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Bahrumuhd Silvertome
Metallic Dragonborn Acolyte (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—————— ———
o N
ﬁ) -1 Strength \ / \
D e ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+1_ Dexterity
© _+5_ Constitution +1 11 23 _—
O _+0_ Intelligence
O _+1_ Wisdom INITIATIVE A \ HIT POINTS J
® _+5 Charisma y y, v y <
— Resistances - Lightning successes OO0
DEXTERITY FAILURES O=O=O
+ 1 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROWS ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crossbow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +1 Acrobatics DEX \ N Sling
| O “ Animal Handling wis PROFICIENCY BONUS j === LANGUAGES ===
O +0 Arcana INT 7 Celestial, Common, Draconic, Dwarvish,
Primordial
O -1 Athletics STR N— =
O +3 Deception CHA ABILITY SAVE DC |
s s==x
O _+0_ History INT
® _+3 Insight wis (/ N
30 ft. (Walkin
® +5 Intimidation CHA ( 9)
O _*0_ Investigation INT
O _+1  Medicine wis \ SPEED 74
O +0  Nature INT ) PROFICIENCIES & LANGUAGES
O # Perception wis , \
O _*3  Performance CHA === ACTIONS === You have limiteduse - No limited use data available

Standard Actions
Attack, Cast a Spell, Dash, Disengage, Dodge,

+1 @ +5

Persuasion CHA

L Help, Hide, Ready, Search, Use an Object,

2 ) .
® _*2_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
O _*1_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
O _#1_ Stealth DEX Breath Weapon (Lightning) » 2 / Long Rest

CHARISMA

+3

When you take the Attack action on your turn, you
can replace one attack with a 15 ft. cone breath

O _+1  Survival wis

) weapon. Each creature must make a DEX save
O o

©)

<strong>(DC 13)</strong> taking
1<strong>d10</strong> lightning damage on a fail or
half as much on a success.

Sorcery Points « 3/ Lona Rest

Py

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.

Tempestuous Magic

As a bonus action, you can cause gusts of air to
surround you before or after you cast a spell of 1st
level or higher that allows you to fly up to 10 ft. without
provoking opportunity attacks.

74

SKILLS ACTIONS
[ 7 N
11 PASSIVE WISDOM (PERCEPTION) Ray of Frost +5 1d8 Cold VIS
. . . .
13 PASSIVEISDOM (NSIGHT) Shocking Grasp 5 1d8 Lightning VIS
Unarmed Strike +1 0 Bludgeoning
10 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES g WEAPON ATTACKS & CANTRIPS /




=== SORCERER FEATURES ===

* Additional Sorcerer Spells « TCoE 65
Your Sorcerer has additional spells available to them,
as designated in Tasha's Cauldron of Everything.

* 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
| Storm Sorcery, Revamped

*Wind Speaker ¢
You can speak, read, and write Primordial.

* Tempestuous Magic ¢

As a bonus action, you can cause gusts of air to
surround you before or after you cast a spell of 1st
level or higher that allows you to fly up to 10 ft. without
provoking opportunity attacks.

| 1 Bonus Action

* Wielder of the Storm «

You learn additional spells when you reach certain
levels in this class, as shown on the Wielder of the
Storm table.

* Font of Magic « PHB 101

You have 3 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: 3/ 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

=== METALLIC DRAGONBORN RACIAL TRAITS ===

* Ability Score Increases « FToD 9

When determining your character’s ability scores,
increase one of those scores by 2 and increase a
different score by 1, or increase three different scores
by 1. Follow this rule regardless of the method you use
to determine the scores, such as rolling or point buy.

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

* Languages * FToD 9

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 ¢ FToD 12
You are a Humanoid.

* Size « FToD 12
You are Medium.

* Speed ¢ FToD 12
Your walking speed is 30 feet.

* Metallic Ancestry « FToD 12
You have a metallic dragon ancestor, granting you a
special magical affinity.

| Bronze Metallic Ancestry ¢
You have a bronze dragon ancestor.

* Breath Weapon ¢ FToD 12

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 2
times per long rest.

| Breath Weapon (Lightning)
When you take the Attack action on your turn, you can
replace one attack with a 15 ft. cone breath weapon.
Each creature must make a DEX save <strong>(DC
13)</strong> taking 1<strong>d10</strong> lightning
damage on a fail or half as much on a success.

| 2/ Long Rest ¢ 1 Action
* Draconic Resistance « FToD 12
You have resistance to the damage type associated

with your Metallic Ancestry.

| Draconic Resistance (Lightning) ¢
You have resistance to lightning damage.

* Metallic Breath Weapon ¢ FToD 12
At 5th level, you gain a second breath weapon. When
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EQUIPMENT

FEATURES & TRAITS
Goggles of Night 1 -- Waterskin 1 51b.
Dagger 1 11b.
Dagger 1 11b.
Crossbow, light 1 5 lb.
Crossbow Bolts 20 1.51b.
Crystal 1 1lb.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Amulet 1 11b.
WEIGHT CARRIED Bedroll L 71b.
72.5 |b. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
120 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
240 |b. Torch 10 10 Ib.
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you take the Attack action on your turn, you can
replace one of your attacks with an exhalation in a 15
ft. cone. Whenever you use this trait, choose one:

- <strong>Enervating Breath.</strong> Each creature
in the cone must succeed on a CON saving throw (DC
13) or become incapacitated until the start of your next
turn.

- <strong>Repulsion Breath.</strong> Each creature in
the cone must succeed on a STR saving throw (DC
13) or be pushed 20 ft. away from you and be knocked
prone.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Dancing Lights <C> Sorcerer -- 1A 120 ft. V,S,M  concentration, pto 1 minute - PHB 230 D: 1m, V/SIM
QO Prestidigitation Sorcerer -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
QO Shocking Grasp Sorcerer +5 1A Touch V,S Instantaneous  PHB 275 V/S
O Ray of Frost Sorcerer +5 1A 60 ft. V,S Instantaneous  PHB 271 VIS
P Lightning Lure Wielder of the Storm (Always Prepared) STR 13 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
P Thunderclap Wielder of the Storm (Always Prepared) CON 13 1A 5ft. S Instantaneous  EE 168 S

=== 1st LEVEL === 4 Slots OO00
O Catapult Sorcerer DEX 13 1A 60 ft. S Instantaneous  EE 150 S
O Mage Armor Sorcerer - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Witch Bolt <C> Sorcerer +5 1A 30 ft. V,S,M  concentration, upro1minwe - PHB 289 D: 1m, V/S/M
P Create or Destroy Water Wielder of the Storm (Always Prepared) -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
P Thunderwave Wielder of the Storm (Always Prepared) CON 13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, VIS

===2nd LEVEL === 2 Slots OO
O Shatter Sorcerer CON 13 1A 60 ft/10 ft. Sphere V,S,M Instantaneous PHB 275 10 ft. Sphere, VIS/M
P Gust of Wind <C> Wielder of the Storm (Always Prepared) STR 13 1A Self V,S,M  Concentration, pto 1minute - PHB 248 D: 1m, VISIM
P Dust Devil <C> Wielder of the Storm (Always Prepared) STR 13 1A 60 ft./5 ft. Cube V,S,M  concentration, upto 1 minuie  EE 154 D: 1m, 5 ft. Cube, V/S/IM
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