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Spelldancer 1

CLASS & LEVEL PLAYER NAME
Kenna Naerna (Level 1)
Variant Human, Fey-touched Frenta
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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ﬂ) -1 Strength \ 7/ \
— ) ARMOR Max HP Current HP Temp HP |
STRENGTH © _+5_ Dexterity
O _+2  Constitution +3 16 1 6 -
O _+0_ Intelligence
O +  Wisdom INITIATIVE CLASS \ HIT POINTS /
® _+5  Charisma y / / \
1d8 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 3 ADV on HIT DICE DEATH SAVES
Concentration Saves | \ DEFENSES : : 4
L SAVING THROWS ), INSPIRATION j ]
=== WEAPONS ===
 STpE— y N\ ' Simple Weapons, Martial Weapons
CONSTITUTION (@ +5 Acrobatics DEX \ N
=== TOOQOLS ===
. ) PROFICIENCY BONUS
+2 ! O _#1_ Animal Handling wis j Disguise Kit
O +0 Arcana INT =
O 4 Athletics STR === LANGUAGES ===
eties Common, Sylvan (Fay'aree), Elven, Hanataz
O 2 Deception CHA ABILITY SAVE DC |
O _+0_ History INT o
® _*3  Insight wis (/ N
30 ft. (Walkin
O *3 Intimidation CHA ( 9)
O _+0_ Investigation INT
O +1  Medicine wis \ SPEED /
O +0  Nature INT ) PROFICIENCIES & LANGUAGES
® =3 Perception wis , \
® 5  Performance CHA === ACTIONS ===
) Standard Actions
® _*3_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
O 1 Religion INT Opportunity Attack, Grapple, Shove, Improvise,
O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+5 Stealth DEX === BONUS ACTIONS ===
f CHARISMA ) . Unarmed Strike
(O Sur.v'val .WIS . When you use the Attack action with an unarmed
+3 ® + Disguise Kit strike or a monk weapon on your turn, you can make
- one unarmed strike as a bonus action.
o__
L pd o
L SKILLS )/ \ ACTIONS )
4 N
13 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Finesse, Thrown, Range (20/60)
Shortsword +5 1d6+3 Piercing Finesse, Light
13 PASSIVE WISDOM (INSIGHT)
Sling +5 1d4+3 Bludgeoning Ammunition, Range (30/120)
PASSIVE INTELLIGENCE (INVESTIGATION . .
10 ( ) Unarmed Strike +1 1 Bludgeoning
Vicious Mockery pciswis  1d4 psychic Range 60, DISADV on next attack roll
Fire Bolt +5 1d10 fire Range 120', ignite flammable objects
SENSES A WEAPON ATTACKS & CANTRIPS y
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Kenna Naerna

Spelldancer 1
CLASS & LEVEL

PLAYER NAME

Variant Human, Fey-touched Frenta
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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=== SPELLDANCER FEATURES ===
* Hit Points 1d8 per Spelldancer Level

* Proficiencies: Performance, Acrobatics, Persuasion,
Disguise Kit

* Spellcasting; Spelldancer's Book (Novice)

* One with the Everflow: your spelldance cadenced
movements function as an arcane focus. You can also
cast spells without verbal components.

*Archetype: Dervish. You gain Performance Points
from successful melee attacks (max 2 per round). You
gain proficiency in Martial Weapons. Your AC = 10 +
DEX mod + CHA mod.

=== GOOEY Level 1 FEAT ===
* Fey-touched (L1): Vicious Mockery cantrip.

=== BACKGROUND FRENTA ===
* Proficiencies: Insight, Stealth
* Languages: Hanataz, Elven

=== VARIANT HUMAN RACIAL TRAITS ===
* Languages: Common, Sylvan (Fay'aree)

* Feat: Warcaster

- You have ADV 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.

- When a hostile creature's movement provokes an
opportunity attack from you, you can use your reaction
to cast a spell at the creature, rather than making an
opportunity attack. The spell must have a casting time
of 1 action and must target only that creature.

=== DERVISH ARCHETYPE FEATURES ===
* Bladed Dance: While not wearing armor and not

using a shield, your AC equals 10 + DEX modifier +
CHA modifier; proficiency with martial weapons

FEATURES & TRAITS
Short Sword 1 2 lb. Disguise Kit 1
Dagger 2 2 lb. Spelldancer's Book 1
Sling 1 --
Bullets 20 1.51b.
Backpack 1 5 lb.
Clothes, Common 1 31lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 3 6 Ib.
WEIGHT CARRIED 50" hempen rope 1 101b
48 Ibs Tinderbox 1 11b.
ENCUMBERED Torch 5 5lb.
0 Ib. Waterskin 1 5Ilb

PUSH/DRAG/LIFT

0 lb.

EQUIPMENT
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F 17 Medium 5'3" 115
GENDER AGE SIZE HEIGHT WEIGHT
Jinxx/Kizmya  white milky white red
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ \
// \
by \
- When | encounter prejudice, | try to turn the
other cheek.
-I am quite perceptive of people, and therefore
have a deep intuition about what they are trying
to relate.
PERSONALITY TRAITS
L~ 1
[ "]
Tradition. The age old practices o fhte Hanataz
people must be maintained at all times.
IDEALS
L~ 1
[ "]
| put my life above all other troupe members
and would die for them.
Kenna's ears are significantly
longer than an elf's, due to her L SONDS ]
Fay-aree heritage, and her eyes et ‘ ]
are miIky white. ane | pick a goal, | become_ obsesfsed with
it to the detriment of all else in my life.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { {
/, \
Background: Frenta
Feature: Regional Knowledge
Having grown up traveling with the troupe, you
have seen and experienced much of the
landscape and cultures of Western Verdestia. This
has granted you significant knowledge of the
geography of this continent. You gain advantage
on any history or religion checks made, that relate
to Western Verdestia.
CHARACTER BACKSTORY ADDITIONAL NOTES




Spelldancer

SPELL SAVE DC

SPELL ATTACK
BONUS
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P Vicious Mockery Fey-touched L1

P Fire Bolt Spelldancer

P Mage Hand Spelldancer

Level 1 (1 slot + 2 Gooey slots) 3 Slots OO0

P Shield Spelldancer

P Burning Hands Spelldancer
R SPELLS .
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