CHARACTER NAME

Sorcerer 3 (Shadow)

Haunted One

CLASS & LEVEL

BACKGROUND

PLAYER NAME

Half-Elf

True Neutral

900

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

12

-1

+2

ARMOR
CLASS

PROFICIENCY BONUS

+2

30ft

INITIATIVE

SPEED

I don't talk about the thing that
torments me. I'd rather not
burden others with my curse.
I put no trust in divine beings.
PERSONALITY TRAITS

8
DEXTERITY

+2

●

14
●

-1

Strength

+2

Dexterity

+5

Constitution

0

Intelligence

+1

Wisdom

+5

Charisma

CONSTITUTION

Hit Point Maximum 23

I will find a way to make
myself whole again.
CURRENT HIT POINTS

My condition seperated me from my
family, I will find a way to return to
them.

SAVING THROWS

TEMPORARY HIT POINTS

+3
16
●

INTELLIGENCE

0

●

10
WISDOM

16

+1

Animal Handling (Wis)

+2

Arcana (Int)

-1

Athletics (Str)

+5

Deception (Cha)

0

History (Int)

Total 3d6

FAILURES
HIT DICE

NAME

ATK BONUS DAMAGE/TYPE

Quartersttaff 2 hands

+1

1d8-1 bldg

Quarterstaff 1 hand

+1

1d6-1 bldg

Dagger

+4

1d4+2 piercing

Insight (Wis)
Intimidation (Cha)

●

+2

Investigation (Int)

+1

Medicine (Wis)

0

Nature (Int)

Dagger thrown range 20/60

+1

Perception (Wis)

+3

Performance (Cha)

Chill Touch (VS): Ranged spell attack: +5 to hit, target one
creature within 120ft, Hit: 1d8 necrotic and target cannot
reagain HP until start of my next turn. (if undead has disadv
on atk rolls against me until end of my next turn)

+5

Persuasion (Cha)

0

Religion (Int)

+2

Sleight of Hand (Dex)

+2

Stealth (Dex)

+1

Survival (Wis)

Frostbite: Ranged Spell Attack: Targets creature within 60
feet that you can see. That creature makes a DC 13
Constitution saving throw or takes 1d6 cold damage and
disadv on next weapon atk till end of its next turn. (No
damage or disadv if made save.)

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Armor: None

SP

Weapons: dagger, dart, light
crossbow, quarterstaff, sling

EP

GP

Tools: None
Languages: Common, Elvish, Giant,
Infernal

OTHER PROFICIENCIES & LANGUAGES

BONDS

I feel no emotion and must pretend I
do in the company of others.

DEATH SAVES

+5

SKILLS

11

SUCCESSES

+3

●

+3

Acrobatics (Dex)

●

12
CHARISMA

+2

●

+1

IDEALS

Quarterstaff
Arcane Focus (Orb)
Explorer's Pack
Dagger x2
Monster hunter's
Pack
Set of common
clothes

PP

FLAWS

Darkvision: 120ft (Dim=Bright)
(Darkness=Dim).
Fey Ancestry: Adv against Charm,
Magic can't put you to sleep.
Eyes of the Dark: darkvision increase to
120ft, Can cast Darkness with spell slot
or 2 Sorcery Points (with sorcery points
can see through Darkness)
Strength of the Grave: 1/per long rest
after success
When reduced to 0 Hp, Charisma
saving throw (DC 5 + the damage
taken). Succed drop to 1 Hp. You can't
use this feature if you are reduced to 0
hit points by radiant damage or by a
critical hit.
Font Of Magic: (use up to 3 sorcery
points betw. long rests)
Flexible Casting: trade spell slots for
sorcery points of vice versa as a bonus
action
(use 2 sorcery points for one 1st level
spell slot, 3 points for 2nd level slot and
vice versa)
Metamagic:
Quickened Spell: Spell 1 action, spend
2 sorcery points to change to bonus
Subtle Spell:1 sorcery point, cast spell
without any somatic or verbal
components.
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FEATURES & TRAITS

CHARACTER NAME

Early 20's

6'1

195

AGE

HEIGHT

WEIGHT

Green

Tanned

Light Brown

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

It is strange how one simple event can lead you to a
decision of terrible consequence. An event to all but the
most discerning eye, would not be connected to your
decision, the life-shattering decision. You see, I use to be
like you. I use to laugh, love, I use to feel. You have
questions, I am sure, but I have no answers to give you,
only a story of choice and consequence.
My story begins like most, I was a happy child, loved by the
parents and adored by my friends and neighbors. I spent my
days helping my father in his shop, delivering my mothers
orders, or playing with my village friends. It was a quiet
village, a quiet life until I was a young lad, then there was a
moment of excitement. A group of adventurers arrived, sent
to hunt ogre that had moved into the woods around our
village. How quaint we must have seen to them, in their
gleaming armor and finery. They were like a breath of fresh
air, I never even realized I needed. A glimpse into the wider
world. I was enraptured. They would leave a few days later
after slaying the ogre, but not before the village through
them a feast and one of there members entertained the
young of the village with tales of the world. They were in all
aspect of the word, heroes, at least to me.
Years later, a restlessness settled in me, now a young man,
the monotony of my village grated on me. So when rumors
reached me of darkness in the woods, I convinced my
friends to investigate. After all, we were not children
anymore and anything to break the monotony. As you might
guess, We found the darkness and our confidence in our
non-existent abilities helps us not. I remember their
screams, perhaps they were just my own screams. I cannot
remember everything that happened, but I remember the
cold as a a hand reached into my chest and a peal of faint
laughter.

Background Feature: Heart of Darkness
Those who look into your eyes can see that you have faced
unimaginable horror and that you are no stranger to darkness.
Though they might fear you, commoners will extend you every
courtesy and do their utmost to help you. Unless you have shown
yourself to be a danger to them, they will even take up arms to
fight alongside you, should you find yourself facing an enemy
alone.
Harrowing Event: My friends were killed/taken by darkness and I
had a spectral hand thrust into my chest.

ADDITIONAL FEATURES & TRAITS

I woke, alone in the woods, at the edge of the village. No
trace of how I got there could be found and I have no
memory of getting there or of the three days that passed.
While the village mourned the loss of my friends and life
resumed its normalcy, it became clear I was different, what
people once thought of as shock took a permanent and
darker tone. I no longer smiled, laughed, or cried, I felt
nothing at all. It came to me too late that I had to pretend,
the villagers had already turned. Whispering that I was
cursed, I am sure they are correct on that at least. It did not
take me long to leave, I knew no cure could be found there
and that the new abilities manifesting in me would only
cement the villagers new opinions of me. I will find my cure,
I will feel again.

CHARACTER BACKSTORY

TREASURE
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Sorcerer
SPELLCASTING
CLASS

0

CANTRIPS

3

Cha

13

+5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Chill Touch

Frostbite
Mage Hand
Prestidigitation

SPELL
LEVEL

SLOTS TOTAL

1

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

Witch Bolt

4

Shield

SPELLS KNOWN

Feather Fall

8

2

2

Blindness/Deafness
Darkness

5
9
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