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NT

WIS
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ABILITY MODIFIER        SAVING THROW  PROF.
BONUS

WISDOM

STRENGTH

DEXTERITY

CONSTITUTION

CHARISMA

LEVEL

MAX HIT POINTS

HP
CURRENT

3
Reeze Daniel
Divine Soul

900 2.700
Faction Agent

Half-elf Medium
Femme black dark fair

37 Lawful Good

10 0 0

14 +2 +2

15 +2 +4

10 0 0

10 0 0

17 +3 +5

Magic can't put me to sleep; Adv. on saves vs. charmed

PROFICIENCY
BONUS +

8 +

Cha 13

12
Darkvision 60 ft

+2

Favored by the Gods 1   SR
Sorcery Points 3   LR

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) 

+2

0

+2

0

+5

0

+2

+5

0

0

0

+2

+3

+5

+2

+2

+2

0

+2 Martial (WIS)

+2 2 30 ft 20 ft

12
10 Unarmored

2 2 24
3 d6 2

PROF  ABILITY

1
Light Crossbow ✔ Dex 80/320 ft +4 1d8+2 Piercing
Ammunition, loading, two-handed

Arcane Focus (Staff) ✔ Str Melee +2 1d6 Bludgeoning

Versatile (1d8)

Bolts 20

Attack / Cast a Spell
Dash / Disengage / Dodge

Escape Grapple / Help / Hide
Ready / Search / Use Object
Overrun / Tumble (or as bonus action)

As 1 attack: Disarm / Grapple / Shove

Font of Magic

Quickened Spell

Opportunity Attack
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Background

ARMOR:

WEAPONS:

Features

Proficiencies

Feats

Equipment

Half-Elf (+2 Charisma and +1 to two other ability scores of my choice) 

Skill Versatility: I gain proficiency in two skills of my choice.

Divine Soul, level 3: 
Spellcasting (Sorcerer 1, PHB 101) [4 cantrips & 4 spells known]

   I can cast sorcerer cantrips/spells that I know, using Charisma as my spellcasting ability 
   I can use an arcane focus as a spellcasting focus for my sorcerer spells 

Divine Magic: Good (Divine Soul 1, XGtE 50) 

   When I learn spells/cantrips or replace known, I can also pick from the cleric spell list 
   I also learn Cure Wounds, which doesn't count against my number of spells known 
   These count as sorcerer spells for me; I can only replace the bonus spell with a cleric spell 

Favored by the Gods (Divine Soul 1, XGtE 50) [1× per short rest]

   If I fail a saving throw or miss with an attack roll, I can add 2d4 to the total 
Font of Magic (Sorcerer 2, PHB 101) [Sorcery Points, 3× per long rest]

   As a bonus action, I can use sorcery points to create spell slots and vice versa 
   I can convert spell slots to sorcery points at a rate of 1 point per spell slot level 
   I can convert sorcery points to spell slots, which last until I finish a long rest, as follows: 
   Level 1 for 2 sorcery points;   level 2 for 3 sorcery points;   level 3 for 5 sorcery points 
   Level 4 for 6 sorcery points;   level 5 for 7 sorcery points 

Metamagic (Sorcerer 3, PHB 101) [2 known]

   Use the "Choose Feature" button above to add a Metamagic option to the third page 
   I can use only 1 Metamagic option on a spell unless otherwise written

Safe Haven
As a faction agent, I have access to a secret network of support and operatives who can 
provide assistance on my adventures. I know secret signs and passwords to identify such 
operatives, who can provide me with access to a hidden safe house, free room and board, 
or assistance in finding information. These agents never risk their lives or identity for me.

Dagger, Dart, Light crossbow, Quarterstaff, Sling

Common
Elvish
from Half-elf
from Faction Agent (1/2)

from Faction Agent (2/2)

I've enjoyed exquisite food, drink, and aristocracy among my faith's most elite. Rougher 
lifestyles chafe me. I can find universal ground between the most vehement enemies, 
sympathizing with them and always moving toward unity.

Power: I aspire to someday ascend to the elite of my faction's highest echelon. (Lawful)

I will do whatever is necessary to keep my faction safe.

I place too much faith in those most powerful within my faction's hierarchy.

LBSLBS

ATTUNED MAGICAL ITEMS (MAX 3)

Backpack, with: 5

Copy of seminal faction's text
Crowbar 5

Hammer 3

Pitons 10 0,25

Torches 10 1

Tinderbox 1

Rations, days of 10 2

Waterskin 5

Hempen rope, feet of 50 0,2

Common clothes 3

Badge or emblem of faction
Belt pouch (with coins) 1

Light Crossbow 1 5

Arcane Focus (Staff) 1 4

Crossbow bolts 20 0,08

61,5 14,5

51 -  
100 lb

151 -  
300 lb 76,3 lb

5 10 15 - 30

15
Modest

1 gp

10 FT SPEED 20 FT SPEED 5 FT

CARRYING CAPACITY

STR ×

150 lb
15
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CHARACTER:

Exhaustion Magic Items

LEVEL EFFECT (CUMULATIVE)

1 Disadvantage on Ability Checks

2 Speed halved

3 Disadvantage on Attack Rolls and Saving Throws 

MAGIC ITEM:

4 Hit Point maximum halved

5 Speed reduced to 0

6 Death

Conditions

Blinded
Fail checks involving sight. Attacks have 
disadvantage. Enemy attacks have advantage.

