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Sorcerer 5/ Paladin 6 SrChanchi
CLASS & LEVEL PLAYER NAME
EIf Wayfarer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+3 21 107 --
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
.. . 5d6 + 6d10
Immunities - Magical Sleep successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Thieves' Tools
ABILITY SAVE DC |
P P === LANGUAGES ===
Common, Draconic, Elvish
/7 N\
30 ft. (Walking)
Q SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Channel Divinity » 2 / Long Rest

You can channel energy directly from the Outer
Planes to fuel magical effects. Each time you use this
class’s Channel Divinity, you can choose which effect
to create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended
use after finishing a Short Rest.

If vour Channel Divinity requires a savina throw, the

DC equals your Paladin spell save DC (DC 17).

=== BONUS ACTIONS ===
Channel Divinity: Divine Sense

For the next 10 min. or until you have the
Incapacitated condition, you know the location of any
Celestials, Fiends, and Undead within 60 ft., and you
know its creature type. In the same radius, you also
detect the presence of any place/object that has been
consecrated or desecrated, as with the Hallow spell.

Font of Magic: Create Spell Slot Level 1

You can transform 2 unexpended Sorcery Points
into a level 1 spell slot, which vanishes when you
finish a Long Rest.

y
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SKILLS \ ACTIONS
r // \\
14 PASSIVE PERCEPTION Dagger +7 1d4+5 Piercing simple, Finesse, Light, Thrown, Nick, Range (20/60), True Strike: 2d6+5 Radiant
Rapier, +1 +8 1d8+6 Piercing Martial, Finesse, Vex, True Strike: 2d6+5 Radiant
14 PASSIVE INSIGHT
Sorcerous Burst +13 3d8 Acid VIS
PASSIVE INVESTIGATION - .
9 Unarmed Strike +5 2 Bludgeoning
Darkvision 120 ft.
SENSES L N\ WEAPON ATTACKS & CANTRIPS Y
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=== PALADIN FEATURES ===

* Core Paladin Traits « PHB-2024 109

* Lay On Hands * PHB-2024 109

You have a pool of healing power that replenishes
when you finish a Long Rest. With that pool, you can
restore a total of 30 HP.

As a Bonus Action, you can touch a creature (which
could be yourself) and restore a number HP to that
creature, up to the maximum amount remaining in the
pool.

You can also expend 5 HP from the pool of healing to
remove the Poisoned condition from the creature;
those points don't also restore HP to the creature.

| Lay On Hands: Healing Pool: 30 / Long Rest « 1
Bonus Action

| Lay On Hands: Heal: 1 Bonus Action
| Lay On Hands: Purify Poison: 1 Bonus Action
* Spellcasting « PHB-2024 110
* Weapon Mastery « PHB-2024 110
* Fighting Style « PHB-2024 110
| Fighting Style feat «
* Paladin’s Smite « PHB-2024 110
You always have Divine Smite prepared and cast it
without expending a spell slot once per Long Rest.
* Channel Divinity « PHB-2024 110
You can channel energy directly from the Outer Planes

to fuel magical effects. Each time you use this class’s
Channel Divinity, you can choose which effect to

create. You can use this class’s Channel Divinity 2
times per Long Rest, but can regain one expended use
after finishing a Short Rest.

If your Channel Divinity requires a saving throw, the
DC equals your Paladin spell save DC (DC 17).

| Channel Divinity: Divine Sense: 1 Bonus Action
| 2/Long Rest ¢ 1 Action

* Paladin Subclass « PHB-2024 111
| Oath of Devotion

* Oath of Devotion Spells « PHB-2024 113

* Sacred Weapon « PHB-2024 113

When you take the Attack action, you can expend one
use of Channel Divinity to imbue a Melee weapon with
positive energy. For 10 minutes or until you use this
feature again, you add +5 to attack rolls made with that
weapon and each time you can cause it to deal its
normal damage type or Radiant damage. The weapon
also emits a Bright Light in a 20-ft.-radius and Dim
Light 20 ft. beyond that.

You can end this effect early (no action required), and
it ends early if you aren't carrying the weapon.

| Sacred Weapon: Imbue Weapon: 1 Action
* Ability Score Improvement « PHB-2024 111
* Extra Attack « PHB-2024 111
You can attack twice instead of once whenever you
take the Attack action on your turn.
* Faithful Steed « PHB-2024 111

You always have Find Steed prepared, and can cast it
once per Long Rest without expending a spell slot.

* Aura of Protection « PHB-2024 111

You radiate a protective aura in a 10-ft. Emanation that
originates from you. The aura is inactive if you have
the Incapacitated condition.

You and your allies in the aura gain a +5 to saving
throws while in the aura. If another Paladin is present,
a creature can benefit from only one Aura of Protection
at a time; and chooses which aura while in them.

