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Sorcerer 5 themrdwarf
CLASS & LEVEL PLAYER NAME
Fire Genasi Custom Background 6,500
RACE BACKGROUND EXPERIENCE POINTS
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+1 14 44 --
INITIATIVE CLASS \ HIT POINTS J
/4 // 5d6 / \
Resistances - Fire successes OO0
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j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === LANGUAGES ===
2 Common, Draconic, Primordial
ABILITY SAVE DC |
S==x N
/ N\
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Sorcery Points * 5/ Long Rest

You have limiteduse - No limited use data available
sorcery points that you regain when you finish a long
rest.

=== BONUS ACTIONS ===
Convert Sorcery Points

You can use your sorcery points to gain additional
spell slots or sacrifice spell slots to aain additional

sorcery points as a bonus action.

=== SPECIAL ===
Metamagic - Quickened Spell

When you cast a spell that has a casting time of 1
action, you can spend <strong>2 sorcery
points</strong> to change the casting time to 1 bonus
action for this casting.

Metamagic - Twinned Spell

You can spend sorcery points equal to a
<strong>spell's level</strong> (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.

Darkvision 60 ft.

SENSES 3

SKILLS \ ACTIONS )
4 N
11 eassvewisoow perception Fire Bolt +6 2d10 Fire VIS
11 PASSIVEISDOM (NSIGHT) Shocking Grasp +6 2d8 Lightning VIS
Produce Flame +6 2d8 Fire D: 10m, VIS
10 PASSIVE INTELLICENCE (INVESTICATION) Unarmed Strike +2 0 Bludgeoning
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Azara Flamelock
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Fire Genasi Custom Background 6,500
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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.

| Red Dragon « PHB
* Draconic Resilience « PHB 102
Your max HP increases by 5. When you aren’t wearing
armor, your AC equals 14.
* 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 <strong>2 sorcery
points</strong> to change the casting time to 1 bonus
action for this casting.

| Metamagic - Quickened Spell: Special

| Twinned Spell « PHB
You can spend sorcery points equal to a
<strong>spell's level</strong> (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.

| Metamagic - Twinned Spell: Special

* Ability Score Improvement « PHB 102

=== FIRE GENASI RACIAL TRAITS ===
* Ability Score Increase * EE

* 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.

N

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT

FEATURES & TRAITS
Dagger 1 11b.
Dagger 1 11b.
Crossbow, light 1 5 lb.
Backpack 1 5 lb.
Arcane Focus 1 -
Crowbar 1 51b.
Hammer 1 31b.
Piton 10 251b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
68.5 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
120 Ib. Waterskin 1 51b
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Male 18 Medium 6ft 165
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Evil Beige Red Flames
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=== Allies === 7 ] - N\
Ruthless, manipulative,
Azara is likely to ally with those who can help him ambitious
achieve his goals, such as other power-hungry !
individuals or those with valuable resources.
PERSONALITY TRAITS
L~ 1
[ "]
Amass Power, Control and Dominance,
Challenge the divine
IDEALS
L~ 1
[ "]
BONDS
L~ 1
[N "]
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Origin:

Azara Flamelock was born amidst the smoldering
ruins of a once-thriving village, now a charred
wasteland after a devastating volcanic eruption.
His mother, a human who had been caught in the
disaster, gave birth to him just moments before
succumbing to the fiery inferno. Azara's father, a
Geni from the immmortal plane, had been drawn
to the eruption and witnessed his son's birth.
Infused with the raw power of fire, Azara was a
true Fire Genasi, a child of both the mortal and
immortal planes.

Early Life:

Growing up in the desolate remains of the village,
Azara was taken in by a band of outcasts and
nomads who had learned to survive in the harsh
environment. They recognized the unique power
within him and taught him to harness his elemental
heritage. Azara quickly mastered the art of
sorcery, his spells fueled by the primal fire that
coursed through his veins. His early life was one
of survival and struggle, forging his resolve and
independence.

Draconic Bloodline:

Azara's draconic heritage manifested early,
granting him a natural affinity for fire and imbuing
his skin with a faint, scaled texture. The power of
his red dragon ancestry gave him resilience
against fire and enhanced his sorcerous abilities.
This bloodline connection also instilled in him a
sense of superiority and ambition, traits common
to the mighty red dragons.

Turning Point:

As Azara grew, so did his ambition and thirst for
power. He felt no allegiance to the fragile humans
who had taken him in, nor did he care for the
elemental forces that birthed him. Instead, he
sought to carve his own path, driven by a desire to

CHARACTER BACKSTORY

ADDITIONAL NOTES




Sorcerer
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=== CANTRIPS === (At Will)
QO Fire Bolt Sorcerer +6 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Thunderclap Sorcerer CON 14 1A 5 ft. S Instantaneous  EE 168 S
QO Shocking Grasp Sorcerer +6 1A Touch V,S Instantaneous  PHB 275 V/S
O Produce Flame Reach to the Blaze +6 1A Self V,S 10 minutes PHB 269 D: 10m, VIS
=== 1st LEVEL === 4 Slots OO00
O Burning Hands Sorcerer DEX 14 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
O Burning Hands Reach to the Blaze DEX 14 1A Self/15 ft. Cone V,S Instantaneous  PHB 220  1/LR, 15 ft. Cone, V/S
===2nd LEVEL === 3 Slots 000
O Hold Person <C> Sorcerer wIs 14 1A 60 ft. V,S,M  concentation, upro1minwe - PHB 251 D: 1m, V/S/M
O Scorching Ray Sorcerer +6 1A 120 ft. V.S Instantaneous  PHB 273 V/S
===3rd LEVEL === 2 Slots OO
O Counterspell Sorcerer - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Fireball Sorcerer DEX 14 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous PHB 241 20 ft. Sphere, V/SIM
O Haste <C> Sorcerer - 1A 30 ft. V,S,M  concentration, upto 1mincte - PHB 250 D: 1m, VISIM
SPELLS
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