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CLASS & LEVEL PLAYER NAME
Stout Halfling Quandrix Student (Milestone)
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DEATH SAVES

=== WEAPONS ===
Crosshow, Light, Dagger, Dart, Quarterstaff,
Sling

=== TOOLS ===
Alchemist's Supplies

=== LANGUAGES ===
Common, Halfling, Sylvan

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

=== BONUS ACTIONS ===
Telepathic Speech

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 2 miles of each other). The telepathic
connection lasts for 1 minutes.
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Unarmed Strike +2 1 Bludgeoning
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=== SORCERER FEATURES === * Halfling Nimbleness « BR 28

You can move through the space of any creature that
* Hit Points « PHB 100 is of a size larger than yours.

* Proficiencies « PHB 100 * Stout Resilience « BR 28
You have advantage on saving throws against poison,
* Spellcasting « PHB 101 and you have resistance against poison damage.
You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 12, Spell Attack +4).
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 2 miles of each other). The telepathic
connection lasts for 1 minutes.

| 1 Bonus Action

=== STOUT HALFLING RACIAL TRAITS ===

* Lucky * BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

FEATURES & TRAITS

Dagger 1 11b.
Crystal 1 11b.
Abacus 1 21b.
Ink (1 ounce bottle) 1 -

Ink Pen 1 --

WEIGHT CARRIED
4.3 Ib.
ENCUMBERED

150 Ib.

PUSH/DRAG/LIFT

300 Ib.

EQUIPMENT
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Female 25 Small 31 35
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Evil Black Brown Black
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| believe I'm always the smartest person in the
room. And I'll prove it, even if no one asks me
to.
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\\ FLAWS //

My life is the road. Staying in one place for too
long drives me insane, unlike my big brother
Nester; he could stick to an idea like sap until he
got the answer he wanted.€€Youcould say he got
the good genes out of the family. He’s a scientist
of sorts, always trying to figure things out in order
to make things better for those around him. He’s
someone to really look up too.€

We were enthusiastic rivals, always trying to one
up each other. Stories of experimental magic or
potions going wrong we’re not unusual in my
family; we liked to test the boundaries of what we
could get away with. He later became a wizard at
a prestigious university. | did not.€

| was so desperate to show what | could do, and
not be that tagalong little sister that | attempted to
steal and artifact that could give me enhanced
power and show that | had the ideas that could
bend reality. | was successful in retrieving the
artifact. | was very stupid.€

The Artifact wasn't just some tell-all knowledge
that | could absorb into my mind, but instead
opened a door into the cosmos. | could see the
past, present , and future of the universe, | knew
the answers to every question | could ever dream
of, and encountered horrors of things
indescribable in a blink of an eye. Everything went
black for a time where my semi-conscious body
was apparently discovered and expelled from ever
attending.€

Though | lost everything | worked so hard to
achieve; the prestige, the respect from my older
brother. All gone.€

What | gained instead was new found powers and
a mind full of whispers. Something out there
overwhelmed my being and forced me to new
possibilities and | intend to use them to the best of
my abilities€€E
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=== CANTRIPS === (At Will)
O Light Sorcerer DEX 12 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
QO Shocking Grasp Sorcerer +4 1A Touch V,S Instantaneous  PHB 275  V/S
QO Minor lllusion Sorcerer - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Ray of Frost Sorcerer +4 1A 60 ft. V,S Instantaneous  PHB 271 VIS
P Mind Sliver Psionic Spells (Always Prepared) INT 12 1A 60 ft. \" Instantaneous  TCoE 108 V

=== 1st LEVEL === 2 Slots OO
O Chromatic Orb Sorcerer +4 1A 90 ft. V,S,M Instantaneous PHB 221  V/S/M
O Magic Missile Sorcerer -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
P Arms of Hadar Psionic Spells (Always Prepared) STR12 1A Self/10 ft. Sphere  V,S Instantaneous  PHB 215 10 ft. Sphere, VIS
P Dissonant Whispers Psionic Spells (Always Prepared) WIS 12 1A 60 ft. \Y Instantaneous  PHB 234 V
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