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CLASS & LEVEL PLAYER NAME
Variant Human Witherbloom Student (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 11 125 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
12d6 + 3d8 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Crosshow, Light, Dagger, Dart, Quarterstaff,
Sling
ABILITY SAVE DC | === TOOLS ===
p— o Herbalism Kit
7 N === LANGUAGES ===
30 ft. (Walking) Celestial, Common, Daelkyr
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 » 12 / 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.

=== REACTIONS ===
Restore Balance ¢ 5/ Long Rest

When a creature you can see within 60 feet of you
is about to roll a d20 with advantage or disadvantage,
you can use your reaction to prevent the roll from
being affected by advantage and disadvantage.

War Caster

You can use your reaction to make an opportunity
attack to cast a spell that has a casting time of 1
action and targets only that creature.

=== SPECIAL ===
Channel Divinity « 1 / Short Rest

\ ACTIONS 74
4 N
17 PASSIVE WISDOM (PERCEPTION) Shocking Grasp +10 3d8 Lightning /S
17 PASSIVEISDOM (NSIGHT) Chill Touch +10 3d8 Necrotic D: 1Rnd, V/S
Unarmed Strike +4 0 Bludgeoning
10 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES 3

A 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 18, Spell Attack +10).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Clockwork Soul

* Clockwork Magic * TCoE 68

You learn additional spells when you reach certain
levels in this class, as shown on the Clockwork Spells
table.

* Restore Balance « TCoE 69
| 5/ Long Rest « 1 Reaction

* 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.

| Careful Spell « PHB
You can spend <strong>1 sorcery point</strong> to
allow up to 5 creatures to automatically succeed on the
saving throw of a spell you cast.

| Metamagic - Careful Spell: Special

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend <strong>2 sorcery
points</strong> to change the casting time to 1 bonus
action for this casting.

| Metamagic - Quickened Spell: Special

| Twinned Spell « PHB
You can spend sorcery points equal to a
<strong>spell's level</strong> (1 for a cantrip) to target
a second creature in range with the same spell, as
long as the spell at the level it's being cast is incapable
of targeting more than one creature.

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

* Bastion of Law « TCoE 69

As an action, you can expend 1-5 sorcery points to
create a magical ward around yourself or another
creature you can see within 30 ft. of you, lasting until
you finish a long rest or until you use this feature
again. The ward is represented by a number of
<strong>d8s</strong> equal to the number of sorcery
points spent to create it. When the warded creature
takes damage, it can expend a number of those dice,
roll them, and reduce the damage taken by the total
rolled on those dice.

| 1 Action
=== CLERIC FEATURES ===
* Hit Points « PHB 57

* Proficiencies « PHB 57

FEATURES & TRAITS

* Spellcasting « PHB 58

You can cast prepared cleric spells using WIS as your
spellcasting modifier (Spell DC 15, Spell Attack +7)
and prepared cleric spells as rituals if they have the
ritual tag. You can use a holy symbol as a spellcasting
focus.

* Divine Domain « PHB 58
You choose a divine domain that grants you additional
spells and other features related to your deity.

| Order Domain

* Domain Spells « GGtR
You gain additional domain spells based on your cleric
level.

* Bonus Proficiencies « GGtR

You gain proficiency with heavy armor. You also gain
proficiency in the Intimidation or Persuasion skill (your
choice).

* Voice of Authority * GGtR

If you cast a spell with a spell slot of 1st level or higher
and target an ally with the spell, that ally can use their
reaction immediately after the spell to make one
weapon attack against a creature of your choice that
you can see.

| Special
* Channel Divinity « PHB 58
You can channel divine energy to fuel magical effects
a number of times per short rest

| 1/ Short Rest « Special

| Channel Divinity: Turn Undead: 1 Action

* Channel Divinity: Order’s Demand ¢« GGtR

WEIGHT CARRIED
0 lb.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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| Channel Divinity: Order's Demand: 1 Action

=== VARIANT HUMAN RACIAL TRAITS ===

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

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

=== FEATS ===

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

* Strixhaven Initiate (Witherbloom) « SACoC 37

You have studied some magical theory from
Witherbloom College. You choose two cantrips from
<em>chill touch</em>, <em>druidcraft</em>, and
<em>spare the dying</em>, and can choose one
1st-level Druid or Wizard spell. Once per long rest, you

can cast the chosen 1st-level spell without a spell slot.
You can also cast it using any spell slots you have.

