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Sorcerer 8 Hollywood Rolls
CLASS & LEVEL PLAYER NAME
Elsa, Queen of Arendelle
Half-EIf Noble (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
N—— ———
7 N
ﬁ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
® +5 Constitution +2 12 50 S
O _+0_ Intelligence
O +1 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +6 Charisma / y, " , \
Resistances - Lightning, successes O=O=0
[ DEXTERITY
Advantage against being charmed, Thunder FAILURES O=O=O
and magic can't put you to sleep
+ 2 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROWS ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +2  Acrobatics DEX \ N Sling
| O “ Animal Handling wis PROFICIENCY BONUS j === LANGUAGES ===
O +0 Arcana INT 7 Common, Elvish, Primordial
O -1 Athletics STR — —
® +6  Deception CHA ABILITY SAVE DC |
S==x N
N —— ® _+3  History INT
INTELLIGENCE N
® _+4  Insight wis (/ \
30 ft. (Walkin
+O ® _+6 Intimidation CHA ( 9)
O _*0_ Investigation INT
O +1  Medicine wis \ SPEED /
O +0 Nature INT y PROFICIENCIES & LANGUAGES
r WISDOM Y O # Perception wis , \
O _+3  Performance CHA === ACTIONS === sorcery points as a bonus action.
+ 1 _ Standard Actions
® _*6  Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Tempestuous Magic
O +0  Religion INT Help, Hide, Ready, Search, Use an Object, As a bonus action, you can cause gusts of air to
g Opportunity Attack, Grapple, Shove, Improvise, surround you before or after you cast a spell of 1st
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object level or higher that allows you to fly up to 10 ft. without
provoking opportunity attacks.
— O _*2_ Stealth DEX Sorcery Points * 8 / Long Rest
CHARISMA ©® *+4 Survival wis You have limiteduse - No limited use data available =~ === SPECIAL ===
sorcery points that you regain when you finish a long Heart of the Storm
+3 O rest. You gain resistance to lightning and thunder
- damage, and whenever you start casting a spell of 1st
=== === evel or higher that deals lightning or thunder damage,
©) BONUS ACTIONS level or higher that deals lightni thunder d
onvert Sorcery Points creatures of your choice within . of you take
C S Poi f hoi ithin 10 ft. of ke 4
o JE— You can use your sorcery points to gain additional lightning or thunder damage (your choice).
spell slots or sacrifice spell slots to gain additional
\ SKILLS / \ ACTIONS )
7 N
11 PASSIVE WISDOM (PERCEPTION) Ray of Frost +6 2d8 Cold VIS
Unarmed Strike +2 0 Bludgeoning
14 PASSIVE WISDOM (INSIGHT)
10 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS y
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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 14, Spell Attack +6).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Storm Sorcery

*Wind Speaker « SCAG 52
You can speak, read, and write Primordial.

* Tempestuous Magic * SCAG 52

As a bonus action, you can cause gusts of air to
surround you before or after you cast a spell of 1st
level or higher that allows you to fly up to 10 ft. without
provoking opportunity attacks.

| 1 Bonus Action
* 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.

| Heightened Spell « PHB
When you cast a spell that forces a creature to make a

saving throw, you can spend <strong>3 sorcery
points</strong> to give one target of the spell
disadvantage on its first saving throw made against the
spell.

| Metamagic - Heightened Spell: Special

| Seeking Spell « TCoE 66
If you make an attack roll for a spell and miss, you can
spend <strong>2 sorcery points</strong> to reroll the
d20, and you must use the new roll.
You can use Seeking Spell even if you have already
used a different Metamagic option during the casting of
the spell.

| Metamagic - Seeking Spell: Special
* Ability Score Improvement « PHB 102

* Heart of the Storm « SCAG 52

You gain resistance to lightning and thunder damage,
and whenever you start casting a spell of 1st level or
higher that deals lightning or thunder damage,
creatures of your choice within 10 ft. of you take 4
lightning or thunder damage (your choice).

| Special

* Storm Guide * SCAG 52

You gain the ability to subtly control the weather
around you. If it is raining, you can use an action to
cause the rain to stop falling in a 20-ft.-radius (end as
a bonus action). If it is windy, you can use a bonus
action each round to choose the direction that the wind
blows in a 100-ft.-radius sphere centered on you. The
wind blows in that direction until the end of your next
turn.

| Special

FEATURES & TRAITS

=== HALF-ELF RACIAL TRAITS ===

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

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

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

=== FEATS ===

* Elemental Adept (Cold) « PHB

Spells you cast ignore resistance to cold damage, and
when you roll damage for a spell you cast that deals
cold damage, you can treat any 1 on a damage die as
az2.

N

WEIGHT CARRIED
0 lb.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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Sorcerer

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
QO Frosthite Sorcerer CON 14 1A 60 ft. V,S Instantaneous  EE 156 VIS
O Ray of Frost Sorcerer +6 1A 60 ft. V,S Instantaneous  PHB 271 VIS
=== 1st LEVEL === 4 Slots OO00
O Ice Knife Sorcerer DEX14/+6 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
O Mage Armor Sorcerer - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/SIM
===2nd LEVEL === 3 Slots 000
O Rime’s Binding Ice Sorcerer CON 14 1A Self/30 ft. Cone S,M Instantaneous ~ FToD 21 30 ft. Cone, SIM
O Hold Person <C> Sorcerer wis 14 1A 60 ft. V,S,M  concentation, o1 mnwe - PHB 251 D: 1m, V/SIM
=== 4th LEVEL === 2 Slots 00
O Ice Storm Sorcerer DEX 14 1A 300 ft/20 ft. Cylinder V/,S,M  Instantaneous  PHB 252 20 ft. Cylinder, V/S/M
SPELLS
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