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CLASS & LEVEL PLAYER NAME
Variant Human Folk Hero (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+7 25 140 -
INITIATIVE CLASS \ HIT POINTS
f (" 8d10+12d6 ) ff
Resistances - Lightning, successes O=O=0
Thunder FAILURESO=O=O
\§ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Leatherworker's Tools, Smith's Tools,
— F— Vehicles (Land)
7 N === LANGUAGES ===
40 ft. (Walking) Common, Elvish, Primordial
A SPEED )
i PROFICIENCIES & LANGUAGES
N\
=== ACTIONS ===
Standard Actions === BONUS 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.

Superiority Dice * 5/ Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 5d8 superiority dice per short rest.

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.

Second Wind « 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 8 HP.

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
provokina opportunity attacks.

ACTIONS

74

[ N
16 PASSIVE WISDOM (PERCEPTION) Crystal Longsword +10 1d8+4 Slashing +1d8 Radiant, 3/3 Charges, Martial, Versatile
10 PASSIVEISDOM (NSIGHT) Dagger +10 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dragon Slayer Longsword +11 1d8+5 Slashing Martial, Versatile
11 PASSIVEINTELLIGENCE (INVESTICATION) Handaxe +10 1d6+4 Slashing Simple, Light, Thrown, Range (20/60)
Handaxe +10 1d6+4 Slashing Simple, Light, Thrown, Range (20/60)
Longsword +10 1d8+4 Slashing Martial, Versatile
SENSES A WEAPON ATTACKS & CANTRIPS /
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=== 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 18, Spell Attack +10).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101

| Storm Sorcery

* Wind Speaker « SCAG 52
You can speak, read, and write Primordial.

* Tempestuous Magic * SCAG 52

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
* 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 Options ¢« TCoE 66

* 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

| Subtle Spell « PHB
When you cast a spell, you can spend <strong>1
sorcery point</strong> 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 <strong>1
sorcery point</strong> to change that damage type to
one of the other listed types: acid, cold, fire, lightning,
poison, thunder.

| Metamagic - Transmuted Spell: Special

* Sorcerous Versatility « TCoE 66

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following, representing the magic within you
flowing in new ways:

- Replace one of the options you chose for the
Metamagic feature with a different Metamagic option
available to you.

- Replace one cantrip you learned from this class’s
Spellcasting feature with another cantrip from the
sorcerer spell list.

* Ability Score Improvement « PHB 102

N

* Magical Guidance * TCoE 66

When you make an ability check that fails, you can
spend 1 sorcery point to reroll the d20, and you must
use the new roll, potentially turning the failure into a
success.

| Special

* Heart of the Storm « SCAG 52

You gain resistance to lightning and thunder damage,
and whenever you start casting a spell of 1st level or
higher that deals lightning or thunder damage,
creatures of your choice within 10 ft. of you take 6
lightning or thunder damage (your choice).

| Special

* Storm Guide » SCAG 52

You gain the ability to subtly control the weather
around you. If it is raining, you can use an action to
cause the rain to stop falling in a 20-ft.-radius (end as
a bonus action). If it is windy, you can use a bonus
action each round to choose the direction that the wind
blows in a 100-ft.-radius sphere centered on you. The
wind blows in that direction until the end of your next
turn.

| Special
=== FIGHTER FEATURES ===
* Fighting Style Options « TCoE 41
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

FEATURES & TRAITS
\\
Glamoured Studded Leather 1 13 Ib. Net 1 31b.
Staff of Power 1 - Backpack 1 51b.
Dragon Slayer Longsword 1 31b. Smith's Tools 1 8 Ib.
Breastplate, +2 1 20 Ib. Clothes, Common 1 31b.
Shield, +2 1 6 Ib. Ball Bearings (bag of 1,000) 1,000 2 |b.
Boots of False Tracks 1 - Caltrops (bag of 20) 20 2 |b.
Cloak of Many Fashions 1 - Candle 3 -
Clothes of Mending 1 41b Chalk (1 piece) 10 --
Ruby of the War Mage 1 -- Fishing Tackle 1 4 1b.
WEIGHT CARRIED Crystal Longsword 1 3lb Grappling Hook 1 4 b.
169 Ib. Lantern of Investigation 1 - Oil (flask) 2 2 |b.
ENCUMBERED Dagger 1 1lb.
270 Ib. Longsword 1 31b. Staff of Power 1 -
PUSH/DRAG/LIFT Handaxe 1 21b. Ruby of the War Mage 1 -
540 Ib. Handaxe 1 2 1b. Crystal Longsword 1 31b.
EQUIPMENT ))
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| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 8 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.

