1 Slots O
O Reverse Gravity <C> Sorcerer DEX 19 1A 100 ft./50 ft. Cylinder \/,S,M  Concenuation, upto 1 minute  PHB 272 D: 1m, 50 ft. Cylinder, V/S/IM
=== 8th LEVEL === 1 Slots O
O Dominate Monster <C> Sorcerer WIS19 1A 60 ft. V,S Concentration, upto Lhour  PHB 235 Ext. D: (See Description)*, D: 1h, V/S
=== 9th LEVEL === 1 Slots O
O Wish Sorcerer - 1A Self \% Instantaneous  PHB 288 V
SPELLS

> 4
L
Y




