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® _*7_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, War Caster
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1 8 ) type associated with your draconic ancestry, you can
=== BONUS ACTIONS === add +4 to one damage roll of that spell. At the same
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o You can use your sorcery points to gain additional to that damage type for 1 hour.
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10 PASSIVE PERCEPTION Dagger +4 1d4+1 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +4 1d4+1 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
13 PASSIVE INSIGHT
Fire Bolt +7 2d10 Fire VIS
12 PASSIVE INVESTIGATION : .
Unarmed Strike +2 0 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 15, Spell Attack +7).
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 6. When you aren’t wearing
armor, your AC equals 14.
* 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.

| 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.

| Metamagic - Quickened Spell: Special

| 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.

| Metamagic - Twinned Spell: Special
* Ability Score Improvement « PHB 102

* Elemental Affinity (Fire) « PHB 102

When you cast a spell that deals damage of the type
associated with your draconic ancestry, you can add
+4 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

=== VARIANT HUMAN SPECIES TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

*Feat » BR 31

You gain one feat of your choice.

=== FEATS ===

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

EQUIPMENT

FEATURES & TRAITS
Dagger 1 1lb Waterskin 1 51b.
Dagger 1 11b.
Dagger 1 11b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Amulet 1 11b.
Vestments 1 -
Arcane Focus 1 -
Crowbar 1 5 Ib.
WEIGHT CARRIED Hammer 1 31b.
68.5 Ib. Piton 10 2.51b.
ENCUMBERED Rations (1 day) 10 20 1.
120 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11b.
240 |b. Torch 10 10 Ib.
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=== CANTRIPS === (At Will)
QO Fire Bolt Sorcerer +7 1A 120 ft. V,S Instantaneous  PHB 242 VIS
Q Friends Sorcerer -- 1A Self SM Concentration, upto 1 minwte  PHB 244 D: 1m, S/IM
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, V/S
QO Poison Spray Sorcerer CON 15 1A 10 ft. V.S Instantaneous  PHB 266  V/S
O Blade Ward Sorcerer - 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
=== 1st LEVEL === 4 Slots OO00
O Burning Hands Sorcerer DEX 15 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
O Shield Sorcerer - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Detect Magic Sorcerer - 1A Self/30 ft. Sphere  V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
===2nd LEVEL === 3 Slots 000
O Scorching Ray Sorcerer +7 1A 120 ft. V.S Instantaneous  PHB 273 VIS
O Suggestion Sorcerer WIS 15 1A 30 ft. V,M Concentration, upo8hows - PHB 279 D: 8h, VIM
===3rd LEVEL === 3 Slots 000
O Fear Sorcerer WIS 15 1A Self/30 ft. Cone V,S,M  concenration. wpro1minwe - PHB 239 D: 1m, 30 ft. Cone, V/IS/M
O Fireball Sorcerer DEX 15 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous PHB 241 20 ft. Sphere, V/SIM
SPELLS
3\ P2
)\ {






