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Hit Point Maximum
	 	 Strength

	 	 Dexterity

	 	 Constitution

	 	 Intelligence

	 	 Wisdom

	 	 Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

	 	 Acrobatics (Dex)

	 	 Animal Handling (Wis)

	 	 Arcana (Int)

	 	 Athletics (Str)

	 	 Deception (Cha)

	 	 History (Int)

	 	 Insight (Wis)

	 	 Intimidation (Cha)

	 	 Investigation (Int)

	 	 Medicine (Wis)

	 	 Nature (Int)

	 	 Perception (Wis)

	 	 Performance (Cha)

	 	 Persuasion (Cha)

	 	 Religion (Int)

	 	 Sleight of Hand (Dex)

	 	 Stealth (Dex)

	 	 Survival (Wis)

DEATH SAVESHIT DICE

NAME ATK BONUS DAMAGE/TYPE

Total SUCCESSES

FAILURES

IDEALS

BONDS

FLAWS

PERSONALITY TRAITS

ARMOR
CLASS

CURRENT HIT POINTS

TEMPORARY HIT POINTS

INITIATIVE SPEEDPROFICIENCY BONUS

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA

SAVING THROWS

INSPIRATION

SKILLS

-1

●

+0

+6

●

●

0

●

TODO: What does your
character believe in?

●

+1

+1

+1

Lawful good

Cloistered Scholar

TODO: list the
equipment and magic
items your character
carries

+2

+3

30

-1

+7

+1

Sorceror 16

+5

0

9

Dagger

+6

Fallen Aasimar

1d4/p

TODO: Describe what debts your character
has to pay, and other commitments or ongoing
quests they have.

+0

16d6

10

+0

+0

+8

+6

+2

+0

12

+1

68

+3

0

14

0

+3

Ben

+2

0

0

+0

TODO: Describe your
characters interesting flaws.

Armor: None
Shield: None
TODO: Describe how your
character usually attacks or
uses spells.

+2

Sorceror2

-1

10

TODO: How does your
character behave? See the PHB
for examples of all the sections
below

12

0

+8

+5

+2

(See Features Page)
--Celestial Resistance
--Darkvision (120')
--Darkvision (60')
--Eyes of the Dark
--Font of Magic
--Healing Hands
--Hound of Ill Omen
--Library Access
--Light Bearer
--Metamagic
--Necrotic Shroud
--Shadow Walk
--Strength of the Grave
=================
TODO: Describe other
features and abilities your
character has.

+2

13

+1

17

●

+3

Proficiencies:
Daggers, darts, slings,
quarterstaffs, light crossbows.

Languages:
[choose one], [choose one],
Common, Celestial
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SPELL
LEVEL

SLOTS EXPENDEDSLOTS TOTAL

1

0

2

3 6

7

8

9

4

5

SPELLCASTING
ABILITY

SPELL SAVE DC SPELL ATTACK
BONUS

CANTRIPS

+8

●

●

●

●

0

1

1

1

2

3

3

3

●

4

●

●

●

Acid Splash (V,S) 

Burning Hands (V,S) 

Blade Ward (V,S) 

Friends (S,M)  (C)

Light (V,M) 

Disguise Self (V,S) 

Jump (V,S,M) 

Darkness (V,M)  (C)

Invisibility (V,S,M)  (C)

Knock (V) 

●

Blur (V)  (C)

Fly (V,S,M)  (C)

Fireball (V,S,M) 
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Features and Magic Items

Sorceror2

Subclasses

Subclass: Shadow Magic

You are a creature of shadow, for your innate magic comes
from the Shadowfell itself. You might trace your lineage to
an entity from that place, or perhaps you were exposed to
its fell energy and transformed by it.

The power of shadow magic casts a strange pall over your
physical presence. The spark of life that sustains you is
muffled, as if it struggles to remain viable against the dark
energy that imbues your soul. At your option, you can pick
from or roll on the Shadow Sorcerer Quirks table to create
a quirk for your character

Features

Celestial Resistance

Source: Race (Aasimar)

You have resistance to necrotic damage and radiant dam-
age.

Darkvision (120’)

Source: Race

Accustomed to life underground, you have superior vision
in dark and dim conditions. You can see in dim light within
120 feet of you as if it were bright light, and in darkness as
if it were dim light. You cant discern color in darkness, only
shades of gray.

