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Advantage against
being charmed

Strength
Dexterity
Constitution
Intelligence
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Charisma
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_*1  Acrobatics DEX

_*0_ Animal Handling wis
® _+2 Arcana INT

+4  Athletics STR

+2  Deception CHA

+0_ History INT

+0  Insight wis

+0  Intimidation CHA

+0_ Investigation INT

+0  Medicine WIS

+0  Nature INT

+2  Perception WIS

+0  Performance CHA

+2  Persuasion CHA

+0  Religion INT

+1  Sleight of Hand DEX

+1  Stealth DEX

+2_ Survival wis
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Sorcerer 1 the_troublemaker
CLASS & LEVEL PLAYER NAME
High EIf Haunted One (Milestone)
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=== WEAPONS ===

Crossbow, Light, Dagger, Dart, Longbow,
Longsword, Quarterstaff, Shortbow,
Shortsword, Sling

\ / ./

=== LANGUAGES ===
Celestial, Common, Draconic, Elvish,
— Infernal, Primordial
ABILITY SAVE DC |
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30 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
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=== 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 Y

74 <\
12 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +6 5 Bludgeoning
10 PASSIVE WISDOM (INSIGHT)
10 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS /
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Sorcerer 1 the_troublemaker
CLASS & LEVEL PLAYER NAME
High EIf Haunted One (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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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 10, Spell Attack +2).
You can use an arcane focus as a spellcasting focus.
* Sorcerous Origin « PHB 101

| Draconic Bloodline
* 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.

| Gold Dragon « PHB
* Draconic Resilience « PHB 102

Your max HP increases by 1. When you aren’t wearing
armor, your AC equals 14.

=== HIGH ELF RACIAL TRAITS ===

* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses * BR 23
You have proficiency in the Perception skill.

* Fey Ancestry « BR 23
You have advantage on saves against being charmed,
and magic can’t put you to sleep.

* Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Ability Score Increase * BR 23

* EIf Weapon Training « BR 23
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Cantrip * BR 24
You know one cantrip of your choice from the wizard
spell list. INT is your spellcasting ability for it.

* Extra Language * BR 24
You can speak, read, and write one extra language of
your choice.
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WEIGHT CARRIED
15.5 Ib.
ENCUMBERED

270 Ib.

PUSH/DRAG/LIFT

540 Ib.

FEATURES & TRAITS
Wand of Magic Detection 1 -
Wand of Enemy Detection 1 -
Wand of Polymorph 1 -
Bag of Tricks 1 0.5 Ib.
Bag of Holding 1 15 Ib.
Deck of lllusions 1 -

EQUIPMENT




—
female 20 Medium
GENDER AGE SIZE
Chaotic Good white
ALIGNMENT FAITH SKIN

6" 1'
HEIGHT
red
EYES

—
50

WEIGHT
blonde

HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—

/ N
/Idon’t run from evil. Evil runs from me. N
I don’t talk about the thing that torments me. I'd rather
not burden others with my curse.

| expect danger around every corner.

PERSONALITY TRAITS
L~ ]

[N ~"T]
I try to help those in need, no matter what the personal cost. (Good)
I kill monsters to make the world a safer place, and to exorcise my
own demons. (Good)

I have a dark calling that puts me above the law. (Chaotic)

IDEALS
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| keep my thoughts and discoveries in a journal. My journal is my legacy.

1 would sacrifice my life and my soul to protect the innocent.

There's evil in me, | can feel it. It must never be set free.

Aterrible guilt consumes me. | hope that | can find redemption through my
actions.

BONDS
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| feel no compassion for the dead. They're the lucky
ones.

| talk to spirits that no one else can see.

| have an addiction.
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Sorcerer

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== CANTRIPS === (At Will)
Minor lllusion Cantrip 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
SPELLS
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