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_-1_ Strength
_+2  Dexterity
_+4  Constitution
_+1_Intelligence
_+2  Wisdom

+7  Charisma

Advantage against being charmed, and

magic can't put you to sleep
Advantage made to maintain your

concentration on a spell when you take

damage

SAVING THROWS
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r
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Acrobatics DEX

+2

Animal Handling wis
® _+4  Arcana INT
O _-1  Athletics STR
O _+4  Deception CHA
O _+1  History INT
® _+5  Insight wis
O +4 Intimidation CHA
O _*1  Investigation INT
O +2  Medicine wis
O _+1  Nature INT
® _+5 Perception WIS
® _+7_ Performance CHA
QO _+4  Persuasion CHA
O _*1  Religion INT
QO _*2_ Sleight of Hand DEX
QO _+2  Stealth DEX
QO _*2_ Survival wis
o__
o__
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SKILLS

5
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CLASS & LEVEL

Sorcerer (Embroidomancer, the Yarn Blooded) 8

PLAYER NAM

E

High Half-Elf Far Traveler
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 12 42
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
8d6 successes O=O=0O
FAILURES( )=< >=( )
QA DEFENSES \ HIT DICE \ DEATH SAVES /
INSPIRATION j ‘
=== WEAPONS ===
g Crossbow, Light, Dagger, Dart, Quarterstaff,
AN Sling, Knitting Needle
PROFICIENCY BONUS
=== TOOLS ===
7 Viol, Sewing Kit, Knitting Needles
=== LANGUAGES ===
ABILITY SAVE DC Common, Elvish, Goblin, Primordial
/ N\

30 ft. (Walking)

Q SPEED

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Sorcery Points 8 / Long Rest

rest.

=== BONUS ACTIONS ===
Convert Sorcery Points

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 as a bonus action.

=== REACTIONS ===

War Caster

You can use your reaction to make an opportunity
attack to cast a spell that has a casting time of 1

action and targets only that creature.

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

You can use your sorcery points to gain additional
spell slots or sacrifice spell slots to aain additional

ACTIONS

74

//

15 PASSIVE WISDOM (PERCEPTION) Crosshow, Light +5 1d8+2 Piercing  simple. Ammuniton, Loading, Range, Two-Handed, Range (80/320)
Knitting Needle of Blindsight +5 1d4+2 Piercing s rnesse. uam mosn, ange 0o, rsen i sad: 10 e, s e

15 PASSIVE WISDOM (INSIGHT)
Ray of Frost +7 2d8 Cold VIS

PASSIVE INTELLIGENCE (INVESTIGATION . .
11 ( ) Unarmed Strike +2 0 Bludgeoning
Blindsight 30 ft., Darkvision 60 ft.
SENSES LN WEAPON ATTACKS & CANTRIPS /
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CLASS & LEVEL PLAYER NAME
Purl Ravel

High Half-EIf Far Traveler

CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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=== SORCERER FEATURES ===

* 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
| Embroidomancer, the Yarn Blooded

* Needlemaster «

You gain proficiency with a sewing kit and knitting
needles. You have advantage on checks made to knit,
crochet and tie or untie knots. In addition, you can
wield a knitting needle as though it were a dagger. You
can use a knitting needle as an arcane focus.

* Threads of Magic ¢

Whenever you cast ensnaring strike or rope trick, one
hair on your head magically turns into a string of
colored yarn. If you do not have hair, you grow a string
of yarn. You may expend a sorcery point to create a
yarn. When you complete a long rest, your yarn hairs
return to normal. Whenever you begin a long rest with
one or more yarn hairs, you create a scarf, pair of
mittens, sweater, or blanket (your choice) for each
yarn hair you have remaining. Your hair magically
weaves itself into these items while you rest.

* Font of Magic « PHB 101

You have 8 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.

| Sorcery Points: 8 / Long Rest « 1 Action

| Convert Sorcery Points: 1 Bonus Action

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

| Careful Spell « PHB
You can spend 1 sorcery point to allow up to +4
creatures to automatically succeed on the saving throw
of a spell you cast.

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend 2 sorcery points to change the
casting time to 1 bonus action for this casting.

* | Make My Own Friends

Creatures summoned by the find familiar spell are
modified as follows:

1 - Itis a sock puppet that has been created from your
very own yarn

2 - If it leaves your hand for any reason it immediately
ceases to function until the end of long or short rest.
3 - It does not impede your ability to cast spells with
somatic components.

4 - It grants you advantage on Charisma-based skill
checks that you make through its adorable crocheted
face and shiny, googly eyes.

* Puppet on a String ¢

When casting a spell, you may pluck a yarn hair
created by Threads of Magic and use it target one
creature. If the target fails a Charisma saving throw
against your spell save DC they use their reaction to
move 5 feet in a direction of your choice. This
movement does not provoke opportunity attacks. If you
try to move the target into damaging terrain, such as
off a cliff or into lava, the target gets advantage on the
saving throw. A target can voluntarily choose to fail the
saving throw. This is a charm effect.

