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Senneth - Mystic & Rider

STRENGTH

DEXTERITY
+2

CONSTITUTION

INTELLIGENCE

+0

Lo

WISDOM
+1

o

CHARISMA

+3

L)

CHARACTER NAME

ﬁ)
o

© OO0 ©0©

1
2
=8
0
s

+6

SAVING THROWS

Strength
Dexterity
Constitution
Intelligence
Wisdom

Charisma

y

N\ ¢
OO0OO0O0O0D0BOGBOO0OO0OODOODOBOG®BO®OOBOO -

~

+2

+1

+3

-1

+3

+3

+4

+3

+0

+1

+0

+1

+3

+3

+3

+2

+2

+1

N
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
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Sorcerer 7

CLASS & LEVEL PLAYER NAME
Human King's Agent
RACE BACKGROUND EXPERIENCE POINTS
— —
7/ \
ARMOR Max HP Current HP Temp HP |
*2 12 51 --
INITIATIVE CLASS \ HIT POINTS /
/7 /7 / \
7d6 successes O=O=0O
FaiLures (O )= )=C)
\§ DEFENSES \ HIT DICE \ DEATH SAVES /
—
\
INSPIRATION j === WEAPONS ===
N Crossbow, Light, Dagger, Dart, Quarterstaff, Sling
A\ === LANGUAGES ===
j Common, Draconic, Infernal, Primordial
PROFICIENCY BONUS
y-
— —
ABILITY SAVE DC |
— r—
/7 N\
30 ft. (Walking)
A SPEED )
A PROFICIENCIES & LANGUAGES

=== ACTIONS ===

Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge, Help, Hide,
Ready, Search, Use an Object, Opportunity Attack
Sorcery Points * 7 / 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.

=== SPECIAL ===

Favored by the Gods

If you fail a saving throw or miss with an attack roll, you
can roll 2d4 and add it to the total. 1 / Short or Long Rest

Empowered Healing

Whenever you or an ally within 5 feet of you rolls dice to
determine the number of hit points a spell restores, you can
spend 1 sorcery point to reroll any number of those dice once,
provided you aren't incapacitated. 1 /Turn