=== SORCERER FEATURES ===
* Core Sorcerer Traits « PHB-2024 139
* Spellcasting « PHB-2024 139

* Innate Sorcery « PHB-2024 140
Twice per Long Rest, you can take a Bonus Action to
unleash the simmering magic within you for 1 minute.

Activate this effect by clicking on this feature and
selecting Activate Innate Sorcery. Deselect it to stop
this effect.

| 2/Long Rest « 1 Bonus Action

* Font of Magic « PHB-2024 140

You can tap into the wellspring of magic within
yourself, which is represented by Sorcery Points (SP).
You have 5 SP and regain all expended points when
you finish a Long Rest. In addition to fueling effects
such as Metamagic, you can use your SP to fuel the
options below:

Converting Spell Slots to Sorcery Points. You can
expend a spell slot to gain a number of SP equal to the
slot’s level (no action required).

Creating Spell Slots. As a Bonus Action, you can
transform unexpended SP into one spell slot, creating
a spell slot no higher than level 5. Any spell slot you

N

FEATURES & TRAITS
Amulet of Health 1 - Dagger 1 11b.
Potion of Heroism 1 - Thieves' Tools 1 11b.
Potion of Healing (Greater) 2 11lb Dice 1 --
Elixir of Health 1 - Bedroll 1 7 Ib.
Potion of Invulnerability 1 - Traveler's Clothes 1 4 b.
Clockwork Amulet 1 - Componente Material - Chromatic Orb 1 --
Amulet of the Devout, +2 1 - Spell Scroll (Level 3) - Revivify 1 --
Potion of Healing 3 1.51b. Una rebequita 1 4 b.
Iron Bands of Bilarro 1 11b. Oil 2 2 |b.
WEIGHT CARRIED Backpack 1 5 lb. Rations 10 20 Ib.
885 Ib. Pouch 1 11b. Rope 1 51b.
ENCUMBERED Dagger 1 1lb.
195 Ib. Dagger 1 11b. Amulet of Health 1 -
PUSH/DRAG/LIFT Crystal 1 1lb. Amulet of the Devout, +2 1 -
390 Ib. Dagger 1 11lb. Bloodwell Vial, +2 1 -
EQUIPMENT
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create with this feature vanishes when you finish a
Long Rest. The conversion is as follows:

« Sorcerer Level 2 | 2 SP -> Spell Slot Level 1

« Sorcerer Level 3 | 3 SP -> Spell Slot Level 2

« Sorcerer Level 5 | 5 SP -> Spell Slot Level 3

« Sorcerer Level 7 | 6 SP -> Spell Slot Level 4

« Sorcerer Level 9 | 7 SP -> Spell Slot Level 5

| Font of Magic: Sorcery Points: 5/ Long Rest ¢
Special

| Font of Magic: Convert Spell Slots: No Action

| Font of Magic: Create Spell Slot Level 1: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 2: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 3: 1 Bonus
Action

* Metamagic * PHB-2024 141

You can alter spells to suit your needs; you know 2
Metamagic options which can be used to temporarily
modify spells you cast.

* Metamagic Options « PHB-2024 141

| Heightened Spell « br-2024
When you cast a spell that forces a creature to make a
saving throw, you can spend 2 Sorcery Points to give
one target Disadvantage on saves against the spell.

| Metamagic: Heightened Spell: Special

| Subtle Spell « br-2024
When you cast a spell, you can spend 1 Sorcery Point
to cast it without any Verbal, Somatic, or Material
components, except Material components that are
consumed by the spell or that have a cost specified in

the spell.

| Metamagic: Subtle Spell: Special
* Sorcerer Subclass ¢« PHB-2024 141

| Draconic Sorcery

* Draconic Resilience « PHB-2024 148
Your HP maximum increases by 5, and while you
aren’t wearing armor, your base AC equals 10 + Dex.
modifier + Cha. modifier.
* Draconic Spells « PHB-2024 148
When you reach a Sorcerer level specified in the
Draconic Spells table, you thereafter always have the
listed spells prepared.
* Ability Score Improvement « PHB-2024 141
* Sorcerous Restoration « PHB-2024 141
When you finish a Short Rest, you can regain up to 2
Sorcery Points. Once used, you can'’t use this feature
again until you finish a Long Rest.

| 1/Long Rest ¢ Special

=== ELF SPECIES TRAITS ===

* Creature Type « PHB-2024 190
You are a Humanoid.

* Size « PHB-2024 190
You are Medium.

* Speed « PHB-2024 190
Your speed is 30 ft.

* Darkvision « PHB-2024 190
You have Darkvision with a range of 60 ft.

ADDITIONAL FEATURES & TRAITS

* Elven Lineage * PHB-2024 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| Drow Lineage ¢
The range of your Darkvision increases to 120 ft. and
you gain the spells outlined in the Elven Lineages
table.

