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O _+2_ Strength \
O _+2  Dexterity

_+1  Constitution
_+1_Intelligence
_+0 Wisdom
_+4  Charisma

L SAVING THROWS )’
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O _*2_ Acrobatics DEX \
O _*0_ Animal Handling wis
® +3 Arcana INT
O +2  Athletics STR
® _+4  Deception CHA
® _+3  History INT
O _+0 Insight wis
O +2 Intimidation CHA
O _+1  Investigation INT
O +0 Medicine wis
O _+1  Nature INT
® _+2  Perception WIS
QO _+2_ Performance CHA
QO _+2_ Persuasion CHA
O _*1  Religion INT
® _*4  Sleight of Hand DEX
O _+2_ Stealth DEX
QO _+0_ Survival wis
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Sorcerer 1 BlueJdYT
CLASS & LEVEL PLAYER NAME
Variant Human Sage 0
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 15 6 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
1d6 successes O=O=0O
FAILURES( H H >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION
j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === LANGUAGES ===
~ Celestial, Common, Draconic, Elvish, Orc
ABILITY SAVE DC |
S==x N
/
30 ft. (Walking)
A SPEED

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

ACTIONS

74

12

10

11

SENSES

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

//

Unarmed Strike +4

3 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

\\
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EQUIPMENT

Sorcerer 1 BlueJYT
CLASS & LEVEL PLAYER NAME
Variant Human Sage 0
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== SORCERER FEATURES === * Feat » BR 31
You gain one feat of your choice.
* Hit Points « PHB 100
* Proficiencies « PHB 100 === FEATS ===
* Spellcasting « PHB 101 * Grappler « BR 167
You can cast known sorcerer spells using CHA as your ~ You have advantage on attack rolls against a creature
spellcasting modifier (Spell DC 12, Spell Attack +4). you are grappling. You can use your action to try to pin
You can use an arcane focus as a spellcasting focus. a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
* Sorcerous Origin « PHB 101 restrained until the grapple ends.
| Draconic Bloodline | Grappling Pin: 1 Action
* Dragon Ancestor « PHB 102
You have a specific dragon type as your ancestor. You
can speak, read, and write Draconic and you double
your proficiency bonus for CHA checks involving
dragons.
| Green Dragon « PHB
* Draconic Resilience « PHB 102
Your max HP increases by 1. When you aren’t wearing
armor, your AC equals 15.
=== VARIANT HUMAN RACIAL TRAITS ===
* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.
* Ability Score Increase ¢ BR 31
Two different ability scores of your choice increase by
1.
* Skills « BR 31
You gain proficiency in one skill of your choice.
FEATURES & TRAITS
Dagger 1 11b. Crowbar 1 51b.
Dagger 1 11b. Hammer 1 31b.
Crossbow, Light 1 5 lb. Piton 10 2.51b.
Oil of Sharpness 1 - Rations (1 day) 10 20 Ib.
Potion of Clairvoyance 1 - Rope, Hempen (50 feet) 1 10 Ib.
Potion of Water Breathing 8 - Tinderbox 1 11b.
Potion of Healing (Greater) 1 0.5 Ib. Torch 10 10 Ib.
Potion of Poison Resistance 5 - Waterskin 1 51b.
Crossbow Bolts 20 1.51b. Staff 1 4 b.
Abacus 1 21b. Antitoxin 1 -
WEIGHT CARRIED
93.4 b Book 1 51b. Small Knife 1 -
ENCUMBERED Ink (1 ounce bottle) 1 -
210 Ib. Backpack 1 5 Ib.
PUSH/DRAG/LIFT Bedroll 1 7 1b.
420 |b. Clothes, Common 1 31b.




ADDITIONAL EQUIPMENT
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Sorcerer 1 BlueJYT
CLASS & LEVEL PLAYER NAME
Variant Human Sage 0
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
e — R ——
7 N
ADDITIONAL FEATURES & TRAITS
, \
Alexandrite -
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Male 16 Medium 6 ft even 160
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good ? Slightly Tannec A beautiful brigt Curly
ALIGNMENT FAITH SKIN EYES HAIR

—— —

A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

"

/ N
/I use polysyllabic words that )

convey the impression of great

erudition.
I am horribly, horribly awkward in
PERSONALITY TRAITS
L~ 1
[ ~"1

Self-Improvement. The goal of a life of study is
the betterment of oneself. (Any)

IDEALS
L~ —~
[ ~"1

| sold my soul for knowledge. | hope to do

great deeds and win it back.

BONDS

L~ —~
[N "]

Most people scream and run when they
see a demon. | stop and take notes on
its anatomy.

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Sorcerer

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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