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Sorcerer 1 arthuropodd
CLASS & LEVEL PLAYER NAME
Kender Entertainer (Milestone)
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\§ HIT DICE \ DEATH SAVES /
INSPIRATION
j WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j TOOLS ===
~ Disguise Kit, Viol
- — LANGUAGES ===
ABILITY SAVE DC | Common, Kenderspeak
S==x N
/ N\

30 ft. (Walking)

74

O _+1  Investigation INT
’@ O +2  Medicine wis \ 74
O +1 Nature INT PROFICIENCIES & LANGUAGES
I wispom O _+2_ Perception WIS ,
® _+5 Performance CHA === ACTIONS === === SPECIAL ===
+ 2 ) Standard Actions Favored by the Gods * 1/ Short Rest
® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Once per short rest, if you fail a saving throw or
O +1 Religion INT Help, Hide, Ready, Search, Use an Object, miss with an attack roll, you can roll 2d4 and add it to
Q g Opportunity Attack, Grapple, Shove, Improvise, the total, possibly changing the outcome.
> 3 O _*4_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
Fearless » 1 / Long Rest
QO _+4 Stealth DEX === BONUS ACTIONS === Once per long rest, if you fail a saving throw to
U CHARISMA ) . Taunt « 2/ Long Rest avoid or end the frightened condition on yourself, you
QO _*2_ Survival wis - . b
As a bonus action you can unleash a string of can choose to succeed instead.
+ 3 o) provoking words at a creature within 60 ft. of you that
- can hear and understand you. The target must
@] succeed on a WIS saving throw (DC 13) or it has
o disadvantage on attack rolls against targets other than
e — you until the start of your next turn.
L SKILLS )/ \ ACTIONS
74 <\
12 PASSIVE WISDOM (PERCEPTION) Unarmed Strike 2 Bludgeoning
14 PASSIVE WISDOM (INSIGHT)
11 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N 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 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

=== KENDER RACIAL TRAITS ===

* Ability Score Increases « SotDQ 26

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * SotDQ 26

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * SotDQ 27
You are a Humanoid.

* Size « SotDQ 27
You are Small.

* Speed ¢ SotDQ 27
Your walking speed is 30 ft.

* Fearless * SotDQ 27
You have advantage on saving throws made to avoid
or end the frightened condition on yourself.

Once per long rest, if you fail a saving throw to avoid
or end the frightened condition on yourself, you can
choose to succeed instead.

| 1/ Long Rest * Special

* Kender Aptitude « SotDQ 27

You gain proficiency with one of the following skills:
Insight, Investigation, Sleight of Hand, Stealth, or
Survival.

* Taunt « SotDQ 27

As a bonus action you can unleash a string of
provoking words at a creature within 60 ft. of you that
can hear and understand you. The target must
succeed on a WIS saving throw or it has disadvantage
on attack rolls against targets other than you until the
start of your next turn.

You can use this bonus action 2 times per long rest.

| Charisma «

Charisma is your chosen ability modifier.

| Taunt: 2/ Long Rest « 1 Bonus Action

N

FEATURES & TRAITS
Dagger 1 11b.
Dagger 1 11b.
Sling 1 -
Backpack 1 5 lb.
Clothes, Costume 1 4 1b.
Viol 1 1lb.
Arcane Focus 1 -
Crowbar 1 5 Ib.
Hammer 1 31b.
WEIGHT CARRIED Piton 10 2.51b.
68.5 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
195 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
390 |b. Waterskin 1 5 Ib.

EQUIPMENT




GENDER AGE
Chaotic Good

ALIGNMENT FAITH
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Small 34" 50
SIZE HEIGHT WEIGHT
Tan brown Brunette

SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Whenever | come to a new place,

| collect local rumors - in case it
comes in handy.
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People. | like seeing the smiles on
people’s faces when | perform.
That’s all that matters. (Neutral)
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“What's THIS button do?”",€

Frieda asked.€But she never got an answer
because she suddenly appeared....here. €

Transplanted from the Gnome Tinker's lab to
another world. €

She’d gone to Cognomen the Tinker, to find out
what had happened with the star gem.€The
missing gem that the wizard Astrocetem said had
come from the stars bearing celestial powers. €

“You mean THIS gem”, she asked, pulling a
glowing orb from her pocket.€"l don't know HOW it
got there."

And ever since, she’d had magic powers,
uncommon among Kender.

Before she had the chance to become a bard,
Frieda found an artifact that gave her Divine Soul
Sorcery.€Now she’s able to use her Viol to cast
spells. €

All she’d wanted to do was play music.€She sat on
a nearby rock and played a few of her favorite
tunes to calm herself down.€Sitill, she found out
this world had a college of magic.EMaybe THEY
could help her figure out her new powers.€She
began her trek to Strixhaven.

CHARACTER BACKSTORY

ADDITIONAL NOTES




Sorcerer
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=== CANTRIPS === (At Will)
O Blade Ward Sorcerer -- 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
O Thaumaturgy Sorcerer - 1A 30 ft. \Y 1 minute PHB282 D:1m,V
QO Toll the Dead Sorcerer WIS 13 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
QO Thunderclap Sorcerer CON 13 1A 5 ft. S Instantaneous  EE 168 S

=== 1st LEVEL === 2 Slots OO
O Sleep Sorcerer - 1A 90 ft/20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/ISIM
O Mage Armor Sorcerer -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Cure Wounds Divine Magic -- 1A Touch V.S Instantaneous  PHB 230  V/S
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