* Elven Lineage Spells « PHB-2024 189
| Drow Lineage - Charisma ¢

* Fey Ancestry « PHB-2024 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « PHB-2024 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « PHB-2024 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

=== FEATS ===

* Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by
1.

* War Caster « PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Tinderbox

Torch

Waterskin
Caltrops

Crowbar
Bloodwell Vial, +2
Rapier, +1
Shield, +1

Componente Material - Chromatic Orb

1 11b.
10 10 Ib.
1 51b.
20 2 1b.
1 51b.
1 -

1 21b.
1 6 Ib.
1 -

ADDITIONAL EQUIPMENT
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Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell
must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction

* Dueling « PHB-2024 209

While holding a Melee weapon in one hand and no
other weapons, you gain a +2 bonus to damage rolls
with that weapon.

* Lucky « PHB-2024 201

Luck Points. You have 4 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.
Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 4 / Long Rest « Special

* Wayfarer Ability Score Improvements « PHB-2024
185

| Increase two scores (+2 / +1) ¢

* Weapon Mastery « PHB-2024 110

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Rapier (Vex) ¢
Vex. If you hit a creature with a Rapier and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Rapier): 1 Action

| Slow (Longbow): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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GENDER

Chaotic Good Bahamut
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| sleep with my back to a wall or
tree, with everything | own wrapped
in a bundle in my arms.
I am incredibly slow to trust. Those

PERSONALITY TRAITS
|~

[
Power. If | can attain more power, no one will
tell me what to do. (Evil)

IDEALS
L~

o~
~]

()

[N
I'm guilty of a terrible crime. | hope | can
redeem myself for it.

BONDS
L~
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| will never fully trust anyone
other than myself.

ALLIES & ORGANIZATIONS )
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Nacido en una de las casas menores del
Underdark, Filirahc era considerado una maldicion
desde el momento de su nacimiento. Débil y
enfermizo, su propia familia, siempre preocupada
por el poder y las apariencias, decidio
abandonarlo en los tlneles oscuros que
serpenteaban mas alla de su hogar. En la
sociedad drow, donde solo los fuertes sobreviven,
no habia lugar para la debilidad.

Sin embargo, Filirahc no estaba destinado a morir.
Durante su infancia en las sombras del
Underdark, vivié como una criatura mas del
inframundo, sobreviviendo a base de ratas y
restos que lograba robar de las caravanas que
pasaban. Con el tiempo, su odio creci6, junto con
una misteriosa energia que dormia en su interior.
A través de ese odio, sus poderes draconicos
comenzaron a manifestarse.

Una noche, en medio de la oscuridad, Filirahc
sintié una poderosa conexion con dos fuerzas
antiguas y crueles: Lolth, la Reina Arafia, y
Tiamat, la Reina Dragén. Ambas entidades lo
visitaron en suefios, prometiéndole poder a
cambio de devocién y servidumbre. La sed de
venganza lo impuls6 a aceptar, y desde entonces,
dedic6 su vida a ambas deidades, aprendiendo a
dominar los dones dracénicos que se agitaban en
su interior.

Pasaron los afios, y cuando Filirahc dominé
completamente sus poderes arcanos y
draconicos, decidi6 regresar a la ciudad drow de
su infancia. Oculto en las sombras, planificé su
venganza con precisién. Una noche, bajo la
mirada de Lolth y Tiamat, Filirahc atac6. Su furia
fue despiadada: maté a cada miembro de su
familia con fria crueldad, desatando su magia
oscura y su aliento dracénico. Cuando la masacre
termind, no quedaba rastro de su linaje. Pero no
buscaba el poder en la ciudad ni el control de la
casa familiar; lo Unico que deseaba era venganza.

CHARACTER BACKSTORY

Prompt imagen: male drow, sorcerer, red eyes, white
hair, poor, facial scars, underdark background,
modern anime artstyle

ADDITIONAL NOTES




CHA/CHA
Sorcerer / Paladin

SPELLCASTING SPELL SAVE DC SPELL ATTACK
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=== CANTRIPS === (At Will)
O Mage Hand Sorcerer -- 1A 30 ft. V,S 1 minute PHB-2024293 D: 1m, V/S
O Sorcerous Burst Sorcerer +13 1A 120 ft. V,S Instantaneous  PHB-2024 318 V/S
QO Prestidigitation Sorcerer - 1A 10 ft. V,S 1 hour PHB-2024 307 D: 1h, V/S
O True Strike Sorcerer +13 1A Self SM Instantaneous  PHB-2024 336 S/M
O Mold Earth Sorcerer - 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Dancing Lights Elven Lineage Spells -- 1A 120 ft. V,S,M  concentration, upto 1 minute - PHB-2024 259 D: 1m, V/S/M