=== HIGH HALF-ELF RACIAL TRAITS ===

* Darkvision « PHB 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « PHB 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Half-Elf Variant « SCAG

| Cantrip * BR
You know one cantrip of your choice from the wizard
spell list. INT is your spellcasting ability for it.

=== FEATS ===

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

FEATURES & TRAITS
\\
Dagger 1 1lb. Potion of Climbing 1 --
Dagger 1 1lb. Wand of Magic Missiles 1 --
Crossbow, Light 1 51b. Spell Scroll of Water Breathing 1 --
Crossbow Bolts 20 1.51b. Knitting Needles and Yarn 1 -
Backpack 1 51b. Sewing Kit 1 --
Bedroll 1 7 Ib. Knitted Scarf and Hat 1 -
Clothes, Traveler's 1 4 1b.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
74.5 |b. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
120 Ib. Waterskin 1 51b. Knitting Needle of Blindsight 1 11b.
PUSH/DRAG/LIFT Viol 1 1lb.
240 Ib. Wand 1 11b.
EQUIPMENT ))
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Female 155
GENDER AGE
Lawful Neutral Yarn
ALIGNMENT FAITH
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Medium 51" 105

SIZE
Ala

HEIGHT WEIGHT

baster Black Grey

SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—

7 _ \
Sarcasm and insults are my
weapons of choice.

PERSONALITY TRAITS
L~ ]
N ~

Suspicious. | must be careful, for |
have no way of telling friend from
foe here. (Any)

IDEALS
L~

()

[
My freedom is my most precious
possession. I'll never let anyone
take it from me again.

BONDS
L~

"
| consider the adherents of other
gods to be deluded innocents at
best, or ignorant fools at worst.

()

"

\\ FLAWS //

You are not from this realm, but have traveled
from the dimension of Yarn. A piece of sentient
yarn inhabiting a magically grown meat suit, you
are a traveler and explorer for your people. The
creatures of this world are strange, but you will
study them none the less as you never know when
your people may conflict with them.

You desire the order of the Loom and seek to
impose it upon this crazed world. You do things in
twos, move things to line them up, pick up things
left discarded, and otherwise have habits that
others have called obsessive. They do not
understand the pattern, but they will when the
blessed Yarn crochets this plane to the skein of
order.

Your only friend in this world is your familiar Wool,

a small crocheted sheep (statistics of weasel). In
his googly eyes do you find peace.

CHARACTER BACKSTORY

ADDITIONAL NOTES




Sorcerer

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
O Create Bonfire <C> Sorcerer DEX15 1A  60ft/5ft Cube V,S Concenvaton, wp o 1minwe EE 152 D: 1m, 5 ft. Cube, V/S
O Dancing Lights <C> Sorcerer -- 1A 120 ft. V,S,M  concentation, upto 1 mine - PHB 230 D: 1m, V/SIM
QO Green-Flame Blade Sorcerer +7 1A 5 ft. V.M Instantaneous  SCAG VIM
Q Prestidigitation Sorcerer - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Ray of Frost Sorcerer +7 1A 60 ft. V,S Instantaneous  PHB 271 VIS
O Mending High Half-EIf -- im Touch V,S,M Instantaneous PHB 259 VISIM

=== 1st LEVEL === 4 Slots OO00
O Mage Armor Sorcerer -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Ice Knife Sorcerer DEX15/+7 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, S/IM
O Chaos Bolt Sorcerer +7 1A 120 ft. V.S Instantaneous  XGtE 151 V/S
O Magic Missile Wand of Magic Missiles -- 1A 120 ft. V.S Instantaneous  PHB 257 1 Charge (7/7), VIS
P Ensnaring Strike <C> Sorcerer (Always Prepared) STR 15 1BA  Self A\ Concenuation, upto 1minte - PHB 237 D: 1m, V
P Find Familiar Sorcerer (Always Prepared) - 1h 10 ft. V,S,M Instantaneous PHB 240  V/S/M

===2nd LEVEL === 3 Slots OO0
O Shatter Sorcerer CON 15 1A 60 ft/10 ft. Sphere V,S,M Instantaneous PHB 275 10 ft. Sphere, VIS/IM
O Shadow Blade <C> Sorcerer - 1BA  Self V.S Concentiaton, wpo 1minte - XGtE 164 D: 1m, V/S
O Levitate <C> Sorcerer CON15 1A 60 ft. V,S,M  concentation.wpo10minues PHB 255 D: 10m, V/S/M
P Rope Trick Sorcerer (Always Prepared) - 1A Touch V,S,M 1 hour PHB 272  D: 1h, VISIM

=== 3rd LEVEL === 3 Slots 000
O Dispel Magic Sorcerer - 1A 120 ft. V.S Instantaneous  PHB 234  V/S
QO Fireball Sorcerer DEX 15 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous ~PHB 241 20 ft. Sphere, V/S/M

=== 4th LEVEL === 2 Slots OO
O Dimension Door Sorcerer -- 1A 500 ft. \% Instantaneous  PHB 233 V

SPELLS
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