Darkvision (60’)

Source: Race

Accustomed to life underground, you have superior vision
in dark and dim conditions. You can see in dim light within
60 feet of you as if it were bright light, and in darkness as if
it were dim light. You cant discern color in darkness, only
shades of gray.

Eyes of the Dark

Source: Sorceror (Shadow Magic)

Starting at lst level, you have darkvision with a range of
120 feet. When you reach 3rd level in this class, you learn
the darkness spell, which doesnt count against your number

of sorcerer spells known. In addition, you can cast it by
spending 2 sorcery points or by expending a spell slot. If
you cast it with sorcery points, you can see through the
darkness created by the spell.

Font of Magic

Source: Sorceror

At 2nd level, you tap into a deep wellspring of magic
within yourself. This wellspring is represented by sorcery
points, which allow you to create a variety of magical ef-
fects.

Sorcery Points: You have sorcery points equal to your
Sorceror Level. You can never have more sorcery points
than shown on the table for your level. You regain all spent
sorcery points when you finish a long rest.

Flexible Casting: You can use your sorcery points to
gain additional spell slots, or sacrifice spell slots to gain
additional sorcery points. You learn other ways to use your
sorcery points as you reach higher levels. You can transform
unexpended sorcery points into one spell slot as a bonus
action on your turn. The Creating Spell Slots table shows
the cost of creating a spell slot of a given level. You can
create spell slots no higher in level than 5th. As a bonus
action on your turn, you can expend one spell slot and gain
a number of sorcery points equal to the slots level.

1st Level Slot ¡–¿ 2 sorcery points
2nd Level Slot ¡–¿ 3 sorcery points
3rd Level Slot ¡–¿ 5 sorcery points
4th Level Slot ¡–¿ 6 sorcery points
5th Level Slot ¡–¿ 7 sorcery points

Healing Hands

Source: Race (Aasimar)

As an action, you can touch a creature and cause it to
regain a number of hit points equal to your level. Once you
use this trait, you can’t use it again until you finish a long
rest.

Hound of Ill Omen

Source: Sorceror (Shadow Magic)

At 6th level, you gain the ability to call forth a howling
creature of darkness to harass your foes. As a bonus ac-
tion, you can spend 3 sorcery points to magically summon a
hound of ill omen to target one creature you can see within
120 feet of you. The hound uses the dire wolfs statistics (see
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the Monster Manual or appendix C in the Players Hand-
book), with the following changes:

– The hound is size Medium, not Large, and it counts as
a monstrosity, not a beast.

– It appears with a number of temporary hit points equal
to half your sorcerer level.

– It can move through other creatures and objects as if
they were difficult terrain. The bound takes 5 force damage
if it ends its turn inside an object.

– At the start of its turn, the hound automatically knows
its target’s location. If the target was hidden, it is no longer
hidden from the hound.

The hound appears in an unoccupied space of your choice
within 30 feet of the target. Roll initiative for the hound.
On its turn, it can move only toward its target by the most
direct route, and it can use its action only to attack its
target. The hound can make opportunity attacks but only
against its target. Additionally, while the hound is within
5 feet of the target, the target has disadvantage on saving
throws against any spell you cast. The hound disappears if
it is reduced to 0 hit points, if its target is reduced to 0 hit
points, or after 5 minutes.

Library Access

Source: Background (Cloistered Scholar)

Though others must often endure extensive interviews and
significant fees to gain access to even the most common
archives in your library, you have free and easy access to
the majority of the library, though it might also have repos-
itories of lore that are too valuable, magical, or secret to
permit anyone immediate access.

You have a working knowledge of your cloister’s person-
nel and bureaucracy, and you know how to navigate those
connections with some ease.

Additionally, you are likely to gain preferential treatment
at other libraries across the Realms, as professional courtesy
shown to a fellow scholar.

Light Bearer

Source: Race (Aasimar)

You know the light cantrip. Charisma is your spellcasting
ability for it.

Metamagic

Source: Sorceror (Metamagic)

At 3rd level, you gain the ability to twist your spells to
suit your needs. You gain two of the following Metamagic
options of your choice. You gain another one at 10th and
17th level. You can use only one Metamagic option on a
spell when you cast it, unless otherwise noted

Necrotic Shroud

Source: Race (Fallen Aasimar)

Starting at 3rd level, you can use your action to unleash
the divine energy within yourself, causing your eyes to turn
into pools of darkness and two skeletal, ghostly, flightless
wings to sprout from your back. The instant you trans-
form, other creatures within 10 feet of you that can see you
must each succeed on a Charisma saving throw (DC 8 +
your proficiency bonus + your Charisma modifier) or be-
come frightened of you until the end of your next turn.