Charmed
Can’t harm/attack charmer. Charmer has 
advantage on ability checks to interact socially.

Deafened
Fail checks involving hearing.

Frightened
Disadvantage to checks/attacks while source 
of fear is in sight. Can’t willingly move closer 
to the source of fear.

Grappled
Speed drops to 0, regardless of any bonus.

Incapacitated
Can’t take actions or reactions.

Invisible
Can’t be seen, but noise and tracks. Attacks 
have advantage, enemy attacks disadvantage.

Paralyzed
Incapacitated. Can’t move or speak. Fail Str 
and Dex saving throws. Enemy attacks have 
advantage. Enemy attacks within 5 ft are 
critical hits.

Petrified
Incapacitated. Can’t move or speak. Unaware 
of surroundings. Resistance to all damage. 
Immune to poison/disease. Fail Str and Dex 
saving throws. Enemy attacks have advantage. 
Stop aging. Weight increases by factor 10.

Poisoned
Disadvantage on attack rolls and ability checks.

Prone
Crawl (at ½ speed) or stand up (costs ½ speed). 
Attacks have disadvantage. Enemy attacks 
have advantage within 5 ft and disadvantage if 
further away.

Restrained
Speed 0, regardless of bonus. Disadvantage on 
Dex saving throws. Attacks have disadvantage. 
Enemy attacks have advantage.

Stunned
Incapacitated. Can’t move. Can speak only 
falteringly. Fail Str and Dex saving throws. 
Enemy attacks have advantage.

Unconscious
Incapacitated. Can’t move or speak. Unaware 
of surroundings. Drop everything. Fail Str 
and Dex saving throws. Enemy attacks have 
advantage. Enemy attacks within 5 ft are 
critical hits.

F
IN

ISH
IN

G
A

LO
N

G
REST

RED
U

C
ES

TH
E

EX
H

A
U

STIO
N

LEV
EL

BY  1, 
PRO

V
ID

ED
TH

A
T

Y
O

U
A

LSO
IN

G
ESTED

SO
M

E
FO

O
D

A
N

D
D

RIN
K. MAGIC ITEM:

MAGIC ITEM:

MAGIC ITEM:

MAGIC ITEM:

MAGIC ITEM: ATTUNED

ATTUNED

ATTUNED

ATTUNED

ATTUNED

ATTUNED

Status Possessions

GEAR #  #  

TOTAL WEIGHT

Other Holdings

TOTAL WEIGHT

GEAR

Notes

Reeze

Additional Sorcerer Spells (Optional Sorcerer 1, TCoE 65) 
Dunamancy Spells (Optional Sorcerer 1, EGtW 186) 

  All dunamancy spells are added to the sorcerer spell list, each still pending DM's approval 
Twinned Spell (Metamagic Option, PHB 102) [1 sorcery point per spell level, minimum 1]

   If spell/cantrip has a target of one and not self, I can aim it at second target within range 
Quickened Spell (Metamagic Option, PHB 102) [2 sorcery points]

  If the spell has a casting time of 1 action, I can cast it as a bonus action

Extra Equipment
LBS LBS
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Reeze

Spell 
Slots

1ST LEVEL 2ND LEVEL 9TH LEVEL3RD LEVEL 4TH LEVEL 5TH LEVEL 6TH LEVEL 7TH LEVEL 8TH LEVEL

Divine Soul Spell attack modifier: +5
Spell save DC: 13

Spellcasting ability

  Charisma

Cantrips (0 Level)

1st Level

2nd Level

SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

Guidance 1 willing creature adds 1d4 to ability check of its choice, after rolling, once during the duration —  Div 1 a Touch V,S Conc, 1 min P 248

Message 1 crea I point to hears whispered message and can reply with a whisper; nobody can overhear —  Trans 1 a 120 ft V,S,M 1 rnd P 259

Prestidigitation Minor trick; harmless sensory effect, illusory image, snuff light, clean/soil/chill/warm/flavor etc. —  Trans 1 a 10 ft V,S 1 h (D) P 267

Ray of Frost Spell attack for 1d8 Cold dmg and -10 ft speed until start of my next turn —  Evoc 1 a 60 ft V,S Instantaneous P 271

SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

Bless 3+1/SL creatures can add 1d4 on every attack roll or saving throw during the duration —  Ench 1 a 30 ft V,S,M Conc, 1 min P 219

Chaos Bolt Spell atk 2d8+1d6+1d6/SL dmg, d8s set dmg type, see B; double on d8s: new atk vs. crea in 30 ft —  Evoc 1 a 120 ft V,S Instantaneous X 151

Cure Wounds 1 living creature heals 1d8+1d8/SL+3 (Cha) HP —  Evoc 1 a Touch V,S Instantaneous P 230

Sleep 20-ft rad 5d8+2d8/SL HP of conscious creatures fall asleep, starting with the lowest current HP crea —  Ench 1 a 90 ft V,S,M 1 min P 276

SPELL DESCRIPTION SAVE SCHOOL TIME RANGE COMP DURATION B PG.

Spiritual Weapon Create weapon; spell atk 1d8+1d8/2SL+ability modifier Force dmg; bns a to move 20 ft and/or attack —  Evoc 1 bns 60 ft V,S 1 min P 278
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