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Bucca

CHARACTER NAME

L \\

21 1,70 50kg
AGE HEIGHT WEIGHT
jetblack grey white
EYES SKIN HAIR

grey-skinned Tiefling,
six-fingered hands, small horns,
pointed fangs, the left arm
covered in black scales, the right
arm covered in a tattoo that
seems to be moving

ALLIES & ORGANIZATIONS

-
—~

CHARACTER BACKSTORY

Feature: Criminal Contact (PHB p.129)

Ghost Step Tattoo

TCE p128

Wondrous item (tattoo), very rare (requires attunement)

Produced by a special needle, this tattoo shifts and wavers on the skin, parts of it appearing blurred.

Ghostly Form. The tattoo has 3 charges, and it regains all expended charges daily at dawn. As a bonus action while the tattoo is on
your skin, you can expend 1 of the tattoo's charges to become incorporeal until the end of your next turn. For the duration, you gain
the following benefits:

You have resistance to bludgeoning, piercing, and slashing damage from nonmagical attacks.

You can't be grappled or restrained.

You can move through creatures and solid objects as if they were difficult terrain. If you end your turn in a solid object, you take 1d10
force damage. If the effect ends while you are inside a solid object, you instead are shunted to the nearest unoccupied space, and
you take 1d10 force damage for every 5 feet traveled.

Pearl of Power

While this pearl is on your person, you can use an action to speak its command word and regain one expended spell slot. If the
expended slot was of 4th level or higher, the new slot is 3rd level. Once you have used the pearl, it can't be used again until the next
dawn.

ADDITIONAL FEATURES & TRAITS

Light crossbow (+20 bolts), component pouch, arcane focus
(prominent eyebrow piercing), a backpack, a bedroll, a mess kit, a
tinderbox, 10 torches, 10 days of rations, and a waterskin 50 feet
of hempen rope, 2 daggers

TREASURE



Marius
Textbox

Marius
Textbox
grey-skinned Tiefling, six-fingered hands, small horns, pointed fangs, the left arm covered in black scales, the right arm covered in a tattoo that seems to be moving


	Front_Character Name: Bucca
	Front_Race: Tiefling
	Front_Background: Criminal (Enforcer)
	Front_Alignment: Chaotic neutral
	Front_XP: 
	Front_Level: 5
	Front_Archetype: Draconic Bloodline
	Front_Proficiency: +3
	Front_Passive Perception: 
	Front_Inspiration: 
	Front_Passive Insight: 
	Front_Str Mod: -1
	Front_Str Score: 8
	Front_Dex Mod: +3
	Front_Dex Score: 17
	Front_Con Mod: +2
	Front_Con Score: 14
	Front_Int Mod: +1
	Front_Int Score: 13
	Front_Wis Mod: 0
	Front_Wis Score: 10
	Front_Cha Mod: +4
	Front_Cha Score: 18
	Front_Save Str: Off
	Front_Str Save Throw: 
	Front_Expertise Athletics: Off
	Front_Proficiency Athletics: Off
	Front_Skill Athletics: 
	Front_Save Dex: Off
	Front_Dex Save Throw: 
	Front_Expertise Acrobatics: Off
	Front_Proficiency Acrobatics: Off
	Front_Skill Acrobatics: 
	Front_Expertise Sleight of Hand: Off
	Front_Proficiency Sleight of Hand: Off
	Front_Skill Sleight of Hand: 
	Front_Expertise Stealth: Off
	Front_Proficiency Stealth: Yes
	Front_Skill Stealth: +6
	Front_Save Con: Yes
	Front_Con Save Throw: 
	Front_Save Int: Off
	Front_Int Save Throw: 
	Front_Expertise Arcana: Off
	Front_Proficiency Arcana: Yes
	Front_Skill Arcana: +4
	Front_Expertise History: Off
	Front_Proficiency History: Off
	Front_Skill History: 
	Front_Expertise Investigation: Off
	Front_Proficiency Investigation: Off
	Front_Skill Investigation: 
	Front_Expertise Nature: Off
	Front_Proficiency Nature: Off
	Front_Skill Nature: 
	Front_Expertise Religion: Off
	Front_Proficiency Religion: Off
	Front_Skill Religion: 
	Front_Save Wis: Off
	Front_Wis Save Throw: 
	Front_Expertise Animal Handling: Off
	Front_Proficiency Animal Handling: Off
	Front_Skill Animal Handling: 
	Front_Expertise Insight: Off
	Front_Proficiency Insight: Off
	Front_Skill Insight: 
	Front_Expertise Medicine: Off
	Front_Proficiency Medicine: Off
	Front_Skill Medicine: 
	Front_Expertise Perception: Off
	Front_Proficiency Perception: Off
	Front_Skill Perception: 
	Front_Expertise Survival: Off
	Front_Proficiency Survival: Off
	Front_Skill Survival: 
	Front_Save Cha: Yes
	Front_Cha Save Throw: 
	Front_Expertise Deception: Off
	Front_Proficiency Deception: Yes
	Front_Skill Deception: +7
	Front_Expertise Intimidation: Off
	Front_Proficiency Intimidation: Yes
	Front_Skill Intimidation: +7
	Front_Expertise Performance: Off
	Front_Proficiency Performance: Off
	Front_Skill Performance: 
	Front_Expertise Persuasion: Off
	Front_Proficiency Persuasion: Off
	Front_Skill Persuasion: 
	Front_Racial Traits: wings (40 ft flying speed), Darkvisiom 60ft, hellish restistance (resistance to fire damage)
	Front_Light Armour: Off
	Front_Medium Armour: Off
	Front_Heavy Armour: Off
	Front_Simple Weapons: Off
	Front_Martial Weapons: Off
	Front_Shields: Off
	Front_Languages: Common, Infernal,
	Front_Tools: "Three manticors, 2 elves"-cards, thieves tools, daggers, darts, slings, quarterstaffs, light crossbows
	Front_AC: 16
	Front_Shield Bonus: 
	Front_Initiative: +3
	Front_Speed: 30
	Front_Max HP: 31
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Total Hit Dice: 5
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: 
	Front_Weapon Atk Bonus 1: 
	Front_Weapon Damage 1: 
	Front_Weapon Name 2: 
	Front_Weapon Atk Bonus 2: 
	Front_Weapon Damage 2: 
	Front_Weapon Name 3: 
	Front_Weapon Atk Bonus 3: 
	Front_Weapon Damage 3: 
	Front_Spell Atk: +7
	Front_Spell DC: 15
	Front_Sorcery Points Used: 
	Front_Sorcery Points Total: 5
	Front_Metamagic Options: When you cast a spell that deals a type of damage from the following list, you can spend 1 sorcery point to change that damage type to one of the other listed types: acid, cold, fire, lightning, poison, thunder.
 