Your spellcasting ability for this feat’s spells is
Intelligence, Wisdom, or Charisma (choose when you
select this feat).

| Charisma «

Your spellcasting ability for this feat’s spells is
Charisma.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




— —
Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
// \\
PERSONALITY TRAITS
L~ 1
[ ~"1]
IDEALS
L~ —~
[ ~"1]
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
1 ‘f )\ /
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




Sorcerer / Cleric

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li .‘\

=== CANTRIPS === (At Will)
QO Lightning Lure Sorcerer STR18 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
O Mind Sliver Sorcerer INT 18 1A 60 ft. \% Instantaneous  TCoE 108 V
O Mold Earth Sorcerer - 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
Q Prestidigitation Sorcerer - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Shocking Grasp Sorcerer +10 1A Touch V.S Instantaneous  PHB 275  V/S
QO Frostbite Sorcerer CON 18 1A 60 ft. V,S Instantaneous  EE 156 VIS
O Guidance <C> Cleric - 1A Touch V.S Concenuaiion, upto 1minte - PHB 248 D: 1m, V/S
O Spare the Dying Cleric -- 1A Touch V.S Instantaneous  PHB 277 VIS
O Toll the Dead Cleric WIS 15 1A 60 ft. V.S Instantaneous  XGtE 169  V/S
O Spare the Dying Strixhaven Initiate (Witherbloom) -- 1A Touch V.S Instantaneous  PHB 277 VIS
QO Chill Touch Strixhaven Initiate (Witherbloom) +10 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, VIS

=== 1st LEVEL === 4 Slots OO00
O Shield Sorcerer - 1R Self V,S 1 round PHB 275 D:1Rnd, VIS
O Absorb Elements Sorcerer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Silvery Barbs Sorcerer -- 1R 60 ft. \% Instantaneous  SACoC 38 V
O Healing Word Cleric - 1BA 60 ft. \% Instantaneous  PHB 250 V
P Command Cleric (Always Prepared) WIS 15 1A 60 ft. \% 1 round PHB 223 D:1Rnd,V
P Heroism <C> Cleric (Always Prepared) - 1A Touch V,S Concenuation po 1mine - PHB 250 D: 1m, V/S
O Bane<C> Cleric CHA 15 1A 30 ft. V,S,M  concentation.wpo 1miwie PHB 216~ D: 1m, V/S/M
O Bless <C> Cleric - 1A 30 ft. V,S,M  concenation, spro1minwee - PHB 219 D: 1m, V/S/M
O Create or Destroy Water Cleric - 1A 30ft/30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/M
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Evil and Good <C> Cleric - 1A Self/30 ft. Sphere  V,S concenaion, po 10ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S concentaion, pto 1ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V/,S,M  concenvaion.spoomnwes  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Guiding Bolt Cleric +7 1A 120 ft. V,S 1 round PHB 248 D: 1Rnd, V/S
QO Inflict Wounds Cleric +7 1A Touch V,S Instantaneous  PHB 253  V/S
QO Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concentration, up o 10 minues - PHB 270 D: 10m, V/S/IM
O Purify Food and Drink [R] Cleric - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Sanctuary Cleric WIS15 1BA 30ft. V,S,M 1 minute PHB 272 D: 1m, V/SIM
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concentration, up o 10 minues - PHB 275 D: 10m, V/IS/IM
O Ceremony [R] Cleric - th+1om  Touch V,S,M Instantaneous  XGtE 151 V/S/M
P Healing Word Strixhaven Initate (Witherbloom) (Always Prepared) == 1BA 60 ft. \Y Instantaneous  PHB 250 1/LR,V
P Alarm Clockwork Magic (Always Prepared) -- im 30 ft. V,S,M 8 hours PHB 211 D: 8h, V/SIM
P Protection from Evil and Good <C> Clockwork Magic (Always Prepared) -- 1A Touch V,S\M  concenvaion, wpo20minwes  PHB 270 D: 10m, V/S/M