74

SKILLS \ ACTIONS
7 N
11 PASSIVE WISDOM (PERCEPTION) Crossbow, Light +5 1d8+2 Piercing
Dagger +5 1d4+2 Piercing
14 PASSIVE WISDOM (INSIGHT)
Fire Bolt +6 2d10 Fire
10 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES A WEAPON ATTACKS & CANTRIPS y
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Sorcerer 7 AllisonM
Senneth Mystic & Rider CLASS & LEVEL PLAYER NAME
Human King's Agent (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
——————— ————
7 N
=== SORCERER FEATURES === === HUMAN RACIAL TRAITS ===
Ability Score Increase « PHB 31
* Spellcasting « PHB 101
You can cast known sorcerer spells using CHA as your Languages « PHB 31
spellcasting modifier (Spell DC 14, Spell Attack +6). You can You can speak, read, and write Common and one extra
use an arcane focus as a spellcasting focus. language.
* Sorcerous Origin « PHB 101
| Divine Soul* Divine Magic * XGE 50 === KING'S AGENT FEATURE ===
When your Spellcasting feature lets you learn or replace a Skills « SCAG 147
sorcerer cantrip or a sorcerer spell of 1st level or higher, you Insight and one Intelligence, Wisdom, or Charisma s kill of your
can choose the new spell from the cleric spell list or the sorcerer choice, as appropriate to your faction
spell list. You learn an additional spell based on the source of
your divine power: good, evil, law, chaos, or neutrality. Languages « SCAG 147
Two of your choice.
| Cure Wounds « PHB
* Ear to the Ground * SCAG 153
* Favored by the Gods * XGE 50 You are in frequent contact with people in the segment of
If you fail a saving throw or miss with an attack roll, you society that your chosen quarries move through. These people
can roll 2d4 and add it to the total. 1/ Short or Long Rest might be associated with the criminal underworld, the
rough-and-tumble folk of the streets, or members of high
* Font of Magic « PHB 101 society. This connection comes in the form of a contact in any
You have 7 sorcery points that you regain when you finish a city you visit, a person who provides information about the
long rest. You can use your sorcery points to gain additional people and places of the local area.
spell slots or sacrifice spell slots to gain additional sorcery
points as a bonus action.
| Sorcery Points: 7/ 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 1 sorcery point to allow up to +3 creatures to
automatically succeed on the saving throw of a spell you cast.
| Subtle Spell « PHB
When you cast a spell, you can spend 1 sorcery point to cast it
without any S or V components.
* Empowered Healing « XGE 50
Whenever you or an ally within 5 feet of you rolls dice to
determine the number of hit points a spell restores, you can
spend 1 sorcery point to reroll any number of those dice once,
provided you aren't incapacitated. 1/ Turn
FEATURES & TRAITS
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b.
Quarterstaff 1 4 1b.
Crossbow, Light 1 5 lb.
Crossbow Bolts 20 1.51b.
Crystal 1 1lb.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
WEIGHT CARRIED
101.5 Ib. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
135 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
270 Ib. Torch 10 10 Ib.
EQUIPMENT
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Female 34 Medium Tall
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Bright Mother Gray Short, blonde
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
L \ L \
// \ y W
=== Allies === Despite my noble birth, | do not place myself above N
other folk. We all have the same blood.
King Baryn My favor, once lost, is lost forever.
=== Organizations ===
Mystic PERSONALITY TRAITS
L~ 1
[ ~"1
Independence. | must prove that | can handle myself
without the coddling of my family. (Chaotic)
IDEALS
L~ —~
[ ~"1
My loyalty to my sovereign is unwavering.
BONDS
L~ —~
"]
| hide a truly scandalous secret that could ruin my
family forever.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
)\ { 1 {
/ \
You wear a bracelet of moonstones. Moonstone is
the symbol of the Pale Mother, your god's rival. The
touch of moonstone burns mystics. It does not burn
your skin, but it enables you to control your power.
Senneth is never cold.
CHARACTER BACKSTORY ADDITIONAL NOTES




Sorcerer

SPELL SAVE DC

SPELL ATTACK
BONUS

—
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=== CANTRIPS === (At Will)
O Create Bonfire Sorcerer DEX14 1A  60ft/5ft Cube V,S 1 Minute EE 152
O Fire Bolt Sorcerer +6 1A 120t V,S PHB 242
O Light Sorcerer DEX 14 1A  Touch20ft Sphere V,M 1 Hour PHB 255
O Mending Sorcerer - 1m  Touch V,S.M PHB 259
O Minor lllusion Sorcerer - 1A 30ft/5ft. Cube S,M 1 Minute PHB 260
=== 1st LEVEL === 4 Slots 0000
O Burning Hands Sorcerer DEX 14 1A  Selfi15ft Cone V,S PHB 220
O Cure Wounds Sorcerer/Divine Magic - 1A Touch V.S PHB 230 Restores 1d8 + CHA hp
O Shield Sorcerer - 1R Self V,S  1Round PHB 275
===2nd LEVEL === 3 Slots OO0
O Alter Self Sorcerer - 1A Self V,S 1 Hour PHB 211
O Darkness Sorcerer - 1A 60ft/15ft. Sp V,M 10 Minute PHB 230
O Invisibility Sorcerer - 1A Touch V,S,M 1 Hour PHB 254
=== 3rd LEVEL === 3 Slots OO0
O Fireball Sorcerer DEX 14 1A 150ft/20ft. S V,S,M PHB 241
=== 4th LEVEL === 1 Slots O
O Dominate Beast Sorcerer WIS 14 1A 60 ft. V,S 1 Minute PHB 234
O Wwall of Fire Sorcerer DEX 14 1A  120ft. V,S,M 1 Minute PHB 285
. SPELLS
\\ {






