Sorceress, 18

Against the Technic League

CLASS & LEVEL

Charisma
CHARACTER NAME

BACKGROUND

Joyce
PLAYER NAME

Human (Vilani, Large)

NG

268,501 of 305k

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

-1

17
+6

ARMOR
CLASS

PROFICIENCY BONUS

+1

30'

INITIATIVE

SPEED
PERSONALITY TRAITS

9
Hit Point Maximum 124

Strength
DEXTERITY

+2

With great power comes great
responsibility - my gifts are to be shared
with all and not for my own benefit.

Dexterity
●

+8

Constitution
CURRENT HIT POINTS

Intelligence

●

+11

CONSTITUTION

SAVING THROWS

TEMPORARY HIT POINTS

Total 18

Acrobatics (Dex)

15

Animal Handling (Wis)
●

+7

INTELLIGENCE

d6

Arcana (Int)

NAME

History (Int)
Insight (Wis)
Intimidation (Cha)
Investigation (Int)

WISDOM
●

+6

Medicine (Wis)
Nature (Int)

DEATH SAVES

I harbor dark, bloodthirsty thoughts that
my isolation and meditation failed to quell.
FLAWS

+3

1d4 -1

Lt. Xbow

+6

1d8 +2

+1 Inferno Pistol

+7

1d6+3

Light Crossbow. 80/320

Performance (Cha)
●

+9

Persuasion (Cha)

●

+7

Religion (Int)

Inferno Pistol. 1d6+1 fire damage, 2lb.,
ammunition, (range 30/120), light, and
loading. Double damage to objects and
ignores object resistances unless fire is
specifically listed. On a critical hit if the target
is a creature or flammable object it ignites the
target for 1d4 burning damage. Dexterity 10
save ends.

Sleight of Hand (Dex)
Stealth (Dex)
Survival (Wis)
SKILLS

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

A light crossbow with 20 bolts,
an arcane focus (a metal cross
with a wings in the centre that
gives off blue/green light taken
from the ruins where you gained
your powers), two daggers, a
winter blanket, a set of common
clothes, a herbalism kit and a
dungeoneer's pack.

CP

I speak, read and write common, elven and
imperial.
I am proficient with daggers, darts, slings,
quarterstaffs and light crossbows. As well as
a herbalism kit.

SP

EP

GP

3x S. Healing Pot: 8d4 +8, (2,500 gp ea.)
PP

Fate Points: 5 + 1/2 (18) = 14
mod save throw, attack rolls, ability check,
death save (+d6 to D20 roll)
OTHER PROFICIENCIES & LANGUAGES

ATK BONUS DAMAGE/TYPE

Dagger

Dagger, thrown. 20/60

Perception (Wis)

11

20

FAILURES

HIT DICE

Deception (Cha)

13

+5

SUCCESSES

BONDS

Athletics (Str)

+1

CHARISMA

I entered seclusion to hide from the
Technic League who hunted me. One
day soon I will need to confront them.

10

Charisma

+2

+1

IDEALS

Wisdom

14

11

I get angry easily which sometimes has a
physical side effect (green eyes, green
skin etc).

3814

Dungeoneer's Pack: A
backpack, a crowbar, a
hammer, 10 pitons, 10 torches,
a tinderbox, 10 days of rations
50' of hempen rope and a
waterskin.
Gems: 1D, 1R (50gp ea)
EQUIPMENT

Against the Technic League: your
attacks all have advantage against
targets you know are associated
with the Technic League.
Sorceress Origin - Child of the
Atom: You have an affinity for
radioactive damage type. You are
immune to radiation damage.
Nuclear Resilience: +1 hp per
level. AC is 13 + DEX when not
wearing armour.
Radiation Eater: Immune to
radiation, +CHA to radiation spell
damage.
Power Up: Leap 1 mile per sorcery
point spent. Advantage on
Intimidation. Size L.
Font of Magic: 18 sorcery points
(SP).
Creating Spell Slots: Can recall
spell slot for SP - 1/2, 2/3, 3/5, 4/6,
5/7).
Metamagic: Careful (1SP, 4 ppl,
auto-succeed, 1/2 dmg),
Empowered (1SP, 4 re-rolls),
Quickened (2SP).
Elemental Adept Fire: Ignores fire
resistance, turn all 1s to 2.
FEATURES & TRAITS