Source: TCE, page 66
 
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.
	Front_Metamagic Known: 2
	Front_Spell Attack Name 1: 
	Front_Spell Range 1: 
	Front_Spell Casting Time 1: 
	Front_Spell Save 1: 
	Front_Spell Effect 1: 
	Front_Spell Concentration 1: Off
	Front_Spell Attack Name 2: 
	Front_Spell Range 2: 
	Front_Spell Casting Time 2: 
	Front_Spell Save 2: 
	Front_Spell Effect 2: 
	Front_Spell Concentration 2: Off
	Front_Spell Attack Name 3: 
	Front_Spell Range 3: 
	Front_Spell Casting Time 3: 
	Front_Spell Save 3: 
	Front_Spell Effect 3: 
	Front_Spell Concentration 3: Off
	Front_Spell Attack Name 4: 
	Front_Spell Range 4: 
	Front_Spell Casting Time 4: 
	Front_Spell Save 4: 
	Front_Spell Effect 4: 
	Front_Spell Concentration 4: Off
	Front_Spell Slot 1st 1: Yes
	Front_Spell Slot 1st 2: Yes
	Front_Spell Slot 1st 3: Yes
	Front_Spell Slot 1st 4: Yes
	Front_Spell Slot 2nd 1: Yes
	Front_Spell Slot 2nd 2: Yes
	Front_Spell Slot 2nd 3: Yes
	Front_Spell Slot 3rd 1: Yes
	Front_Spell Slot 3rd 2: Yes
	Front_Spell Slot 3rd 3: Off
	Front_Spell Slot 4th 1: Off
	Front_Spell Slot 4th 2: Off
	Front_Spell Slot 4th 3: Off
	Front_Spell Slot 5th 1: Off
	Front_Spell Slot 5th 2: Off
	Front_Spell Slot 5th 3: Off
	Front_Spell Slot 6th 1: Off
	Front_Spell Slot 6th 2: Off
	Front_Spell Slot 7th 1: Off
	Front_Spell Slot 7th 2: Off
	Front_Spell Slot 8th 1: Off
	Front_Spell Slot 9th 1: Off
	Front_Cantrips Known: 4
	Front_Sorcerous Origin 1: At 1st level, your hit point maximum increases by 1 and increases by 1 again whenever you gain a level in this class.
 
