— —

D&D
1B ENOINID)

Sorcerer 2 [Divine Soul]

CLASS & LEVEL PLAYER NAME
Learoma Blackcloak
Variant Aasimar Acolyte
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬁ) -1 Strength \ / \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+2_ Dexterity
® +4 Constitution +2 12 14 S
O -1 Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +5 Charisma / y, e , \
—_— Resistances - Necrotic, successes O=O=0O
DEXTERITY Radiant raiLures O=O=0
+ 2 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +2 Acrobatics DEX \ N Sling
| O +2 Animal Handling wis PROFICIENCY BONUS j === LANGUAGES ===
O 1 Arcana INT 7 Celestial, Common, Draconic, Elvish
O -1 Athletics STR — —
O +3  Deception CHA ABILITY SAVE DC |
S==x F—
N —— O _-1 History INT
INTELLIGENCE .
® _+4  Insight wis (/ \
30 ft. (Walkin
- 1 ® +5 Intimidation CHA ( 9)
O _-1  Investigation INT
’@ O +2  Medicine wis \ SPEED /
O 1 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y O =+ Perception wis , N\
O _+3  Performance CHA === ACTIONS === sorcery points as a bonus action.
+ 2 _ Standard Actions
® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, === SPECIAL ===
® +1 Religion INT Help, Hide, Ready, Search, Use an Object, Favored by the Gods ¢ 1/ Short Rest
Q g Opportunity Attack, Grapple, Shove, Improvise, Once per short rest, if you fail a saving throw or
2 3 O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object miss with an attack roll, you can roll 2d4 and add it to
- the total, possibly changing the outcome.
— O _*2_ Stealth DEX Sorcery Points * 2 / Long Rest
CHARISMA O 2 Survival wis You have limiteduse - No limited use data available
sorcery points that you regain when you finish a long
+ 3 O rest.
O === BONUS ACTIONS ===
o Convert Sorcery Points
- You can use your sorcery points to gain additional
spell slots or sacrifice spell slots to gain additional
\ SKILLS J ACTIONS )
7 N
12 PASSIVE WISDOM (PERCEPTION) Crosshow, Light +4 1d8+2 Piercing  simple. Ammuniton, Loading, Range, Two-Handed, Range (80/320)
Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
14 PASSIVE WISDOM (INSIGHT)
Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
PASSIVE INTELLIGENCE (INVESTIGATION ) . .
9 ( ) Staff +1 1d6-1 Bludgeoning  Simple, Versatile
Darkvision 60 ft. Fire Bolt +5 1d10 Fire VIS
< Unarmed Strike +1 0 Bludgeoning 7
SENSES L N WEAPON ATTACKS & CANTRIPS y
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Sorcerer 2 [Divine Soul]

EQUIPMENT

CLASS & LEVEL PLAYER NAME
Learoma Blackcloak
Variant Aasimar Acolyte
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== SORCERER FEATURES ===
| Convert Sorcery Points: 1 Bonus Action
* Additional Sorcerer Spells « TCoOE 65
Your Sorcerer has additional spells available to them,
as designated in Tasha's Cauldron of Everything. === VARIANT AASIMAR RACIAL TRAITS ===
* Hit Points « PHB 100 * Ability Score Increase « BR
* Proficiencies « PHB 100 * Size « BR
* Spellcasting « PHB 101 * Speed * BR
You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5). * Darkvision « BR
You can use an arcane focus as a spellcasting focus.
* Celestial Legacy * BR
* Sorcerous Origin « PHB 101 You know the light cantrip. [3rd] You can cast lesser
restoration once per long rest. [5th] You can cast
| Divine Soul daylight once per long rest. CHA is your spellcasting
ability.
* Divine Magic * XGtE 50
You can learn or replace a sorcerer cantrip or a * Celestial Resistance * BR
sorcerer spell of 1st level or higher from the cleric spell You have resistance to necrotic damage and radiant
list or the sorcerer spell list. You also learn an damage.
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
* Font of Magic « PHB 101
You have 2 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: 2 / Long Rest « 1 Action
FEATURES & TRAITS
Dagger 1 11b. Torch 5 51b.
Dagger 1 1lb. Waterskin 1 51b.
Crossbow, Light 1 5 lb. Whetstone 1 1lb.
Crossbow Bolts 20 1.51b. Staff 1 4 b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Case, Crossbow Bolt 1 11b.
Clothes, Traveler's 1 4 1b.
Flask or Tankard 1 11b.
Mess Kit 1 11b.
WEIGHT CARRIED
69.08 Ib Potion of Healing 1 0.5 Ib.
ENCUMBERED Rations (1 day) 10 20 Ib.
120 Ib. Rope, Silk (50 feet) 1 51b.
PUSH/DRAG/LIFT Soap 1 -
240 Ib. Tinderbox 1 11b.
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Female 16 Medium 5'0" 142
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Torm Fair White Black
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

/ N
/Iidolize a particular hero of my faith,\
and constantly refer to that person’s

deeds and example.
I quote (or misquote) sacred texts

PERSONALITY TRAITS
|~

oy
[ ~"1
Tradition. The ancient traditions of
worship and sacrifice must be
preserved and upheld. (Lawful)

IDEALS

"

L~ —~
[ ~"1
I would die to recover an ancient relic of my
faith that was lost long ago.
BONDS
L~ —~
[N ~~"]
| judge others harshly, and myself even
more severely.
N FLAWS -/

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Sorcerer

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
O Guidance <C> Sorcerer -- 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
QO Prestidigitation Sorcerer -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Sacred Flame Sorcerer DEX 13 1A 60 ft. V,S Instantaneous  PHB 272 VIS
QO Fire Bolt Sorcerer +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Light Celestial Legacy DEX 13 1A Touch/20 ft. Sphere  V,M 1 hour PHB 255  D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 3 Slots 000
O Healing Word Sorcerer -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Shield Sorcerer - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Absorb Elements Sorcerer - iR Self S 1 round EE 150 D: 1Rnd, S
O Cure Wounds Divine Magic -- 1A Touch V.S Instantaneous  PHB 230  V/S
R SPELLS N
)\ {






