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Bard 1/ Sorcerer 5 spagheteos
CLASS & LEVEL PLAYER NAME
Human Custom Background 14,000
RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
+2 15 45 --
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d8 + 5d6 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Drum, Horn, Lute, Navigator's Tools,
— F— Vehicles (Water)
7 N === LANGUAGES ===
30 ft. (Walking) Common, Draconic, Elvish
A SPEED )
i PROFICIENCIES & LANGUAGES

L SKILLS ),

=== ACTIONS ===
Standard 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 * 5/ Long Rest

You have limiteduse - No limited use data available
sorcery points that you regain when you finish a long
rest.

=== BONUS ACTIONS ===
Bardic Inspiration « 4 / Long Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die

(1d6). For 10 minutes, the creature can add it to one
ability check, attack roll, or saving throw. This can be
added after seeing the roll, but before knowing the
outcome.

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 ===
Metamagic - Distant Spell

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 ranae 30 ft. for a spell with a ranae of

74

ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Longsword, +1 +6 1d8+3 Slashing Martial, Versatile
10 PASSIVE WISDOM (INSIGHT)
Sling +5 1d4+2 Bludgeoning  Simple, Ammunition, Range, Range (30/120)
PASSIVE INTELLIGENCE (INVESTIGATION 5 .
10 ( ) Fire Bolt +9 2d10 Fire VIS
Unarmed Strike +5 3 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /




Marsulien

CHARACTER NAME

e — —
Bard 1/ Sorcerer 5 spagheteos
CLASS & LEVEL PLAYER NAME
Human Custom Background 14,000
RACE BACKGROUND EXPERIENCE POINTS
P — —

7

SORCERER FEATURES
* Hit Points « PHB 100
* Proficiencies « PHB 100

* Spellcasting « PHB 101

You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 15, Spell Attack +7).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Draconic Bloodline

* Dragon Ancestor « PHB 102

You have a specific dragon type as your ancestor. You
can speak, read, and write Draconic and you double
your proficiency bonus for CHA checks involving
dragons.

| Brass Dragon « PHB

* Draconic Resilience « PHB 102
Your max HP increases by 5. When you aren’t wearing
armor, your AC equals 15.

* Font of Magic « PHB 101

You have 5 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.

When you cast a spell that has a range of
greater, you can spend <strong>1 sorcery

point</strong> to double the range of the spell (or

5 ft. or HUMAN RACIAL TRAITS

* Ability Score Increase « BR 31

make the range 30 ft. for a spell with a range of touch).

| Metamagic - Distant Spell: Special

| Empowered Spell « PHB

* Languages * BR 31
You can speak, read, and write Common and one
extra language.

When you roll damage for a spell, you can spend

<strong>1 sorcery point</strong> to reroll

up to 4 of

the dice. You must use the new rolls and you can use
this option even if you've already used another

Metamagic option.

| Metamagic - Empowered Spell: Special

* Ability Score Improvement « PHB 102

BARD FEATURES

* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 15, Spell Attack +7)
and known bard spells as rituals if they have the ritual
tag. You can use a musical instrument as a

spellcasting focus.

* Bardic Inspiration « PHB 53

N

As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration die (1d6).
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

| Sorcery Points: 5/ Long Rest ¢ 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101
You gain the ability to twist spells to suit your needs.

| Distant Spell « PHB

| 4/ Long Rest ¢ 1 Bonus Action

FEATURES & TRAITS
Wand of the War Mage, +2 1 - Piton 10 2.51b.
Longsword, +1 1 3lb. Rations (1 day) 10 20 Ib.
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Backpack 1 5 lb. Tinderbox 1 1lb.
Chalk (1 piece) 5 - Waterskin 1 51b.
Clothes, Traveler's 1 4 1b. Dice Set 1 -
Sack 1 0.5 Ib. Navigator's Tools 1 2 |b.
Sack 1 0.5 Ib. Lute 1 2 1b.
Sack 1 0.5 Ib.
WEIGHT CARRIED Arcane Focus 1 -
65.7 Ib. Sling ! -
ENCUMBERED Caltrops (bag of 20) 2 0.2 Ib.
210 Ib. Crowbar 1 51b. Wand of the War Mage, +2 1 -
PUSH/DRAG/LIFT Hammer 1 3 1b.
420 Ib. Mirror, Steel 1 0.5 Ib.
\ EQUIPMENT
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Human boy, 15 years old , 5' 5",
140Ibs.,
Black hair, Brown eyes, Olive skin.