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

| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 5d8 superiority dice per short rest.

| Superiority Dice: 5/ Short Rest « 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers « PHB 74
| Ambush ¢ TCoE 42
When you make a Dexterity (Stealth) check or an
initiative roll, you can expend one superiority die and
add the die to the roll, provided you aren't
incapacitated.
| Maneuvers: Ambush: Special

| Evasive Footwork « PHB

When you move, you can expend one superiority die,
rolling the die and adding the number rolled to your AC
until you stop moving.

| Maneuvers: Evasive Footwork: Special

| Maneuvering Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and to allow a creature that can see or hear you to use
its reaction to move up to half its speed without
provoking opportunity attacks from the target of your
attack.

| Maneuvers: Maneuvering Attack: Special

| Parry « PHB
When another creature damages you with a melee
attack, you can use your reaction and expend one
superiority die to reduce the damage by the number
you roll on your superiority die + 2.

| Maneuvers: Parry: 1 Reaction

| Precision Attack « PHB
When you make a weapon attack roll, you can expend
one superiority die to add it to the roll before or after
the roll but before any effects are applied.

| Maneuvers: Precision Attack: Special

* Martial Versatility « TCoE 42

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following, as you shift the focus of your martial
practice:

- Replace a fighting style you know with another
fighting style available to fighters.

- If you know any maneuvers from the Battle Master
archetype, you can replace one maneuver you know
with a different maneuver.

ADDITIONAL FEATURES & TRAITS

* Ability Score Improvement « PHB 72

* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.

| Special

* Know Your Enemy ¢« PHB 73

If you spend at least 1 minute observing or interacting
with another creature outside combat, you can learn
information about its capabilities compared to your
own: Strength score, Dexterity score, Constitution
score, Armor Class, current HP, total class levels (if
any), fighter class levels (if any)

| 1 Minute

=== 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 ===

* Alert « PHB 165
You gain a +5 bonus to initiative, you can't be

Signal Whistle
String

Tent, Two-Person
Whetstone
Waterskin

Acid (vial)
Alchemist's Fire (flask)
Antitoxin

Rope, Silk (50 feet)
Bedroll

Mess Kit

Rations (1 day)
Tinderbox

Torch

Waterskin

1 -
10 -

1 20 Ib.
1 11lb.
1 5 Ib.
2 2 lb.
2 2 lb.
2 -

1 5 Ib.
1 7 Ib.
1 11lb.
10 20 Ib.
1 11lb.
10 10 Ib.
1 5 Ib.

ADDITIONAL EQUIPMENT
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surprised while you are conscious, and other creatures  You gain proficiency in any combination of three skills
don’t gain advantage on attack rolls against you as a or tools of your choice.

result of being unseen by you.

* Mobile « PHB 168

Your speed increases by 10 feet. When you use the
Dash action, difficult terrain doesn't cost you extra
movement on that turn. When you make a melee
attack against a creature, you don't provoke
opportunity attacks from that creature for the rest of
the turn, whether you hit or not.

* 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

* Fey Touched ¢ TCoE 79
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the <em>misty step</em> spell and one
1st-level spell of your choice from the divination or
enchantment school of magic. Once per long rest you
can cast each of these spells without expending a spell
slot. You can also cast these spells using spell slots
you have of the appropriate level. The spells’
spellcasting ability is the ability increased by this feat.

| Charisma «
Increase your Charisma score by 1, to a maximum of
20. The spells’ spellcasting ability is Charisma.

