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	Name: 
	Class & Level: Sorcerer (1)
	Origin: Caster
	Player Name: 
	Backstory: : A thief. Nothing more, and nothing less. You stole the earnings of any you could.
	Memory: A thud. A second thud. No pain. Not initially. And then you glanced down to see arrows, protruding from your chest.
	Drive Points: To become the sorcerer you know you should be. Powerful beyond compare.
	Proficiency Bonus: 
	Passive Perception: 
	Buff: +1
	AC: 13
	Initiative: +1
	Speed: 30
	Inspiration: 
	Strength: -1
	Strength modifier: 8
	Dexterity: +1
	Dexterity modifier: 12
	Constitution: +0
	Intelligence: +2
	Intelligence Modifier: 14
	Wisdom: +2
	Wisdom Modifier: 15
	Charisma: +2
	Charisma Modifier: 13
	Constitution Modifier: 10
	Combat Position Pool: d6
	Base Position: 7
	ST Strength: 
	ST Dexterity: 
	ST Constitution: 
	ST Intelligence: +4
	ST Wisdom: +4
	ST Charisma: 
	Acrobatics: 
	Animal handling: 
	Arcana: +4
	Athletics: 
	Deception: 
	History: 
	INsight: 
	Intimidation: 
	Investigation: +4
	Medicine: 
	Nature: 
	Perception: 
	Performance: 
	Persuasion: 
	Religion: 
	Sleight of Hand: 
	Stealth: 
	Survival: 
	Souls Spent: 
	Current Souls: 
	Spell A Casts: 10
	Spell B Casts: 15
	Spell C Casts: 
	Spell A Damage: 1d6+3
	Spell B Damage: 1d4+1
	Spell C Damage: 
	Spell D Damage: 
	Spell D Casts: 
	Estus Flask Number: 1d6
	Healer Number: 
	Green Blossom Number: 
	Purple Moss Number: 
	Bug pill name: 
	Item A Number: 
	Item B Number: 
	Item C Number: 
	Item D Number: 
	Item E Number: 
	Item F Number: 
	Item B: 
	Item C: 
	Item D: 
	Item E: 
	Item F: 
	Special Ability Values: 3
	Special Ability: Estus Flask
	Position Dice Total: 
	Position Dice: 
	Position: 
	Item A: 
	Equipment B: Sorcerer’s Staff
	Equipment C: Leather Shield
	Equipment D: Mailbreake
	Equipment A: Sorcerer’s Robes
	Spell A: Soul Arrow, 120ft range.
	Spell B: Homing Soulmass, 70ft range. 3 darts 
	Spell C: 
	Spell D: 
	SHield Name: Leather Shield 
	Armour Name: Sorcerer’s Robes, 
	Weapon B Ability: +1 to hit., 5ft reach, one creature, 1d4-1 piercing damage, spend 2 Position after a successful attack to reduce enemy’s AC by -2 on your next attack against them.
	Weapon B name: Mailbreaker
	Weapon A name: Sorcerer’s Staff
	Weapon A Ability: +1 to hit., 5ft reach, one creature, 1d6-1 bludgeoning damage (versatile 1d8). spend 2 Position to deal +1d4 damage on your next spell attack.
	Armour ability: You gain advantage on all Intelligence (Arcana) checks
	Notes: Shield. When using the leather shield, once per long rest you mayspend 1 Position to make a bonus dash action.
	Bloodied: They may add +2 to their Intelligence and Charisma, and to their AC They may use any special armour abilities without needing to spend Position Do not provoke attacks of opportunity
	Features: Spellcasting. Attunement Slots: 3Spells: DC 12, attack modifier +4 


