Sorcerer (9)

Volksheld

CLASS & LEVEL

Aes Baaz
CHARACTER NAME

BACKGROUND

Tayfun
PLAYER NAME

Dragonborn

Neutral Good

50400

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

+3

16
+4

+3

ARMOR
CLASS

PROFICIENCY BONUS

30

INITIATIVE

SPEED
PERSONALITY TRAITS

16
Hit Point Maximum

+3 Strength
DEXTERITY

+3

82

+3 Dexterity
●

+7 Constitution
CURRENT HIT POINTS

IDEALS

TEMPORARY HIT POINTS

BONDS

+2 Intelligence

+2 Wisdom

16
●

+9 Charisma

CONSTITUTION

SAVING THROWS

+3

Total 9d6

+3 Acrobatics (Dex)

16

●

●

INTELLIGENCE

SUCCESSES

+6 Animal Handling (Wis)

+6

FAILURES

Arcana (Int)

HIT DICE

DEATH SAVES

FLAWS

+3 Athletics (Str)

+2

+5 Deception (Cha)

NAME

+2 History (Int)
+2 Insight (Wis)

14
●

+9 Intimidation (Cha)

+2 Investigation (Int)

WISDOM

+2 Medicine (Wis)

+2

+2 Nature (Int)

+5 Performance (Cha)
+5 Persuasion (Cha)

CHARISMA

+7

1d4 + 3 piercing

Crossbow, light

+7

1d8 + 3 piercing

Quarterstaff

+7

1d6 + 3 bludgeoning

Damage Resistances: fire
(additional features & traits on
last page)

- Breath Weapon. Fire, 5 x 30
ft. line, 3d6 fire damage,
DC15 dex save.

+2 Perception (Wis)

15

ATK BONUS DAMAGE/TYPE

Dagger

+2 Religion (Int)

+5

+3 Sleight of Hand (Dex)

+3 Stealth (Dex)

20

●

+6 Survival (Wis)
SKILLS

12

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Weapon Proficiencies:
Crossbow, light; Dagger; Dart;
Quarterstaff; Sling

SP

EP

GP

Language Proficiencies:
Common; Draconic; Giant;
Infernal
OTHER PROFICIENCIES & LANGUAGES

PP

193

Pouch (1); Clothes,
common (1); Waterskin (1);
Candle (1); Book (1);
Bedroll (1); Incense (5);
Rations (1 day) (10);
Jeweler's Tools (1); ring of
warmth (1); Rope, hempen
(1); Knochen Kopf Fisch
schnitzerei Golddrache (1);
Vestements (1); Tinderbox
(1); Mess kit (1); Backpack
(1); Torch (10); Component
pouch (1); handy haversack
(1)
EQUIPMENT
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FEATURES & TRAITS

Aes Baaz
CHARACTER NAME

22

1.90

AGE

HEIGHT

100
WEIGHT

Blau

Messing

/

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Aes Baaz wurde von seinem Clan ausgeschickt um die
Legendäre rüstung seines Ahnes zu finden die im hohen norden
verschollen ist genau wie sein Ahn.

TREASURE

CHARACTER BACKSTORY
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Sorcerer
SPELLCASTING
CLASS

0

CANTRIPS

3

Fire Bolt

Fireball

Light

Fly

3

Charisma

17

+9

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Mage Hand
Minor Illusion
Prestidigitation

SPELL
LEVEL

SLOTS TOTAL

1

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

Detect Magic
Magic Missile

4

3

Shield

SPELLS KNOWN

Greater Invisibility
Ice Storm

8

2

3

Alter Self

Scorching Ray

5

1

Cone of Cold

9
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FEATURES & TRAITS

----------Bonus Actions---------Flexible Casting. You can convert sorcery points into spell slots (level - point cost: 1st - 2, 2nd - 3, 3rd - 5,
4th - 6, 5th - 7). You can also convert spell slots into sorcery points equal to the slot's level.
-----------Other Traits-----------Draconic Resilience. +1 HP/level, unarmored AC 13 + DEX modifier.
Dragon Hide. You can use your claws as 1d4 slashing natural weapons, have a base AC of 13.
Elemental Adept. Your Spells that deal one of acid/cold/fire/lightning/thunder ignore resistance, and you
can treat rolled 1s as 2s for those spells.
Elemental Affinity. Add CHA mod to one damage roll of a spell that deals fire damage, you may also spend
1 sorcery pt. to gain resistance to that damage type for an hr.
Extended Spell. Spend 1 sorcery pt. to double the duration of a spell to a max 24 hrs.
Sorcery Points. You have 9 sorcery points (use 9 times/long rest).
Twinned Spell. Spend X sorcery pts. (min 1) to target two creatures with a single target spell, where X is
the spell level.
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Level-2 transmutation

