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Sorcerer 4 ExtraToast
H n n CLASS & LEVEL PLAYER NAME
Version 2 "Warm Bread
Warforged Hermit (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
O _+3  Strength \ /7 \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+3  Dexterity
+3 ® +4 Constitution +3 14 26 S
O _+3 Intelligence
O +1 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +5 Charisma / y, 6 , \
Resistances - Poison successes O=O=0O
' DEXTERITY ) Immunities - Disease, Magical raiLures O=O=0O
Advantage against Sleep
+3 being poisoned \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] ﬂ) +3 Acrobatics DEX \ N Sling
+2 ! | O _+1 Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +5 Arcana INT 7 Herbalism Kit, Thieves' Tools
\ 4 O _+3  Athletics STR = = === LANGUAGES ===
O _+3  Deception CHA ABILITY SAVE DC | Common, Dwarvish, Elvish
_g— _gu—
O _+3  History INT o
® _+3 Insight wis (/ N
30 ft. (Walkin
O +3 Intimidation CHA ( 9)
O _*3  Investigation INT
® +3 Medicine wis \ SPEED /
O +3 Nature INT ) PROFICIENCIES & LANGUAGES
® +3 Perception wis , N\
O _+3  Performance CHA === ACTIONS === sorcery points as a bonus action.
+ 1 _ Standard Actions
O _*3  Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, === SPECIAL ===
® +5 Religion INT Help, Hide, Ready, Search, Use an Object, Favored by the Gods ¢ 1/ Short Rest
g Opportunity Attack, Grapple, Shove, Improvise, Once per short rest, if you fail a saving throw or
O _*3_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object miss with an attack roll, you can roll 2d4 and add it to
- the total, possibly changing the outcome.
O _#3  Stealth DEX Sorcery Points * 4 / Long Rest
U CHARISMA ) O 1 Surival wis You have limiteduse - No limited use data available ~ Metamagic - Quickened Spell
sorcery points that you regain when you finish a long When you cast a spell that has a casting time of 1
+3 o) rest. action, you can spend <strong>2 sorcery
- points</strong> to change the casting time to 1 bonus
O === BONUS ACTIONS === action for this casting.
o Convert Sorcery Points
e — You can use your sorcery points to gain additional Metamagic - Twinned Spell
spell slots or sacrifice spell slots to gain additional You can spend sorcerv points eaual to a
\ SKILLS / \ ACTIONS )
7 N
13 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60), Green-Flame Blade: Fire, 3 Fire
Daagger +5 1d4+3 Piercin Simple, Finesse, Light, Thrown, Range (20/60), Green-Flame Blade: Fire, 3 Fire
13 PASSIVE WISDOM (INSIGHT) 99 9
Quarterstaff +5 1d6+3 Bludgeoning  Simple, Versatile, Green-Flame Blade: Fire, 3 Fire
PASSIVE INTELLIGENCE (INVESTIGATION . .
13 ( ) Fire Bolt +5 1d10 Fire VIS
Ray of Frost +5 1d8 Cold VIS
< Unarmed Strike +5 4 Bludgeoning 7
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== SORCERER FEATURES ===

* Hit Points « PHB 100
* Proficiencies « PHB 100

* Spellcasting « PHB 101

You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Divine Soul

* Divine Magic * XGtE 50

You can learn or replace a sorcerer cantrip or a
sorcerer spell of 1st level or higher from the cleric spell
list or the sorcerer spell list. You also learn an
additional spell based on your chosen affinity.

| Good « XGtE
* Favored by the Gods « XGtE 50
Once per short rest, if you fail a saving throw or miss
with an attack roll, you can roll 2d4 and add it to the
total, possibly changing the outcome.

| 1/ Short Rest * Special
* Font of Magic « PHB 101
You have 4 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: 4 / Long Rest * 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101

You gain the ability to twist spells to suit your needs.

| 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

=== WARFORGED RACIAL TRAITS ===

* Constructed Resilience « ERftLW 36

You have advantage on saving throws against being
poisoned, and you have resistance to poison damage.
You don't need to eat, drink, or breathe. You are
immune to disease. You don't need to sleep, and
magic can't put you to sleep.

* Sentry’s Rest « ERftLW 36

When you take a long rest, you must spend at least six
hours in an inactive, motionless state, rather than
sleeping. In this state, you appear inert, but it doesn’t
render you unconscious, and you can see and hear as
normal.

* Integrated Protection « ERftLW 36
You gain a +1 bonus to Armor Class. To don or doff
armor other than a shield takes 1 hour, and you must

N
be proficient with the armor.

While you live, your incorporated armor can't be
removed from your body against your will.

