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Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis
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Sorcerer 4 / Fighter 4 / Monk 4 / Ranger 4 / Warlock 4  Italkos
CLASS & LEVEL PLAYER NAME
Human Custom Background (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
y
ARMOR Max HP Current HP Temp HP
+1 14 90 -
INITIATIVE CLASS \ HIT POINTS
, " d6 + 4d10 + 4d8 + 4d10 + 4d8 (/
' successes O=O=0O
FAILURES( )=< >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
|
INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== LANGUAGES ===
I — Abanasinian, Abyssal, Common, Draconic,
ABILITY SAVE DC | Elvish, Ergot
S==x N
/ N\
40 ft. (Walking)
A SPEED )
i 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 » 4 / 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.

Flurry of Blows

After you take the Attack action on your turn, you
can spend 1 ki point to make two unarmed strikes as a
bonus action.

Patient Defense
You can spend 1 ki point to take the Dodge action
as a bonus action on your turn.

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.

Step of the Wind

ACTIONS
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12 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +7 1d4+1 Bludgeoning
Unarmed Strike +7 1d4+1 Bludgeoning
18 PASSIVE WISDOM (INSIGHT)
Flurry of Blows +7 1d4+1 Bludgeoning
PASSIVE INTELLIGENCE (INVESTIGATION . .
12 ( ) Deflect Missiles Attack +7 1d4+1
SENSES g WEAPON ATTACKS & CANTRIPS /
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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 16, Spell Attack +8).
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.

| Red Dragon « PHB
* Draconic Resilience « PHB 102
Your max HP increases by 4. When you aren’t wearing
armor, your AC equals 14.
* 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.

| Distant Spell « PHB

When you cast a spell that has a range of 5 ft. or
greater, you can spend <strong>1 sorcery
point</strong> to double the range of the spell (or
make the range 30 ft. for a spell with a range of touch).

| Metamagic - Distant Spell: Special
| Extended Spell « PHB

When you cast a spell that has a duration of 1 minute
or longer, you can spend <strong>1 sorcery
point</strong> to double its duration, to a maximum
duration of 24 hours.

| Metamagic - Extended Spell: Special
* Ability Score Improvement « PHB 102
=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.
| 1/ Short Rest « 1 Bonus Action
* Action Surge * PHB 72

You can take one additional action on your turn. This
can be used 1 times per short rest.

FEATURES & TRAITS

| 1/ Short Rest « Special
* Martial Archetype « PHB 72
| Eldritch Knight

* Spellcasting * PHB 75
You can cast known wizard spells using INT as your
spellcasting modifier (Spell DC 16, Spell Attack +8).

* Weapon Bond « PHB 75

You can perform a 1 hour ritual to create a magical
bond between yourself and one weapon. Once
completed, you can't be disarmed of the weapon
unless you are incapacitated, and you can summon it
as a bonus action to your hand (if it's on the same
plane of existence). You can have up to two bonded
weapons.

| Special
* Ability Score Improvement « PHB 72
=== MONK FEATURES ===
* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

N

WEIGHT CARRIED
2.4 1b.
ENCUMBERED

195 Ib.

PUSH/DRAG/LIFT

390 Ib.

EQUIPMENT
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| Unarmed Strike: 1 Bonus Action

* KiePHB 78
You can spend Ki Points to fuel ki features. You have
4 points per short rest and your Ki save DC is 16.

Flurry of Blows - After you take the Attack action on
your turn, you can spend 1 ki point to make two
unarmed strikes as a bonus action.

Patient Defense - You can spend 1 ki point to take the
Dodge action as a bonus action on your turn.

Step of the Wind - You can spend 1 ki point to take the
Disengage or Dash action as a bonus action on your
turn, and your jump distance is doubled for the turn.

| Ki Points: 4 / Short Rest « Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action
* Unarmored Movement « PHB 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.
* Monastic Tradition « PHB 78

| Way of the Four Elements
* Deflect Missiles « PHB 78
You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +5. If you reduce damage to 0 and

have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range

20/60.
| 1 Reaction
| Deflect Missiles Attack: 1 Reaction

* Disciple of the Elements « PHB 80

You can cast spells, spending up to 2 ki points to
increase the spell effect (includes base ki point cost for
the spell).

* Elemental Disciplines « PHB 81

| Elemental Attunement « PHB 81
As an action, you can briefly control elemental forces
within 30 feet of you - a harmless sensory effect, light
or snuff a candle or campfire, chill or warm 1 Ib. of
nonliving material for up to 1 hour, or create elements
within a 1-ft. cube for 1 minute.

| 1 Action
| Fangs of the Fire Snake « PHB 81
When you use the Attack action on your turn, you can
spend 1 ki point to increase your reach (10 feet) with
your unarmed strikes for the rest of the turn. A hit with
this attack deals fire damage instead of bludgeoning,
and if you spend 1 ki point when the attack hits, it also
deals an extra 1d10 fire damage.
| 1 Action
* Ability Score Improvement « PHB 78
* Slow Fall « PHB 78
You can use your reaction when you fall to reduce any
falling damage you take by 20.
| 1 Reaction

=== RANGER FEATURES ===

ADDITIONAL FEATURES & TRAITS

N
* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Elementals « PHB
Elementals are creatures native to the elemental
planes. Some creatures of this type are little more than
animate masses of their respective elements, including
the creatures simply called elementals.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn’t slow your group’s travel, your group can’t
become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Arctic « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

ADDITIONAL EQUIPMENT
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| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 16, Spell Attack +8).