Additionally, parts of your skin are covered by a thin sheen of dragon-like scales. When you aren’t wearing armor, your AC equals 13 + your Dexterity modifier.
	Front_Sorcerous Origin 6: 
	Front_Sorcerous Origin 14: 
	Front_Sorcerous Origin 18: 
	Front_Spell Level 1: C
	Front_Spell Ritual 1: Off
	Front_Spell Name 1: Acid Splash
	Front_Spell Level 2: C
	Front_Spell Ritual 2: Off
	Front_Spell Name 2: Fire Bolt
	Front_Spell Level 3: C
	Front_Spell Ritual 3: Off
	Front_Spell Name 3: Minor Illusion
	Front_Spell Level 4: C
	Front_Spell Ritual 4: Off
	Front_Spell Name 4: Blade Ward
	Front_Spell Level 5: 1
	Front_Spell Ritual 5: Off
	Front_Spell Name 5: Chaos Bolt
	Front_Spell Level 6: 1
	Front_Spell Ritual 6: Off
	Front_Spell Name 6: Tasha's Caustic Brew
	Front_Spell Level 7: 1
	Front_Spell Ritual 7: Off
	Front_Spell Name 7: Shield
	Front_Spell Level 8: 1
	Front_Spell Ritual 8: Off
	Front_Spell Name 8: Charm Person
	Front_Spell Level 9: 2
	Front_Spell Ritual 9: Off
	Front_Spell Name 9: Tasha's Mind Whip
	Front_Spell Level 10: 3
	Front_Spell Ritual 10: Off
	Front_Spell Name 10: Fireball
	Front_Spell Level 11: 
	Front_Spell Ritual 11: Off
	Front_Spell Name 11: 
	Front_Spell Level 12: 
	Front_Spell Ritual 12: Off
	Front_Spell Name 12: 
	Front_Spell Level 13: 
	Front_Spell Ritual 13: Off
	Front_Spell Name 13: 
	Front_Spell Level 14: 
	Front_Spell Ritual 14: Off
	Front_Spell Name 14: 
	Front_Spell Level 15: 
	Front_Spell Ritual 15: Off
	Front_Spell Name 15: 
	Front_Spell Level 16: 
	Front_Spell Ritual 16: Off
	Front_Spell Name 16: 
	Front_Spell Level 17: C
	Front_Spell Ritual 17: Off
	Front_Spell Name 17: Mage Hand
	Front_Spell Level 18: 
	Front_Spell Ritual 18: Off
	Front_Spell Name 18: 
	Front_Spell Level 19: 
	Front_Spell Ritual 19: Off
	Front_Spell Name 19: 
	Front_Spell Level 20: 
	Front_Spell Ritual 20: Off
	Front_Spell Name 20: 
	Front_Spell Level 21: 
	Front_Spell Ritual 21: Off
	Front_Spell Name 21: 
	Front_Spell Level 22: 
	Front_Spell Ritual 22: Off
	Front_Spell Name 22: 
	Front_Spell Level 23: 
	Front_Spell Ritual 23: Off
	Front_Spell Name 23: 
	Front_Spell Level 24: 
	Front_Spell Ritual 24: Off
	Front_Spell Name 24: 
	Front_Spell Level 25: 
	Front_Spell Ritual 25: Off
	Front_Spell Name 25: 
	Front_Spell Level 26: 
	Front_Spell Ritual 26: Off
	Front_Spell Name 26: 
	Front_Spell Level 27: 
	Front_Spell Ritual 27: Off
	Front_Spell Name 27: 
	Front_Spell Level 28: 
	Front_Spell Ritual 28: Off
	Front_Spell Name 28: 
	Front_Spell Level 29: 
	Front_Spell Ritual 29: Off
	Front_Spell Name 29: 
	Front_Spell Level 30: 
	Front_Spell Ritual 30: Off
	Front_Spell Name 30: 
	Front_Spell Level 31: 
	Front_Spell Ritual 31: Off
	Front_Spell Name 31: 
	Front_Spell Level 32: 
	Front_Spell Ritual 32: Off
	Front_Spell Name 32: 
	CharacterName 2: Bucca
	Age: 21
	Height: 1,70
	Weight: 50kg
	Eyes: jetblack
	Skin: grey
	Hair: white
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: Feature: Criminal Contact (PHB p.129)
 
Ghost Step Tattoo
TCE p128
Wondrous item (tattoo), very rare (requires attunement)
Produced by a special needle, this tattoo shifts and wavers on the skin, parts of it appearing blurred.
 
Ghostly Form. The tattoo has 3 charges, and it regains all expended charges daily at dawn. As a bonus action while the tattoo is on your skin, you can expend 1 of the tattoo's charges to become incorporeal until the end of your next turn. For the duration, you gain the following benefits:
You have resistance to bludgeoning, piercing, and slashing damage from nonmagical attacks.
You can't be grappled or restrained.
You can move through creatures and solid objects as if they were difficult terrain. If you end your turn in a solid object, you take 1d10 force damage. If the effect ends while you are inside a solid object, you instead are shunted to the nearest unoccupied space, and you take 1d10 force damage for every 5 feet traveled.
 
Pearl of Power
While this pearl is on your person, you can use an action to speak its command word and regain one expended spell slot. If the expended slot was of 4th level or higher, the new slot is 3rd level. Once you have used the pearl, it can't be used again until the next dawn.
	Treasure: Light crossbow (+20 bolts), component pouch, arcane focus (prominent eyebrow piercing), a backpack, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days of rations, and a waterskin 50 feet of hempen rope, 2 daggers


