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Sorcerer 5 Ragashingo
CLASS & LEVEL PLAYER NAME

Fire Genasi Guild Artisan / Guild Merc (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
— ——
N
Strength \ /7 \
ARMOR Max HP Current HP Temp HP |
Dexterity
Constitution +1 15 37 -
Intelligence
Wisdom INITIATIVE CLASS \ HIT POINTS /
Charisma / y, 16 , \
— Resistances - Fire successes OO0
DEXTERITY raiLures O=O=0
+ 1 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Cr_ossbow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +1  Acrobatics DEX \ N Sling
‘ O _*0_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +4 Arcana INT 7 Glassblower's Tools
O -1 Athletics STR = —r === LANGUAGES ===
O _+2  Deception CHA ABILITY SAVE DC | Celestial, Common, Primordial
S==x F—
N —— O _+1  History INT
INTELLIGENCE .
® _+3 Insight wis (/ \
30 ft. (Walkin
+ 1 O _*2  Intimidation CHA ( 9)
O _*1  Investigation INT
’@ O +0 Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y O +o Perception wis N\
QO _+2  Performance CHA === ACTIONS === sorcery points as a bonus action.
+ O _ Standard Actions
® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, === SPECIAL ===
O +1 Religion INT Help, Hide, Ready, Search, Use an Object, Tides of Chaos « 1/ Long Rest
Q g Opportunity Attack, Grapple, Shove, Improvise, Once per long rest, you can gain advantage on one
> 3 O _*1_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object attack roll, ability check, or saving throw. Before you
regain use of this feature, the DM can have you roll on
O _#1_ Stealth DEX Sorcery Points 5/ Long Rest the Wild Magic Surge table after you cast a 1st level or
U CHARISMA ) . You have limiteduse - No limited use data available  higher spell. You then regain the use of this feature.
QO _+0_ Survival wis . ’ .
sorcery points that you regain when you finish a long
+ 2 O rest.
O === BONUS ACTIONS ===
o Convert Sorcery Points
- You can use your sorcery points to gain additional
spell slots or sacrifice spell slots to gain additional
\ SKILLS / ACTIONS )
4 N
10 PASSIVE WISDOM (PERCEPTION) Quarterstaff +2 1d6-1 Bludgeoning  Simple, Versatile
Fire Bolt +5 2d10 Fire VIS
13 PASSIVE WISDOM (INSIGHT)
Ray of Frost +5 2d8 Cold VIS
PASSIVE INTELLIGENCE (INVESTIGATION A
11 ( ) Produce Flame +6 2d8 Fire D: 10m, VIS
Darkvision 60 ft. Unarmed Strike +2 0 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS y
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=== 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 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Wild Magic

* Wild Magic Surge « PHB 103

Once per turn, the DM can have you roll a d20
immediately after you cast a sorcerer spell of 1st level
or higher. If you roll a 1, roll on the Wild Magic Surge
table to create a magical effect.

* Tides of Chaos » PHB 103

Once per long rest, you can gain advantage on one
attack roll, ability check, or saving throw. Before you
regain use of this feature, the DM can have you roll on
the Wild Magic Surge table after you cast a 1st level or
higher spell. You then regain the use of this feature.

| 1/ Long Rest « Special
* Font of Magic « PHB 101
You have 5 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: 5/ Long Rest * 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101

You gain the ability to twist spells to suit your needs.

| Quickened Spell « PHB
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

=== FIRE GENASI RACIAL TRAITS ===

* Darkvision « EE
You can see in darkness (shades of red) up to 60 ft.

* Fire Resistance « EE
You have resistance to fire damage.

* Reach to the Blaze « EE

You know the produce flame cantrip. At 3rd level, you
can cast burning hands once per long rest. CON is
your spellcasting ability.

=== FEATS ===

* Elemental Adept (Fire) « PHB

Spells you cast ignore resistance to fire damage, and
when you roll damage for a spell you cast that deals
fire damage, you can treat any 1 on a damage die as a
2.

FEATURES & TRAITS
Elven Chain 1 20 Ib.
Dagger 1 1lb.
Dagger 1 1lb.
Quarterstaff 1 4 1b.
Crystal 1 1lb.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Clothes, Traveler's 1 4 1b.
Mess Kit 1 11b.
WEIGHT CARRIED Rations (1 day) 10 20 Ib.
95 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 11b.
0lb. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
0 Ib. Glassblower's Tools 1 5 lb.

EQUIPMENT
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Medium
GENDER AGE SIZE WEIGHT
Chaotic Good
ALIGNMENT FAITH SKIN HAIR
E—— —

A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

by \
/Ibelieve that anything worth doing is worth N
doing right. | can’'t help it — I'm a
perfectionist.
PERSONALITY TRAITS
L~ 1
[ ~"1
People. I'm committed to the people | care
about, not to ideals. (Neutral)
IDEALS
L~ —~
[ ~"1
BONDS
L~ —~
[N ~~"]
N FLAwS .

-

~

-
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CHARACTER BACKSTORY

ADDITIONAL NOTES




Sorcerer

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li .‘\
=== CANTRIPS === (At Will)
O Blade Ward Sorcerer -- 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
QO Control Flames Sorcerer - 1A 60 ft. S Instantaneous  EE 152 S
QO Fire Bolt Sorcerer +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Mending Sorcerer - im Touch V,S,M Instantaneous PHB 259 VISIM
O Ray of Frost Sorcerer +5 1A 60 ft. V,S Instantaneous  PHB 271 VIS
O Produce Flame Fire Genasi +6 1A Self V,S 10 minutes PHB 269 D: 10m, V/S
=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Sorcerer - iR Self 1 round EE 150 D: 1Rnd, S
O Burning Hands Fire Genasi DEX14 1A Self/15 ft. Cone V,S Instantaneous  PHB 220  1/LR, 15 ft. Cone, V/S
===2nd LEVEL === 3 Slots 000
O Blur<C> Sorcerer - 1A Self A\ Concentration, upto tminte . PHB 219 D:1m,V
O Shatter Sorcerer CON 13 1A 60 ft./10 ft. Sphere V,S,M Instantaneous PHB 275 10 ft. Sphere, V/IS/M
O Scorching Ray Sorcerer +5 1A 120 ft. V,S Instantaneous  PHB 273 VIS
===3rd LEVEL === 2 Slots 0O
O Fireball Sorcerer DEX 13 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous PHB 241 20 ft. Sphere, V/SIM
O Fly<C> Sorcerer - 1A Touch V,S,M  concenvaton.wprotommues - PHB 243 D: 10m, V/S/IM
R SPELLS N
)\ {




