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H CLASS & LEVEL PLAYER NAME
ESFP Seraphim Sorath
Tiefling (Levistus) Entertainer (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
ﬂ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+1_ Dexterity
® _+4 Constitution +1 11 8 -
O _+0_ Intelligence
O +1 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +5 Charisma / y, 96 , \
— Resistances - Fire successes OO0
DEXTERITY raiLures O=O=0
+ 1 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] ® +3 Acrobatics DEX \ N Sling
‘ O _*1_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
O +0 Arcana INT 7 Disguise Kit, Flute
O -1 Athletics STR = —r === LANGUAGES ===
O _+3  Deception CHA ABILITY SAVE DC | Common, Infernal
_g— _gu—
O _+0_ History INT o
O _+1  Insight wis (/ N
30 ft. (Walkin
® +5 Intimidation CHA ( 9)
O _+0_ Investigation INT
O +1  Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
O # Perception wis , \
® _+5 Performance CHA === ACTIONS ===
+ 1 _ Standard Actions
® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
0 ) .
O _#0_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
O _*1  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
QO _+1  Stealth DEX === SPECIAL ===
U CHARISMA ) O +1 Survival wis Tides of Chaos « 1/ Long Rest
Once per long rest, you can gain advantage on one
+3 ) attack roll, ability check, or saving throw. Before you
- regain use of this feature, the DM can have you roll on
the Wild Magic Surge table after you cast a 1st level or
O he Wild Magic S ble aft 1st level
higher spell. You then regain the use of this feature.
c___
L SKILLS )/ \ ACTIONS )

I 7 <\
11 PASSIVE WISDOM (PERCEPTION) Crosshow, light +3 1d8+1 Piercing simple, Ammuniton, Loading, Range, Two-Handed, Range (0/320)
Dagger +3 1d4+l P|erc| NQ S Finesse, Light, Thown, Range (2010), Booming Blade; Thurcer, 108 Thunder
11 PASSIVE WISDOM (INSIGHT)
Dagger +3 1d4+l P|erc| NQ S, Finesse, Light. Thiown, Range (20160, Booring Blace: Thunder, 108 Thunder
PASSIVE INTELLIGENCE (INVESTIGATION 5 q
10 ( ) Fire Bolt +5 1d10 Fire vis
Darkvision 60 ft. Ray of Frost +5 1d8 Cold VIS

Unarmed Strike +1 0 Bludgeoning
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=== 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 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Wild Magic

* Wild Magic Surge « PHB 103

Once per turn, the DM can have you roll a d20
immediately after you cast a sorcerer spell of 1st level
or higher. If you roll a 1, roll on the Wild Magic Surge
table to create a magical effect.

* Tides of Chaos » PHB 103

Once per long rest, you can gain advantage on one
attack roll, ability check, or saving throw. Before you
regain use of this feature, the DM can have you roll on
the Wild Magic Surge table after you cast a 1st level or
higher spell. You then regain the use of this feature.

| 1/ Long Rest « Special

=== TIEFLING (LEVISTUS) RACIAL TRAITS ===

* Darkvision ¢
You can see in darkness (shades of gray) up to 60 ft.

* Hellish Resistance ¢
You have resistance to fire damage.

* Infernal Legacy
You know the ray of frost cantrip. [3rd] You can cast

armor of Agathys (2nd) once per long rest. [5th] You
can cast darkness once per long rest. CHA is your

spellcasting ability.

N

EQUIPMENT

FEATURES & TRAITS
Cloak of Many Fashions 1 -- Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b.
Crossbow, light 1 5 lb.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Costume 1 4 1b.
Healer's Kit 1 31b.
Flute 1 11b.
WEIGHT CARRIED Rod 1 21b.
775 Ib. Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 11b.
120 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
240 |b. Tinderbox 1 1lb.
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Male 32 Medium 5'4" 147
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Milil - God of po Blue Black Blue
ALIGNMENT FAITH SKIN EYES HAIR
E— —
L \ L \
// \ y W
/ORIGINAL — Traditions and expectations are secondary to me, if a\
consideration at all. | love to experiment with new styles, and
constantly find new ways to stick out in the crowd.
AESTHETICS AND SHOWMANSHIP — Not stopping at mere outfits,
| inject artistic creativity into my words and actions, too. Every day is a
performance, and | love to put on a show.
PERSONALITY TRAITS
L~ ~~
[N ~"T]
IDEALS
L~ ]
[N ~~"T]
| would do anything for the other members
of my old troupe.
BONDS
L~ ]
[N ~~"]
SENSITIVE — | am strongly
emotional, and very vulnerable to
criticism — | can feel like I've been
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS ) \\ FLAWS //
\ /4 3\ /4

In the bustling city of Neverwinter, where magic
and mystery permeate the air, | was born into a
world that often misunderstood and feared me due
to my tiefling heritage tied to the icy depths of
Levistus. Yet, from a young age, | embraced my
heritage with fervor, turning heads and capturing
attention with my wild magic and devilish charm.

Growing up in the vibrant and eclectic district of
performers and artists, | quickly discovered my
love for the stage. | joined a traveling troupe of
entertainers known as "The Whimsical
Wanderers," a group that valued creativity and
bringing people smiles above all else. | became
the heartbeat of the troupe, my wild magic
manifesting in dazzling displays of color and
illusions that left audiences in awe.

As an Entertainer, | thrived on the excitement of
new experiences, constantly reinventing myself
both on and off the stage. My oultfits were a
kaleidoscope of colors, and my flute, infused with
the essence of my sorcery, became an extension
of my artistry. Every performance was an
opportunity to experiment with new spells and
weave magic into my music.

Traditions and societal expectations held little
sway over me. | lived by my own rules, embracing
the chaotic energy that fueled my wild magic.
While my emotional and vulnerable nature made
me sensitive to criticism, my passion for the stage
and the love of my fellow troupe members fueled
my drive to overcome any setbacks.

One fateful night, during a particularly
mesmerizing performance, disaster struck. A
surge of wild magic went awry, causing an
unintended explosion that left a portion of the
audience in shock. Though no one was seriously
harmed, the incident led to the disbandment of
The Whimsical Wanderers. Feeling responsible
and devastated, | set out on my own to master my
wild magic and control the unpredictable forces

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Booming Blade Sorcerer +5 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
QO Fire Bolt Sorcerer +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Minor lllusion Sorcerer - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
Q Prestidigitation Sorcerer - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Ray of Frost Infernal Legacy +5 1A 60 ft. V.S Instantaneous  PHB 271 V/S
=== 1st LEVEL === 2 Slots OO
O Mage Armor Sorcerer -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
QO Silvery Barbs Sorcerer -- 1R 60 ft. \Y Instantaneous \%
R SPELLS N
)\ {