CHARACTER APPEARANCE

Male 28 Medium 6'1" 190
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Tymora, goddes Tanned Blue Red
ALIGNMENT FAITH SKIN EYES HAIR
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| enjoy making new friends
over a flagon of ale.

PERSONALITY TRAITS
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The sea is freedom - the freedom to go

anywhere and do anything.

IDEALS
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When | join a crew, I'm loyal. When we hit
port, | may leave.

BONDS
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usually leap before | look.

ALLIES & ORGANIZATIONS N FLAWS .

"

| grew up by the docks in Lyrabar, in Impiltur, on
the northern shore of the Sea of Fallen Stars. |
was a tough kid, and a bit too clever, so | had
some trouble with the guard. | mended my ways
and earned my money in the ale halls near the
docks. |learned that playing music was easier
than hauling barrels of ale, but my heart yearned
to visit the places | was singing about.

At fifteen | signed on to "Two Pounds Twelve", a
merchant ship. As it turned out, the captain wasn't
above a little piracy and pillaging when the
situation called for it. After that | made a habit of
switching ships after only one or two ports. |
learned more songs that way too.

During one difficult passage, | discovered | had
an affinity for magic. | was out of the crew and
into the officers' mess! | spent the next few
voyages learning all | could about sorcery and
things arcane, and finally decided | must have had
a Brass dragon as an ancestor.

When I'd spent a decade at sea | thought I'd try
my hand as a land lubber for a while. | learned
one thing right off the bat - all this walking sucks!
Now | remember why | went to sea instead of
setting out on the road! Is that pitcher empty?
Pass it here.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Bard / Sorcerer

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
O Minor lllusion Bard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
QO Vicious Mockery Bard WIS15 1A 60 ft. \Y Instantaneous PHB 285 V
QO Fire Bolt Sorcerer +9 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Message Sorcerer - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
O Mold Earth Sorcerer - 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Light Sorcerer DEX 15 1A Touch/20 ft. Sphere  V,M 1 hour PHB 255  D: 1h, 20 ft. Sphere, V/IM
QO Prestidigitation Sorcerer - 1A 10 ft. V.S 1 hour PHB 267 D:1h, VIS

=== 1st LEVEL === 4 Slots OO00
O Cure Wounds Bard - 1A Touch V.S Instantaneous  PHB 230  V/S
O Disguise Self Bard -- 1A Self V.S 1 hour PHB 233 D:1h,V/S
O Detect Magic [R]<C> Bard -- 1A Self/30 ft. Sphere  V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Identify [R] Bard -- im Touch V,S,M Instantaneous PHB 252  V/S/IM
O Magic Missile Sorcerer -- 1A 120 ft. V.S Instantaneous  PHB 257 VIS
O Shield Sorcerer - 1R Self V,S 1 round PHB 275 D:1Rnd, V/S

===2nd LEVEL === 3 Slots 000
QO Invisibility <C> Sorcerer - 1A Touch V,S,M  concentration, pto1hour - PHB 254 D: 1h, VISIM
QO Scorching Ray Sorcerer +9 1A 120 ft. V,S Instantaneous  PHB 273 VIS

=== 3rd LEVEL === 3 Slots 000
QO Fireball Sorcerer DEX 15 1A 150 ft/20 ft. Sphere \/,S,M  Instantaneous PHB 241 20 ft. Sphere, V/S/IM

SPELLS
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