* Ranger Archetype « PHB 92
| Hunter

* Primeval Awareness « PHB 92

As an action, you can expend one ranger spell slot (1
minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn'’t reveal the creatures’ location or
number.

| 1 Action

* Hunter’s Prey « PHB 93
You gain an additional attack feature.

| Horde Breaker « PHB
Once on each of your turns when you make a weapon
attack, you can make another attack with the same
weapon against a different creature that is within 5 ft.
of the original target and within range of your weapon.

| Special

* Ability Score Improvement « PHB 92
=== WARLOCK FEATURES ===

* Hit Points « PHB 106

* Proficiencies « PHB 107

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

| The Fiend

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 16, Spell Attack +8).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « PHB 109
Additional spells are added to the warlock spell list for
you.

* Dark One’s Blessing « PHB 109
When you reduce a hostile creature to 0 HP, you gain
6 temp HP.

| Special

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

| Armor of Shadows ¢ PHB 110
You can cast mage armor on yourself at will, without
expending a spell slot or material components.

| Thief of Five Fates « PHB
Once per long rest, you can cast bane using a warlock
spell slot.

* 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,

ADDITIONAL FEATURES & TRAITS

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

* Ability Score Improvement « PHB 108

=== HUMAN RACIAL TRAITS ===
* Ability Score Increase * BR 31

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

=== FEATS ===

* Elemental Adept (Lightning) « PHB

Spells you cast ignore resistance to lightning damage,
and when you roll damage for a spell you cast that
deals lightning damage, you can treat any 1 on a
damage die as a 2.

* Elemental Adept (Fire) « PHB

Spells you cast ignore resistance to fire damage, and
when you roll damage for a spell you cast that deals
fire damage, you can treat any 1 on a damage die as a
2.

* Elemental Adept (Thunder) « PHB

Spells you cast ignore resistance to thunder damage,
and when you roll damage for a spell you cast that
deals thunder damage, you can treat any 1 on a
damage die as a 2.

* Elemental Adept (Cold) « PHB
Spells you cast ignore resistance to cold damage, and
when you roll damage for a spell you cast that deals

N

ADDITIONAL EQUIPMENT
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cold damage, you can treat any 1 on a damage die as
a2
* Elemental Adept (Acid) « PHB
Spells you cast ignore resistance to acid damage, and
when you roll damage for a spell you cast that deals
acid damage, you can treat any 1 on a damage die as
az2.
ADDITIONAL FEATURES & TRAITS J
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Sorcerer / Fighter / Ranger / Warlock

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
li .‘\
=== CANTRIPS === (At Will)
O Blade Ward Sorcerer -- 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
O Dancing Lights <C> Sorcerer -- 1A 120 ft. V,S,M  concentation, pto 1 minue - PHB 230 D: 1m, V/SIM
O Mending Sorcerer - im Touch V,S,M Instantaneous PHB 259 VISIM
O True Strike <C> Sorcerer - 1A 30 ft. S Concentration, upto 1round - PHB 284 D: 1Rnd, S
Q Friends <C> Sorcerer - 1A Self SM Concenuation, upto L minuie  PHB 244 D: 1m, S/IM
O Message Fighter -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
O Light Fighter DEX 16 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
O Minor lllusion Warlock - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D:1m,5 ft. Cube, S/IM
O Mage Hand Warlock -- 1A 30 ft. V.S 1 minute PHB 256 D:1m, V/S
QO Prestidigitation Warlock - 1A 10 ft. V.S 1 hour PHB 267 D:1h, VIS
=== 1st LEVEL === 4 Slots OO00
O Comprehend Languages Sorcerer -- 1A Self V,S,M 1 hour PHB 224  D: 1h, V/SIM
O Detect Magic <C> Sorcerer - 1A Self/30 ft. Sphere  V,S concentraion,po tomnues - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Disguise Self Sorcerer - 1A Self V,S 1 hour PHB 233 D:1h, VIS
O False Life Sorcerer - 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
O Jump Sorcerer - 1A Touch V,S,M 1 minute PHB 254  D:1m, VISIM
QO lllusory Script Fighter - im Touch SM 10 days PHB 252 D:10d, SIM
O Identify Fighter - im Touch V,S,M Instantaneous PHB 252  V/S/M
O Unseen Servant Fighter - 1A 60 ft. V,S,M 1 hour PHB 284  D: 1h, V/SIM
O Tenser's Floating Disk Fighter - 1A 30 ft. V,S,M 1 hour PHB 282 D: 1h, VISIM
O Alarm Ranger - im 30 ft. V,S,M 8 hours PHB 211  D: 8h, VISIM
O Animal Friendship Ranger WIS 16 1A 30 ft. V,S,M 24 hours PHB 212 D: 24h, VISIM
O Detect Poison and Disease <C> Ranger -- 1A Self/30 ft. Sphere  V,S,M  concenaion.wpoomnwes  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Witch Bolt <C> Warlock +8 1A 30 ft. V,S,M  concenation, spro1minwee - PHB 289 D: 1m, V/S/M
O Mage Armor Eldritch Invocations - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/SIM
O Bane<C> Eldritch Invocations CHA 16 1A 30 ft. V,S,M  Concentration, upto 1 minute - PHB 216 1/LR, D: 1m, V/ISIM
===2nd LEVEL === 3 Slots 00O | 2 Pact OO
O Spider Climb <C> Warlock - 1A Touch V,S,M  concentration, upto 1hour  PHB 277 D: 1h, V/ISIM
O Invisibility <C> Warlock - 1A Touch V,S,M  concentration, upto 1hour  PHB 254 D: 1h, V/ISIM
O Blindness/Deafness Warlock CON 16 1A 30 ft. \Y 1 minute PHB 219 D:1m,V
QO Darkness <C> Warlock - 1A 60 ft./15 ft. Sphere  \/,M Concentraion, up to 10 minutes - PHB 230 D: 10m, 15 ft. Sphere, V/IM
R SPELLS N
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