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Gleaming Starshine Radiant (Gleam)
Protector Aasimar Knight of the Order (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬁ) -1 Strength \ /
(_\ ARMOR Max HP Current HP Temp HP
STRENGTH \ O _+3  Dexterity
©® +6 Constitution +3 18 84 S
O _+1_Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS
® +9 Charisma y
- (o - - " 8d6+1d10 | ff
Resistances - Necrotic, Radiant, successes O=O=0
[ DEXTERITY ] Cold raiLures Q=00
+ 3 \ DEFENSES \ HIT DICE \ DEATH SAVES
K SAVING THROWS ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] O _*3 Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS N T
{o _*2_ Animal Handling wis j Martial Weapons, Simple Weapons
® +5 Arcana INT =
=== TOOLS ===
O -1 Athletics STR — — Lute
O _+5  Deception CHA ABILITY SAVE DC |
) p— P === LANGUAGES ===
e O _#L_ History INT Celestial, Common, Draconic, Elvish
O _+2 Insight wis (/ N
30 ft. (Walkin
+ 1 O _+5  Intimidation CHA ( 9)
O _*1  Investigation INT
’@ O +2  Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y ® +6 Perception wis , N\
O _+5  Performance CHA === ACTIONS === once per turn you can have one attack or spell deal 9
+ 2 ) Standard Actions in additional radiant damage to one target.
® _*9  Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
® +5 Religion INT Help, Hide, Ready, Search, Use an Object, Sorcery Points * 8 / Long Rest
g Opportunity Attack, Grapple, Shove, Improvise, You have limiteduse - No limited use data available
O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object sorcery points that you regain when you finish a long
rest.
O _#3  Stealth DEX Healing Hands « 1 / Long Rest
U CHARISMA ) 2 . Once per long rest as an action, touch a creature === BONUS ACTIONS ===
O 2 Survival wis and restore 9 hit points. Convert Sorcery Points
+5 ) You can use your sorcery points to gain additional
- Radiant Soul « 1/ Long Rest spell slots or sacrifice spell slots to gain additional
O [3rd] Once per long rest as an action, you can sorcery points as a bonus action.
o transform, gaining glimmering eyes and two
J— incorporeal wings. For 1 minute or until you enditasa Second Wind ¢ 1 / Short Rest
bonus action, vou have a flyina speed (30 ft.) and Once per short rest, vou can use a bonus action to
\ SKILLS / \ ACTIONS )
7 N
16 PASSIVE WISDOM (PERCEPTION) Crosshow, Light +9 1d8+3 Piercing  simple. Ammuniton, Loading, Range, Two-Handed, Range (80/320)
Rapier +7 1d8+3 Piercing Martial, Silvered, Finesse
12 PASSIVE WISDOM (INSIGHT)
Fire Bolt +9 2d10+5 Fire VIS
11 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS y




—

Sorcerer 8/ Fighter 1

Sue

=== 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 17, Spell Attack +9).

You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101

| Draconic Bloodline

* Dragon Ancestor « PHB 102

You have a specific dragon type as your ancestor. You
can speak, read, and write Draconic and you double
your proficiency bonus for CHA checks involving
dragons.

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.

| Twinned Spell « PHB
You can spend sorcery points equal to a spell's level
(1 for a cantrip) to target a second creature in range
with the same spell, as long as the spell at the level it's
being cast is incapable of targeting more than one
creature.

* Ability Score Improvement « PHB 102

* Elemental Affinity (Fire) « PHB 102

When you cast a spell that deals damage of the type
associated with your draconic ancestry, you can add
+5 to one damage roll of that spell. At the same time,
you can spend 1 sorcery point to gain resistance to
that damage type for 1 hour.

=== PROTECTOR AASIMAR RACIAL TRAITS ===

* Darkvision « VGtM

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

* Celestial Resistance * VGtM

You have resistance to necrotic damage and radiant

damage.

* Healing Hands « VGtM

Once per long rest as an action, touch a creature and

restore 9 hit points.
| 1/Long Rest ¢ 1 Action

* Light Bearer « VGtM
You know the light cantrip (CHA).

* Radiant Soul * VGtM
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[3rd] Once per long rest as an action, you can
transform, gaining glimmering eyes and two
incorporeal wings. For 1 minute or until you end it as a
bonus action, you have a flying speed (30 ft.) and once
per turn you can have one attack or spell deal 9 in
additional radiant damage to one target.

| Elemental Affinity: Special
| Gold Dragon « PHB
=== FIGHTER FEATURES ===
* Draconic Resilience « PHB 102
Your max HP increases by 8. When you aren’t wearing
armor, your AC equals 16.

* Hit Points « PHB 71

* 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

* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Second Wind « PHB 72

| 1/ Long Rest ¢ 1 Action

=== FEATS ===

* Tough « PHB 170
Your HP maximum increases by 18.