* Skilled « PHB 170

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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Sorcerer

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
— —
li .‘\
=== CANTRIPS === (At Will)
O Chill Touch Sorcerer +12 1A 120 ft. V,S 1 round PHB 221 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
QO Fire Bolt Sorcerer +12 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Message Sorcerer - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
O Shocking Grasp Sorcerer +12 1A Touch V.S Instantaneous  PHB 275  V/S
=== 1st LEVEL === 4 Slots OO00
O Detect Magic <C> Sorcerer -- 1A Self/30 ft. Sphere  V,S Concenraiion, upro lominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Witch Bolt <C> Sorcerer +12 1A 30 ft. V,S,M  concentation, spro1minwe - PHB 289 D: 1m, V/S/M
O Magic Missile Staff of Power -- 1A 120 ft. V.S Instantaneous  PHB 257 1 Charge (20/20), VIS
O Bless<C> Fey Touched -- 1A 30 ft. V,S,M  concentiation, spro1mnwe - PHB 219 1/LR, D: 1m, V/S/IM
===2nd LEVEL === 3 Slots 000
O Darkvision Sorcerer - 1A Touch V,S,M 8 hours PHB 230  D: 8h, VISIM
O Misty Step Sorcerer -- 1BA  Self \% Instantaneous  PHB 260 V
O Levitate <C> Staff of Power CON 18 1A 60 ft. V,S,M  concenvaton.wproommues - PHB 255 2 Charges (20/20), D: 10m, V/S/IM
O Ray of Enfeeblement <C> Staff of Power cong/+12 1A 60 ft. V,S Concenuation po 1mine - PHB 271 1 Charge (20/20), D: 1m, V/S
O Misty Step Fey Touched - 1BA  Self \% Instantaneous  PHB 260 1/LR,V
=== 3rd LEVEL === 3 Slots 000
O Dispel Magic Sorcerer - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
QO Fireball Sorcerer DEX 18 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous PHB 241 20 ft. Sphere, V/S/IM
QO Lightning Bolt Sorcerer DEX 18 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 100 ft. Line, V/S/M
=== 4th LEVEL === 3 Slots 000
QO Sickening Radiance <C> Sorcerer CON 18 1A 120 ft/30 ft. Sphere  V/,S concenaion, po 1ominutes - XGtE 164 D: 10m, 30 ft. Sphere, V/S
QO Fire Shield Sorcerer - 1A Self V,S,M 10 minutes PHB 242 D: 10m, V/S/IM
=== 5th LEVEL === 2 Slots OO
O Cone of Cold Sorcerer CON 18 1A Self/60 ft. Cone V,S,M Instantaneous PHB 224 60 ft. Cone, VISIM
O Cone of Cold Staff of Power CON 18 1A Self/60 ft. Cone V,S,M Instantaneous PHB 224 5 Charges (20/20), 60 ft. Cone, V/S/M
O Fireball Staff of Power DEX 18 1A  150ft/20ft Sphere V,S,M Instantaneous PHB 241 5 Charges (20/20), 20 ft. Sphere, V/SIM
O Hold Monster <C> Staff of Power WIS 18 1A 90 ft. V,S,M  concentration, upto 1 minute - PHB 251 5 Charges (20/20), D: 1m, V/S/M
QO Lightning Bolt Staff of Power DEX 18 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 5 Charges (20/20), 100 ft. Line, V/S/IM
O Wall of Force <C> Staff of Power -- 1A 120 ft. V,S,M  concentration, up o 10 minues - PHB 285 5 Charges (20/20), D: 10m, V/S/M
=== 6th LEVEL === 1 Slots O
O Sunbeam <C> Sorcerer CON 18 1A Self/60 ft. Line V,S,M  concenuation, upto 1minuie  PHB 279 D: 1m, 60 ft. Line, V/S/M
QO Chain Lightning Sorcerer DEX 18 1A 150 ft. V,S,M Instantaneous PHB 221 VISIM
O Globe of Invulnerability <C> Staff of Power - 1A Self/10 ft. Sphere  V/,S,M  concentation. po 1 mine - PHB 245 6 Charges (20/20), Special: (See Description)*, D: 1m, 10 ft. Sphere, V/S/M
SPELLS
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