Your transformation lasts for 1 minute or until you end
it as a bonus action. During it, once on each of your turns,
you can deal extra ne- crotic damage to one target when
you deal damage to it with an attack or a spell. The extra
necrotic damage equals your level.

Once you use this trait, you can’t use it again until you
finish a long rest.

Shadow Walk

Source: Sorceror (Shadow Magic)

At 14th level, you gain the ability to step from one shadow
into another. When you are in dim light or darkness, as a
bonus action, you can magically teleport up to 120 feet to
an unoccupied space you can see that is also in dim light or
darkness

Strength of the Grave

Source: Sorceror (Shadow Magic)

Starting at lst level, your existence in a twilight state be-
tween life and death makes you difficult to defeat. When
damage reduces you to 0 hit points, you can make a
Charisma saving throw (DC 5 + the damage taken). On
a success, you instead drop to 1 hit point. You cant use this
feature if you are reduced to 0 hit points by radiant damage
or by a critical hit. After the saving throw succeeds, you
cant use this feature again until you finish a long rest

Magic Items
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Spell Descriptions

Sorceror2

Acid Splash

Conjuration Cantrip

Casting Time: 1 action
Duration: Instantaneous
Range: 60 feet
Components: V, S

You hurl a bubble of acid. Choose one creature within
range, or choose two creatures within range that are within
5 feet of each other. A target must succeed on a Dexterity
saving throw or take 1d6 acid damage.

At Higher Levels: This spells damage increases by 1d6

when you reach 5th level (2d6), 11th level (3d6), and 17th
level (4d6).

Blade Ward

Abjuration Cantrip

Casting Time: 1 action
Duration: 1 round
Range: Self
Components: V, S

You extend your hand and trace a sigil of warding in the
air. Until the end of your next turn, you have resistance
against bludgeoning, piercing, and slashing damage dealt
by weapon attacks.

Blur

Illusion Level 2 (concentration)

Casting Time: 1 action
Duration: Concentration, up to 1 minute
Range: Self
Components: V

Your body becomes blurred, shifting and wavering to all
who can see you. For the duration, any creature has disad-
vantage on attack rolls against you. An attacker is immune
to this effect if it doesnt rely on sight, as with blindsight, or
can see through illusions, as with truesight.

Burning Hands

Evocation Level 1

Casting Time: 1 action
Duration: Instantaneous
Range: Self (15-foot cone)
Components: V, S

As you hold your hands with thumbs touching and fingers
spread, a thin sheet of flames shoots forth from your out-
stretched fingertips. Each creature in a 15-foot cone must
make a Dexterity saving throw. A creature takes 3d6 fire
damage on a failed save, or half as much damage on a suc-
cessful one.

The fire ignites any flammable objects in the area that
arent being worn or carried.

At Higher Levels: When you cast this spell using a spell
slot of 2nd level or higher, the damage increases by 1d6 for
each slot level above 1st.

Darkness

Evocation Level 2 (concentration)
Casting Time: 1 action
Duration: Concentration, up to 10 minutes
Range: 60 feet
Components: V, M (Bat fur and a drop of pitch or piece
of coal)

Magical darkness spreads from a point you choose within
range to fill a 15-foot radius sphere for the duration. The
darkness spreads around corners. A creature with darkvi-
sion cant see through this darkness, and nonmagical light
cant illuminate it.

If the point you choose is on an object you are holding or
one that isnt being worn or carried, the darkness emanates
from the object and moves with it. Completely covering the
source of the darkness with an opaque object, such as a bowl
or a helm, blocks the darkness.

If any of this spells area overlaps with an area of light
created by a spell of 2nd level or lower, the spell that created
the light is dispelled.

