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Strilugg of the Scaly Tome

Sorcerer 6

dandeltacollins

Common, Deep Speech, Draconic, Infernal

CLASS & LEVEL PLAYER NAME
Dragonborn Sage (Milestone)
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INSPIRATION j ‘ === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS j === LANGUAGES ===
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30 ft. (Walking)
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=== ACTIONS === rest.
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge, === BONUS ACTIONS ===

Help, Hide, Ready, Search, Use an Object,

Convert Sorcery Points

1 igi . . -
O = Religion  INT Opportunity Attack, Grapple, Shove, Improvise, You can use your sorcery points to gain additional
-1 Sleight of Hand DEX wo-Weapon Fighting, Interact with an Object spell slots or sacrifice spell slots to gain additiona
@) gl Two-W Fighting, | ith an Obj Il sl ifi Il sl in additional
sorcery points as a bonus action.
O _-1 Stealth DEX Breath Weapon (Blue) * 1/ Short Rest
U CHARISMA O +1 Surival wis Asan action once per short rest, exhale in a 5 by === SPECIAIT ===
30 ft. line (DEX DC 13, half damage on success) for Elemental Affinity
2d6 Lightning Damage [6th] 3d6, [11th] 4d6, [16th When you cast a spell that deals damage of the
+ @) ghtning g
- 5d6 type associated with your draconic ancestry, you can
@] add +3 to one damage roll of that spell. At the same
0 Sorcery Points 6 / Long Rest time, you can spend 1 sorcery point to gain resistance
[ You have limiteduse - No limited use data available to that damage type for 1 hour.
sorcery points that vou reaain when vou finish a lona
\ SKILLS / \ ACTIONS )
i N
11 PASSIVE WISDOM (PERCEPTION) Dagger +4 1d4+1 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
14 Dagger +4 1d4+1 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
PASSIVE WISDOM (INSIGHT)
Quarterstaff +4 1d6+1 Bludgeoning  Simple, Versatile
PASSIVE INTELLIGENCE (INVESTIGATION . . .
14 ( ) Shocking Grasp +6 2d8 Lightning VIS
Unarmed Strike +4 2 Bludgeoning
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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 14, Spell Attack +6).
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.

| Blue Dragon « PHB
* Draconic Resilience « PHB 102
Your max HP increases by 6. When you aren’t wearing
armor, your AC equals 12.
* Font of Magic « PHB 101
You have 6 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: 6 / Long Rest ¢ 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic *« PHB 101
You gain the ability to twist spells to suit your needs.

| Empowered Spell « PHB

When you roll damage for a spell, you can spend 1
sorcery point to reroll up to 3 of the dice. You must use
the new rolls and you can use this option even if
you've already used another Metamagic option.

| Heightened Spell « PHB
When you cast a spell that forces a creature to make a
saving throw, you can spend 3 sorcery points to give
one target of the spell disadvantage on its first saving
throw made against the spell.

* Ability Score Improvement « PHB 102

* Elemental Affinity (Lightning) « PHB 102

When you cast a spell that deals damage of the type
associated with your draconic ancestry, you can add
+3 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.

| Elemental Affinity: Special

=== DRAGONBORN RACIAL TRAITS ===

* Draconic Ancestry « BR 34
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Blue Dragon « BR 34
Lightning

* Breath Weapon ¢« BR 34

Once per short rest as an action, exhale destructive
energy based on your Draconic Ancestry. Each
creature in the area must make a DC 13 saving throw
(type determined by your ancestry), taking 2d6 ([6th]
3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half
damage on a successful one.

| Blue Dragon * BR 34

AN
As an action once per short rest, exhale in a 5 by 30 ft.
line (DEX DC 13, half damage on success) for 2d6
Lightning Damage [6th] 3d6, [11th] 4d6, [16th] 5d6

| Breath Weapon (Blue): 1/ Short Rest * 1 Action
* Damage Resistance ¢ BR 34
You have resistance to the damage type associated

with your draconic ancestry.

| Blue Dragon « BR 34
Lightning Damage

FEATURES & TRAITS
\
Dagger 1 11b. Tinderbox 1 11b.
Quarterstaff 1 4 1b. Rations (1 day) 2 4 b.
Dagger 1 1lb. Waterskin 1 51b.
Spell Scroll (3rd Level) 1 -- Rope, Hempen (50 feet) 1 10 Ib.
Ink (1 ounce bottle) 1 - Small Knife 1 --
Book 1 51b.
Component Pouch 1 2 1b.
Backpack 1 5 lb.
Hammer 1 31b.
WEIGHT CARRIED Piton 10 2.51b.
50.2 b. Clothes, Common 1 31b.
ENCUMBERED Potion of Healing 1 0.5 Ib.
60 Ib. Ink Pen 1 -
PUSH/DRAG/LIFT Parchment (one sheet) 10 -
360 Ib. Torch 3 31b.
EQUIPMENT ))
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Male Medium
GENDER AGE SIZE HEIGHT WEIGHT
Neutral
ALIGNMENT FAITH SKIN EYES HAIR
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| ... speak ... slowly ... when talking
... toidiots, ... which ... almost ...
everyone ... is ... compared ... to
me.
PERSONALITY TRAITS
L~ 1
[ ~"1
Knowledge. The path to power and
self-improvement is through
knowledge. (Neutral)
IDEALS
L~ —~
[ ~"1
| have an ancient text that holds
terrible secrets that must not fall
into the wrong hands.
BONDS
L~ —~
[N "]
Unlocking an ancient mystery is worth the
price of a civilization.
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CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Blade Ward Sorcerer -- 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
O Dancing Lights <C> Sorcerer -- 1A 120 ft. V,S,M  concenuation, upto 1 mine - PHB 230 D: 1m, V/SIM
QO Poison Spray Sorcerer CON 14 1A 10 ft. V,S Instantaneous  PHB 266  V/S
O Light Sorcerer DEX 14 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
O Shocking Grasp Sorcerer +6 1A Touch V.S Instantaneous  PHB 275  V/S
=== 1st LEVEL === 4 Slots OO00
O Disguise Self Sorcerer -- 1A Self V.S 1 hour PHB 233 D:1h, VIS
O Chromatic Orb Sorcerer +6 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 Cloud of Daggers <C> Sorcerer -- 1A 60 ft./5 ft. Cube V,S,M  concentation.wpro1mine  PHB 222 D: 1m, 5 ft. Cube, V/S/M
O Misty Step Sorcerer -- 1BA  Self \Y Instantaneous  PHB 260 V
===3rd LEVEL === 3 Slots OO0
O Slow<C> Sorcerer WIS 14 1A 120 ft./40 ft. Cube  V,S,M  concenuation, wpro1minwe - PHB 277 D: 1m, 40 ft. Cube, V/IS/M
QO Lightning Bolt Sorcerer DEX 14 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 100 ft. Line, V/S/M
SPELLS
)\ {