Once per short rest, you can use a bonus action to
* Metamagic « PHB 101 regain 1d10 + 1 HP.
You gain the ability to twist spells to suit your needs.
| 1/ Short Rest » 1 Bonus Action

| Quickened Spell « PHB

FEATURES & TRAITS
\\
Shield 1 6 Ib. Tinderbox 1 11b.
Crossbow, Light 1 5 lb. Torch 10 10 Ib.
Dagger 1 11b. Rations (1 day) 10 20 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Rapier 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Rapier 1 2 lb. Rope, Silk (50 feet) 1 51b.
Boots of the Winterlands 1 - Map of Barovia 1 --
Pearl of Power 1 - Mana potion 1 --
Crossbow Bolts 20 1.51b. 50gp diamonds 2 -
WEIGHT CARRIED Backpack 1 51b.
895 Ib. Bedroll 1 7 Ib.
ENCUMBERED Clothes, Traveler's 1 4 1b.
135 Ib. Holy Water (flask) 1 11b. Boots of the Winterlands 1 -
PUSH/DRAG/LIFT Component Pouch 1 21b.
270 Ib. Mess Kit 1 11b.
\ EQUIPMENT ))




CHARACTER APPEARANCE
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Female 30 Medium 6' 180
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Tyr Deeply tanned Gold Metallic Silver
ALIGNMENT FAITH SKIN EYES HAIR
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=== Allies === | can stare down a hell hound without

Valandras - her angelic guide who speaks to her in
dreams. Valandras helps guide Gleam on the path
of light although sometimes his motives seem a bit
murky. Valandras is bookish and lecturing and his
advice is not always very practical. He's also a bit
of a nag.

=== Organizations ===
Companion of the Order of llluminating Light

The Order is a fraternal order made up of lawful
good adventurers dedicated to combating the
forces of evil, protecting innocents, and promoting
justice in the Realms. Although all members of the
Order worship lawful good deities, this is not a
holy order and is composed of people from all
different walks of life and skill types. This Order is
made up of people who are, for whatever reason,
drawn to combat evil and protect the innocent with
whatever skills they have.

The llluminating Light does not have as rigid a
hierarchy as some of the holy knightly orders, and

ALLIES & ORGANIZATIONS

flinching.
| have a crude sense of humor.
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Greater Good. Our lot is to lay down our lives in
defense of others. (Good)

IDEALS
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| fight for those who cannot fight
for themselves.

BONDS

= _
My hatred of my enemies is blind
and unreasoning.

FLAWS

N V.

Born to a human middle class (father a shop
owner) family in a modest-sized town, Gleam
made quite a splash when she was born because
no Aasimar had ever before been born in the area.
Her parents were extremely proud and in their
country-way, gave her the grandiose name of
Gleaming Starshine Radiant which she grew to
hate. She always introduces herself as "Gleam."

Everyone in the town made a big deal of her
because of her Celestial ancestry and her
appearance. Gleam grew to hate the attention and
her differences since she didn't really understand
them and didn't want to be different. In her mind,
she was just a regular person with a few quirks.
True, she had dreams from her angelic guide,
Valandras, but she tried to ignore them anyway.
Embarrassed to be the star of the town even
though she hadn't done anything, she became
reclusive and withdrawn. But she struggled with
her desire to be unnoticed and her drive to do
good.

When her sorcerous powers appeared, she took
tutelage with an old hermit sorceress that lived out
in the wilds near town. Eventually, to get away
from the constant adoration of her community and
to learn her craft, she moved in with the hermit at
the age of 14.

After the hermit died, Gleam traveled to various
places to seek out other sorcerous practitioners
and sorcerous knowledge. Eventually, she
traveled to a large city and settled there for a
while. She hired herself out to people who needed
sorcerous help or protection.

Once, a couple of knights hired her to travel with
them and lend her sorcerous aid. While traveling
with them, she became friends with the knights
and learned of their Order, the Order of
llluminating Light. The Companions of llluminating
Light were dedicated to combating forces of evil,
protecting innocents, and correcting injustice.€€
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=== CANTRIPS === (At Will)
O Mage Hand Sorcerer -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Fire Bolt Sorcerer +9 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Poison Spray Sorcerer CON 17 1A 10 ft. V,S Instantaneous  PHB 266  V/S
O Blade Ward Sorcerer - 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
O Ray of Frost Sorcerer +9 1A 60 ft. V,S Instantaneous  PHB 271 VIS
O Light Light Bearer DEX 17 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 4 Slots OO00
O Chromatic Orb Sorcerer +9 1A 90 ft. V,S\M Instantaneous PHB 221  V/S/M
O Shield Sorcerer - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
===2nd LEVEL === 3 Slots 000
O Mirror Image Sorcerer -- 1A Self V.S 1 minute PHB 260 D:1m, V/S
O Scorching Ray Sorcerer +9 1A 120 ft. V.S Instantaneous  PHB 273 VIS
O Shatter Sorcerer CON 17 1A 60 /10 ft. Sphere V,S,M Instantaneous PHB 275 10 ft. Sphere, V/IS/M
===3rd LEVEL === 3 Slots 000
O Counterspell Sorcerer - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Fireball Sorcerer DEX 17 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous PHB 241 20 ft. Sphere, V/S/M
O Dispel Magic Sorcerer - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
=== 4th LEVEL === 2 Slots 0O
QO Greater Invisibility <C> Sorcerer - 1A Touch V,S Concentration, upto 1minute - PHB 246~ D: 1m, V/S
SPELLS
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