===2nd LEVEL === 3 Slots OO0
O Vortex Warp Sorcerer CON 18 1A 90 ft. V,S Instantaneous  SACoC 38 V/S
O Mirror Image Sorcerer - 1A Self V,S 1 minute PHB 260 D: 1m, VIS
O Warding Bond Cleric - 1A Touch V,S,M 1 hour PHB 287 D: 1h, VISIM
QO Prayer of Healing Cleric -- 10m 30ft. \% Instantaneous  PHB 267 V
QO Lesser Restoration Cleric - 1A Touch V,S Instantaneous  PHB 255  V/S
P Hold Person <C> Cleric (Always Prepared) WIS 15 1A 60 ft. V,S,M  concenation, spro1mnwe - PHB 251 D: 1m, V/S/M
P Zone of Truth Cleric (Always Prepared) CHA 15 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
O Ad Cleric - 1A 30 ft. V,S,M 8 hours PHB 211  D: 8h, VISIM
O Augury [R] Cleric -- 11m  Self V,S\M Instantaneous PHB 215  V/S/M
O Blindness/Deafness Cleric CON15 1A 30 ft. \% 1 minute PHB219 D:1m,V
O Calm Emotions <C> Cleric CHA 15 1A 60 ft./20 ft. Sphere  V,S Concentration po 1 minwte - PHB 221 D: 1m, 20 ft. Sphere, V/S

SPELLS

> 4
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
li .‘\
O Continual Flame Cleric -- 1A Touch V,S,M Until dispelled PHB 227 D: Until Dispelled, V/S/M
O Enhance Ability <C> Cleric -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 237 D: 1h, V/ISIM
O Find Traps Cleric -- 1A 120 ft. V,S Instantaneous  PHB 241 VIS
O Gentle Repose [R] Cleric -- 1a+10m  Touch V,S,M 10 days PHB 245 D: 10d, V/S/IM
O Locate Object <C> Cleric - 1A Self V,S,M  concenration, up o 10 minues - PHB 256 D: 10m, V/ISIM
QO Protection from Poison Cleric - 1A Touch V,S 1 hour PHB 270 D: 1h, VIS
O silence [R]<C> Cleric - 1a+1om 120 {t/20 ft. Sphere  V/,S Concenvaon,prosomnues - PHB 275 D: 10m, 20 ft. Sphere, V/S
QO Spiritual Weapon Cleric +7 1BA 60 ft. V.S 1 minute PHB 278 D:1m,V/S
O Borrowed Knowledge Cleric -- 1A Self V,S,M 1 hour SACoC 37 D: 1h, VISIM
O Wrack <C> Cleric CON15 1A 30 ft. V,S,M  concentiation, upto 1 minue | O D: 1m, VISIM
O COPY_OF_Aid Cleric - 1A 30 ft. V,S,M 8 hours D: 8h, VISIM
P Aid Clockwork Magic (Always Prepared) -- 1A 30 ft. V,S,M 8 hours PHB 211  D: 8h, VISIM
P Lesser Restoration Clockwork Magic (Always Prepared) - 1A Touch V,S Instantaneous  PHB 255  V/S
===3rd LEVEL === 3 Slots 000
O Counterspell Sorcerer - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Haste <C> Sorcerer - 1A 30 ft. V,S,M  concenation, spro1miwee - PHB 250 D: 1m, V/S/M
O Hypnotic Pattern <C> Sorcerer WIS 18 1A 120 ft./30 ft. Cube  S,M Concenuation, po 1minte - PHB 252 D: 1m, 30 ft. Cube, S/IM
P Dispel Magic Clockwork Magic (Always Prepared) -- 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
P Protection from Energy <C> Clockwork Magic (Always Prepared) -- 1A Touch V,S Concentration, pto 1hour - PHB 270 D: 1h, V/S
=== 4th LEVEL === 3 Slots 000
QO Greater Invisibility <C> Sorcerer - 1A Touch V,S Concenuation pto 1mine - PHB 246~ D: 1m, V/S
P Freedom of Movement Clockwork Magic (Always Prepared) -- 1A Touch V,S,M 1 hour PHB 244  D: 1h, VISIM
P Summon Construct <C> Clockwork Magic (Always Prepared) -- 1A 90 ft. V,S,M  Concentiation, upto 1hour  TCOE 111 e —
=== 5th LEVEL === 2 Slots OO
O Synaptic Static Sorcerer INT18 1A 120 ft/20 ft. Sphere  V/,S Instantaneous  XGtE 167 20 ft. Sphere, V/S
P Greater Restoration Clockwork Magic (Always Prepared) -- 1A Touch V,S,M Instantaneous PHB 246 VISIM
P wall of Force <C> Clockwork Magic (Always Prepared) -- 1A 120 ft. V,S,M  concentration, up o 10 minues - PHB 285 D: 10m, V/S/IM
=== 6th LEVEL === 1 Slots O
O Scatter Sorcerer WIS 18 1A 30 ft. A\ Instantaneous  XGtE 164 V
O Mass Suggestion Sorcerer wis 18 1A 60 ft. V.M 24 hours PHB 258  Ext. D: (See Description)*, D: 24h, V/IM
R SPELLS N
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