=== FEATS ===

* Magic Initiate (Sorcerer) « PHB

You learn two cantrips of your choice from the sorcerer
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.

FEATURES & TRAITS
\\
Coiling Grasp Tattoo 1 - Paper (one sheet) 1 --
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Dagger 1 1lb. Herbalism Kit 1 31b.
Quarterstaff 1 4 1b. Crossbow, light 1 51b.
Backpack 1 5 lb. Crossbow Bolts 20 15 1b.
Case, Crossbow Bolt 1 1lb. Book 1 10 Ib.
Clothes, Common 1 31b. Book 1 10 Ib.
Component Pouch 1 2 1b.
Pick, Miner's 1 10 Ib.
WEIGHT CARRIED Leather L 101b.
98.5 Ib. Book 1 10 Ib.
ENCUMBERED Book 1 10 Ib.
255 |b. Ink (1 ounce bottle) 1 - Coiling Grasp Tattoo 1 --
PUSH/DRAG/LIFT Ink Pen 1 -
510 Ib. Ball Bearings (bag of 1,000) 1,000 2 lb.
\ EQUIPMENT ))
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Maybe male? idk 12
GENDER AGE
Chaotic Neutral

ALIGNMENT FAITH

bronze

—

Medium 6'8" 310

HEIGHT WEIGHT
light ruby colore none

EYES HAIR

E——

CHARACTER APPEARANCE

—

// N
| am utterly serene, even in the

face of disaster.

| connect everything that happens

to me to a grand, cosmic plan.

PERSONALITY TRAITS
|~

.
[ "]
Live and Let Live. Meddling in the
affairs of others only causes trouble.
(Neutral)

IDEALS
L~

()

[
I'm still seeking the enlightenment |
pursued in my seclusion, and it still
eludes me.

BONDS
L~

— Z
I'd risk too much to uncover a
lost bit of knowledge.

ALLIES & ORGANIZATIONS )

\\ FLAWS //

Made by my creator for companionship without
having to feed another, and being the second
attempt to create my race after seeing notes about
it from a far away land. After creating me, he
treated me almost like his own child. Teaching all
there was to know about life, magic, and scholarly
studies. When he created me he infused my being
with some peculiar gem that offered magical
effects. It's in the center of my chest. Being late in
his years already, my creator, Dr. Charles, did his
best to make sure | was educated and taught
tasks that could earn a living if need be. 5 years
after my creation and cramming with knowledge
Dr. Charles suffered an accident while performing
an experiment. | was then left to my own devices
(lol), where | studied every material in our abode
and then set out on an adventure with no goal in
mind. The only things | want to discover is more
capabilities of my power and/or what kind of gem
was built into me to give me these abilities.

“Warm Bread” Backstory
Name: Version 2 “Warm Bread”
Age: 12 years old

Gender: Male

Race: Ironborne (Warforged)
Class: Divine Soul Sorcerer
Height: 6'8"

Weight: 310 Ib.

Skin: Bronze

Alignment: Chaotic Neutral

CHARACTER BACKSTORY

Riley - Talian (sp?)
Harrison - Eethling
Robby - Rangar

ADDITIONAL NOTES /,




Sorcerer

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
— —
li .‘\

=== CANTRIPS === (At Will)
O Ray of Frost Sorcerer +5 1A 60 ft. V,S Instantaneous  PHB 271 VIS
QO Fire Bolt Sorcerer +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Guidance <C> Sorcerer - 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Green-Flame Blade Sorcerer +5 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, S/IM
O Message Magic Initiate (Sorcerer) -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/IM
O Dancing Lights <C> Magic Initiate (Sorcerer) - 1A 120 ft. V,S,M  concenation, spro1minwe - PHB 230  D: 1m, V/S/M

=== 1st LEVEL === 4 Slots OO00
O Witch Bolt <C> Sorcerer +5 1A 30 ft. V,S,M  concentation, spro1minwe - PHB 289 D: 1m, V/S/M
O Healing Word Sorcerer -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Mage Armor Sorcerer -- 1A Touch V,S,M 8 hours PHB 256  D:8h, V/ISIM
O Burning Hands Sorcerer DEX 13 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, VIS
O Comprehend Languages Magic Initiate (Sorcerer) - 1A Self V,S,M 1 hour PHB 224  1/LR, D: 1h, VISIM
O Cure Wounds Divine Magic - 1A Touch V,S Instantaneous  PHB 230 VIS

===2nd LEVEL === 3 Slots 000
QO Prayer of Healing Sorcerer - 10m 30ft. \% Instantaneous  PHB 267 V

SPELLS

> 4
L
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