Critical Mass: All stats are 30 for
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duration.
All spells are maximised.
Gain 1d3 levels of exhaustion per

Charisma
SPELLCASTING
CLASS

0

3

CANTRIPS

Light

CHA

19

+11

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

3

1

Radiation Ball (150', 20' radius 8d6+4 )

●

Disintegrate (DEX, 10d6+40, 60ft)

Acid Splash (3d6 acid, dex save)

-> Radiation Ball (Save for half, fail = poisoned)

●

Greater Discharge

Ray of Frost (4d8, range attack)

●

Dispel Magic (<3rd ends. 4+ DC 10+SL)

Shocking Grasp (3d8, touch, lightning)

●

Fireball (150', 20' radius 8d6)

●

(CON, All charges OR suppressed OR disadvantage)

Mending (PHB pg. 259, 1 sq ft dimension)

SPELL
LEVEL

1

SLOTS TOTAL

4

EPAR

PR

7
SPELL NAME

ED

●

SLOTS EXPENDED

Magic Missile (1d4+1 x3)

4

●

Prismatic Spray (PHB pg. 267)

●

Infuse Robot (WIS, 10m/level)

3

Blight (8d8, one target. Construc/Undead immune)

SPELLS KNOWN

●

1

8

1

Disintegrate (DEX, 16d6+40 (+6d6), 60ft)

2

3

●

Scorching Ray (PHB pg. 273, 2d6 x3, range attack)

●

Knock (PHB pg. 254)

●

Shatter (3d8 thunder, 10r, metal has disadvantage)

5

2

●

Telekinesis (CHA vs STR check, creature or object up to 1K lbs)

●

Cone of Cold (CON, 9d8, 60ft., DC +1)

●

Hold Monster

9
●

1

Meteor Swarm (40' sphere x4, 40d6 fire/bludg, DEX)
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Charisma
CHARACTER NAME

21

5' 0"

AGE

HEIGHT

100 lbs
WEIGHT

Green

Caramel

Black

EYES

SKIN

HAIR

The Crimson Lotus Gang
member. Gang name "Charcoal"

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Charisma grew up in Idenveigh and was
taught to hate technology. However she
was always intrigued by technology. She
spent a lot of time as a child exploring
many of the ruins doting the area.
On one of these explorations she was
exposed to a gamma radiation pulse
from a malfunctioning piece of
technology which gifted her with magic
like powers.
The tribe thought she had been one of
the few blessed by sorceress powers nothing to unusual in Nimmeria - never
realizing the true origin of her powers
was mutangenic.
However the Technic League did know
the origin of her powers and sought to
capture her and perform experiments.
She was able to turn the first retrieval
squad to ash with nuclear fire that sprung
from her hand spontaneously.
But she knew her town would eventually
be obliterated by the League so she left
and lead a hermit's life for many years
honing her gift.
She has seen that the light in Torch has
gone out and believes the Technic
League is the cause. It is time to stop
hiding and use her gifts to destroy the
Technic League - beginning in Torch.
CHARACTER BACKSTORY

When Charisma casts a spell her eyes glow green with
radioactive fire.
Her spells will tend to be tinged green and when she gets angry
her skin turns a dark green.
Spells Known: 18
Wand of Magic Missile (7) - 1 charge per spell level. +1d6+1
charge every dawn.
Wand of Binding (7) (Not A) - Hold person/monster, DC17 2/5
charges. +1d6+1 charge every dawn.
Ring of Forcefangs. Absorbs 9 levels of force spells = 9 magic
missiles.
ADDITIONAL FEATURES & TRAITS

Bracers of Defence (A) - +2 AC
Voidfrost Cloak (A) - cold resistance, cold spells by +1 (range
attacks, damage die and and DCs), 1/day frost-nova (4d6, 20').
Moschen's Sphere (Legacy, A) - adv on Concentra'n checks,
resist to psychic dmg (1/2 dmg), as a react'n resist one type of
energy (acid, cold, lightning, fire, or thunder) - lasts 1 min - (lvl 15
next upgrade), shield active at all times, advantage on saving
throws against spells.
TREASURE
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