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Arthuropodd's Character
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_+3  Strength
_+3 Dexterity
_+6_ Constitution
_+1_Intelligence
_+1 Wisdom

+6  Charisma
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_*7_ Acrobatics DEX
_+1  Animal Handling wis
_+1 Arcana INT

_*7_ Athletics STR

+2  Deception CHA

+1  History INT

+5  Insight wis
+2  Intimidation CHA
+1  Investigation INT

+1  Medicine WIS

+1  Nature INT

+9  Perception WIS

+2  Performance CHA

+6  Persuasion CHA

+1  Religion INT

+3  Sleight of Hand DEX

+7  Stealth DEX

+5  Survival wis
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Sorcerer 12 arthuropodd
CLASS & LEVEL PLAYER NAME
Human Sailor (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
—————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+3 16 86 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
12d6 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === TOOLS ===
~ Cartographer's Tools, Navigator's Tools,
Vehicles (Water)
ABILITY SAVE DC | === LANGUAGES ===
P— p— Common, Draconic, Elvish, Ghomish
/ N
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & TRAINING
/ N\
=== ACTIONS ===
Standard Actions === SPECIAL ===

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Sorcery Points » 12 / Long Rest
You have 12 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 gain additional
sorcery points as a bonus action.

Elemental Affinity

When you cast a spell that deals damage of the
type associated with your draconic ancestry, you can
add +2 to one damage roll of that spell. At the same
time, you can spend 1 sorcery point to gain resistance
to that damage type for 1 hour.

Metamagic - Empowered Spell

When you roll damage for a spell, you can spend 1
sorcery point to reroll up to 2 of the dice. You must
use the new rolls and you can use this option even if
you've already used another Metamagic option.

Metamaaic - Subtle Spell

SENSES

> N ACTIONS )
4 N
19 PASSIVE PERCEPTION Unarmed Strike - 4 BIUdgeoning
15 PASSIVE INSIGHT Enhanced Unarmed Strike = +7 1d4+3 Bludgeoning
11 PASSIVE INVESTIGATION

'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 14, Spell Attack +6).
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 12. When you aren’t
wearing armor, your AC equals 16.
* Font of Magic « PHB 101
You have 12 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: 12 / Long Rest « 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101
You gain the ability to twist spells to suit your needs.

| Empowered Spell « PHB

When you roll damage for a spell, you can spend 1
sorcery point to reroll up to 2 of the dice. You must use
the new rolls and you can use this option even if
you've already used another Metamagic option.

| Metamagic - Empowered Spell: Special

| Subtle Spell « PHB
When you cast a spell, you can spend 1 sorcery point
to cast it without any S or V components.

| Metamagic - Subtle Spell: Special

| Transmuted Spell « TCoE 66
When you cast a spell that deals a type of damage
from the following list, you can spend 1 sorcery point to
change that damage type to one of the other listed
types: acid, cold, fire, lightning, poison, thunder.

| Metamagic - Transmuted Spell: Special
* Ability Score Improvement « PHB 102

* Elemental Affinity (Fire) « PHB 102

When you cast a spell that deals damage of the type
associated with your draconic ancestry, you can add
+2 to one damage roll of that spell. At the same time,
you can spend 1 sorcery point to gain resistance to
that damage type for 1 hour.

| Elemental Affinity: Special

=== HUMAN SPECIES TRAITS ===

* Creature Type « PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed * PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

=== FEATS ===

* Crossbow Expert « PHB-2024 203
Ability Score Increase. Dex. increased by 1.

Ignore Loading. You ignore the Loading property of
crossbows. You can load ammunition into a crosshow
even if you lack a free hand.

Firing in Melee. Your crossbow attack rolls do not have
Disadvantage if you are within 5 ft. of the target.

Dual Wielding. When you make the extra attack of a
weapon with the Light property, you can add your
ability modifier to the damage of the extra attack.

* Spell Sniper « PHB-2024 208
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Bypass Cover. Your attack rolls for spells ignore Half
Cover and Three-Quarters Cover.

Casting in Melee. Being within 5 ft. of an enemy
doesn't impose Disadvantage on your attack rolls with
spells.

N

FEATURES & TRAITS
Dagger 1 11b. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b.
Crossbow, Light 1 5 lb.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Rope 1 5 Ib.
Navigator's Tools 1 2 lb.
Crystal 1 1lb.
WEIGHT CARRIED Traveler's Clothes 1 4 1b.
80.5 Ib. Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 11b.
240 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
480 Ib. Tinderbox 1 1lb.

EQUIPMENT
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push it 5 ft. away from you. You can use this benefit
Increased Range. When you cast a spell that has a only once per turn.
range of at least 10 ft. and requires you to make an
attack roll, you can increase the spell's range by 60 ft. | Enhanced Unarmed Strike: 1 Action
* Skill Expert « PHB-2024 207 | Push: Special

Ability Score Increase. Increase one ability score of
your choice by 1.

Skill Proficiency. You gain proficiency in one skill of
your choice.

Expertise. Choose one skill in which you have
proficiency but lack Expertise. You gain Expertise with
that skill.

* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Sailor Ability Score Improvements ¢« PHB-2024 183
| Increase two scores (+2 / +1) ¢

* Tavern Brawler « PHB-2024 202

Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4+3
Bludgeoning damage instead of the normal damage of
an Unarmed Strike.

Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a
1, and you must use the new roll.

Improvised Weaponry. You have proficiency with
improvised weapons.

Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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