Disguise Self

Illusion Level 1
Casting Time: 1 action
Duration: 1 hour
Range: Self
Components: V, S

You make yourself including your clothing, armor,
weapons, and other belongings on your person look dif-
ferent until the spell ends or until you use your action to
dismiss it. You can seem 1 foot shorter or taller and can
appear thin, fat, or in between. You cant change your body
type, so you must adopt a form that has the same basic ar-
rangement of limbs. Otherwise, the extent of the illusion is
up to you.
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The changes wrought by this spell fail to hold up to physi-
cal inspection. For example, if you use this spell to add a hat
to your outfit, objects pass through the hat, and anyone who
touches it would feel nothing or would feel your head and
hair. If you use this spell to appear thinner than you are, the
hand of som eone who reaches out to touch you would bump
into you while it was seemingly still in midair. To discern
that you are disguised, a creature can use its action to in-
spect your appearance and must succeed on an Intelligence
(Investigation) check against your spell save DC.

Fireball

Evocation Level 3
Casting Time: 1 action
Duration: Instantaneous
Range: 150 feet
Components: V, S, M (A tiny ball of bat guano and sulfur)

A bright streak flashes from your pointing finger to a point
you choose within range then blossoms with a low roar into
an explosion of flame. Each creature in a 20-foot radius must
make a Dexterity saving throw. A target takes 8d6 fire dam-
age on a failed save, or half as much damage on a successful
one. The fire spreads around corners.It ignites flammable
objects in the area that arent being worn or carried.

At Higher Levels: When you cast this spell using a spell
slot of 4th level or higher, the damage increases by 1d6 for
each slot level above 3rd.

Fly

Transmutation Level 3 (concentration)
Casting Time: 1 action
Duration: Concentration, up to 10 minutes
Range: Touch
Components: V, S, M (A wing feather from any bird)

You touch a willing creature. The target gains a flying
speed of 60 feet for the duration. When the spell ends, the
target falls if it is still aloft, unless it can stop the fall.

At Higher Levels: When you cast this spell using a spell
slot of 4th level or higher, you can target one additional
creature for each slot level above 3rd.

Friends

Enchantment Cantrip (concentration)
Casting Time: 1 action
Duration: Concentration, up to 1 minute
Range: Self
Components: S, M (A small amount of makeup applied
to the face as this spell is cast)

For the duration, you have advantage on all Charisma
checks directed at one creature of your choice that isnt hos-
tile toward you. When the spell ends, the creature realizes
that you used magic to influence its mood and becomes hos-
tile toward you. A creature prone to violence might attack
you. Another creature might seek retribution in other ways

(at the DMs discretion), depending on the nature of your
interaction with it.

Invisibility

Illusion Level 2 (concentration)
Casting Time: 1 action
Duration: Concentration, up to 1 hour
Range: Touch
Components: V, S, M (An eyelash encased in gum arabic)

A creature you touch becomes invisible until the spell
ends. Anything the target is wearing or carrying is invis-
ible as long as it is on the targets person. The spell ends for
a target that attacks or casts a spell.

At Higher Levels: When you cast this spell using a spell
slot of 3rd level or higher, you can target one additional
creature for each slot level above 2nd.

Jump

Transmutation Level 1
Casting Time: 1 action
Duration: 1 minute
Range: Touch
Components: V, S, M (A grasshoppers hind leg)

You touch a creature. The creatures jump distance is
tripled until the spell ends.

Knock

Transmutation Level 2
Casting Time: 1 action
Duration: Instantaneous
Range: 60 feet
Components: V

Choose an object that you can see within range. The
object can be a door, a box, a chest, a set of manacles,
a padlock, or another object that contains a mundane or
magical means that prevents access.

A target that is held shut by a mundane lock or that is
stuck or barred becomes unlocked, unstuck, or unbarred. If
the object has multiple locks, only one of them is unlocked.

If you choose a target that is held shut with arcane lock,
that spell is suppressed for 10 minutes, during which time
the target can be opened and shut normally.

When you cast the spell, a loud knock, audible from as
far away as 300 feet, emanates from the target object.

Light

Evocation Cantrip
Casting Time: 1 action
Duration: 1 hour
Range: Touch
Components: V, M (A firefly or phosphorescent moss)

You touch one object that is no larger than 10 feet in any
dimension. Until the spell ends, the object sheds bright light
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in a 20-foot radius and dim light for an additional 20 feet.
The light can be colored as you like. Completely covering
the object with something opaque blocks the light. The spell
ends if you cast it again or dismiss it as an action.

If you target an object held or worn by a hostile creature,
that creature must succeed on a Dexterity saving throw to
avoid the spell.
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