=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Sorcerer - iR Self S 1 round EE 150 D: 1Rnd, S
O Shield Sorcerer - iR Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Searing Smite Paladin CON19 1BA  Self \Y 1 minute PHB-2024 314 D: 1m, V
O Bless Paladin - 1A 30 ft. V,S,M  concentiation, upro 1 minwe - PHB-2024 247 D: 1m, V/SIM
O Cure Wounds Paladin - 1A Touch V.S Instantaneous ~ PHB-2024 259 /S
O Detect Magic [R] Paladin -- 1A Self/30 ft. Sphere  V,S concentraion,upt0 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Faerie Fire Elven Lineage Spells DEX19 1A 60 ft./20 ft. Cube V Concenation, upto 1 minute - PHB-2024 271 1/LR, D: 1m, 20 ft. Cube, V
O Faerie Fire Elven Lineage Spells DEX 19 1A 60 ft./20 ft. Cube V Concentration, up to L minute  PHB-2024 271 D: 1m, 20 ft. Cube, V
P Chromatic Orb Draconic Spells (Always Prepared) +13 1A 90 ft. V,S,M Instantaneous  PHB-2024 249 \/S/M
P Command Draconic Spells (Always Prepared) WIS 21 1A 60 ft. \Y Instantaneous PHB-2024 251 \/
P Protection from Evil and Good Oath of Devotion Spells (Always Prepared) -~ 1A Touch V,S,M  concentation. upto 10minures - PHB-2024 309 D: 10m, V/S/M
P Shield of Faith Oath of Devotion Spells (Always Prepared) -- 1BA 60 ft. V,S,M  concenaion upto ominwes - PHB-2024 316 D: 10m, V/S/M
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \Y Instantaneous ~ PHB-2024265 1/LR,V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \% Instantaneous ~ PHB-2024 265 \/

===2nd LEVEL === 3 Slots 000
O Invisibility Sorcerer - 1A Touch V,S,M  Concentration, upto 1 hour - PHB-2024 289 D: 1h, V/S/M
O Misty Step Sorcerer - 1BA  Self \% Instantaneous ~ PHB-2024299 V
QO Hold Person Sorcerer WIS 21 1A 60 ft. V,S,M  Concentration, upto 1 minute - PHB-2024 286 D: 1m, V/S/M
O Arcane Vigor Sorcerer - 1BA  Self V,S Instantaneous ~ PHB-2024 242 /S
QO Prayer of Healing Paladin -- 10m 30 ft. \Y Instantaneous ~ PHB-2024 307
O Shining Smite Paladin - 1BA  Self \% Concentation, upto 1 minute  PHB-2024 316  D: 1m, V
QO Darkness Elven Lineage Spells -- 1A 60 ft./15 ft. Sphere  \V/,M Concentraion, up 0 10 minutes PHB-2024 260 1/LR, D: 10m, 15 ft. Sphere, V/IM
QO Darkness Elven Lineage Spells -- 1A 60 ft./15 ft. Sphere  V/,M Concenvation,up o ominutes - PHB-2024 260  D: 10m, 15 ft. Sphere, V/IM
P Alter Self Draconic Spells (Always Prepared) -- 1A Self V,S Concentration, upto L hour  PHB-2024 239 D: 1h, V/S
P Dragon's Breath Draconic Spells (Always Prepared) DEX 21 1BA  Touch/15ft. Cone V,S,M  Concentiation,upto1mine  PHB-2024 266 D: 1m, 15 ft. Cone, V/S/M
P Aid Oath of Devotion Spells (Always Prepared) -~ 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
P  Zone of Truth Oath of Devotion Spells (Always Prepared) CHA 19 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB-2024 343 D: 10m, 15 ft. Sphere, V/S
O Find Steed Faithful Steed -- 1A 30 ft. V,S Instantaneous ~ PHB-2024272 1/LR, V/S
O Find Steed Faithful Steed -- 1A 30 ft. V,S Instantaneous  PHB-2024 272 V/S

=== 3rd LEVEL === 3 Slots 000
O Dispel Magic Sorcerer -- 1A 120 ft. V.S Instantaneous ~ PHB-2024 265 Special: (See Description)*, V/S
QO Fireball Sorcerer DEX 21 1A 150 ft/20 ft. Sphere  V/,S,M  Instantaneous  PHB-2024 274 20 ft. Sphere, V/S/M
O Counterspell Sorcerer CON21 1R 60 ft. S Instantaneous ~ PHB-2024258 S
P Fear Draconic Spells (Always Prepared) WIS 21 1A Self/30 ft. Cone V,S,M  concentration. upto 1 minuie - PHB-2024 271 D: 1m, 30 ft. Cone, V/IS/IM
P Fly Draconic Spells (Always Prepared) -- 1A Touch V,S,M  concenvaion, upto20minwees  PHB-2024 276 - D: 10m, V/S/M

SPELLS

> 4
L
Y