Level-5 evocation

Level-1 divination

Alter Self

Cone of Cold

Detect Magic

1 act.
Self
V,S
Conc, 1 hr
You assume a different form. When you cast
the spell, choose one of the following options,
the effects of which last for the duration of the
spell. While the spell lasts, you can end one
option as an action to gain the benefits of a
different one. Aquatic Adaptation. You adapt
your body to an aquatic environment,
sprouting gills and growing webbing between
your fingers. You can breathe underwater and
gain a swimming speed equal to your walking
speed. Change Appearance. You transform
your appearance. You decide what you look
like, including your height, weight, facial
features, sound of your voice, hair length,
coloration, and distinguishing characteristics,
if any. You can make yourself appear as a
member of another race, though none of your
statistics change. You also can't appear as a
creature of a different size than you, and your
basic shape stays the same; if you're bipedal,
you can't use this spell to become

1 act.
Self
V,S,M
Inst
A blast of cold air erupts from your hands.
Each creature in a 60-foot cone must make a
Constitution saving throw. A creature takes
8d8 cold damage on a failed save, or half as
much damage on a successful one. A creature
killed by this spell becomes a frozen statue
until it thaws. At Higher Levels. When you
cast this spell using a spell slot of 6th level or
higher, the damage increases by 1d8 for each
slot level above 5th.

1 act.
Self
V,S
Conc, 10 mins
For the duration, you sense the presence of
magic within 30 feet of you. If you sense magic
in this way, you can use your action to see a
faint aura around any visible creature or
object in the area that bears magic, and you
learn its school of magic, if any. The spell can
penetrate most barriers, but it is blocked by 1
foot of stone, 1 inch of common metal, a thin
sheet of lead, or 3 feet of wood or dirt.
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DC 17 Mod +9

DC 17 Mod +9

DC 17 Mod +9

Evocation cantrip

Level-3 evocation

Level-3 transmutation

Fire Bolt

Fireball

Fly

1 act.
120 ft
V,S
Inst
You hurl a mote of fire at a creature or object
within range. Make a ranged spell attack
against the target. On a hit, the target takes
1d10 fire damage. A flammable object hit by
this spell ignites if it isn’t being worn or
carried. This spell’s damage increases by 1d10
when you reach 5th level (2d10), 11th level
(3d10), and 17th level (4d10).

1 act.
150 ft
V,S,M
Inst
A bright streak flashes from your pointing
finger to a point you choose within range and
then blossoms with a low roar into an
explosion of flame. Each creature in a
20-foot-radius sphere centered on that point
must make a Dexterity saving throw. A target
takes 8d6 fire damage on a failed save, or half
as much damage on a successful one. The fire
spreads around corners. It ignites flammable
objects in the area that aren't being worn or
carried. At Higher Levels. When you cast this
spell using a spell slot of 4th level or higher,
the damage increases by 1d6 for each slot level
above 3rd.

1 act.
Touch
V,S,M
Conc, 10 mins
You touch a willing creature. The target gains
a flying speed of 60 feet for the duration.
When the spell ends, the target falls if it is still
aloft, unless it can stop the fall. At Higher
Levels. When you cast this spell using a spell
slot of 4th level or higher, you can target one
additional creature for each slot level above
3rd.
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Level-4 illusion

Level-4 evocation

Evocation cantrip

Greater Invisibility

Ice Storm

Light

1 act.
Touch V,S
Conc, 1 min
You or a creature you touch becomes invisible
until the spell ends. Anything the target is
wearing or carrying is invisible as long as it is
on the target's person.

1 act.
300 ft
V,S,M
Inst
A hail of rock-hard ice pounds to the ground
in a 20- foot-radius, 40-foot-high cylinder
centered on a point within range. Each
creature in the cylinder must make a Dexterity
saving throw. A creature takes 2d8
bludgeoning damage and 4d6 cold damage on
a failed save, or half as much damage on a
successful one. Hailstones turn the storm's
area of effect into difficult terrain until the end
of your next turn. At Higher Levels. When you
cast this spell using a spell slot of 5th level or
higher, the bludgeoning damage increases by
1d8 for each slot level above 4th.

1 act.
Touch
V,M
1 hr
You touch one object that is no larger than 10
feet in any dimension. Until the spell ends, the
object sheds bright light in a 20-foot radius
and dim light for an additional 20 feet. The
light can be colored as you like. Completely
covering the object with something opaque
blocks the light. The spell ends if you cast it
again or dismiss it as an action. If you target
an object held or worn by a hostile creature,
that creature must succeed on a Dexterity
saving throw to avoid the spell.
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Page 1 (reverse)
Alter Self (reverse)

quadrupedal, for instance. At any time for the
duration of the spell, you can use your action
to change your appearance in this way again.
Natural Weapons. You grow claws, fangs,
spines, horns, or a different natural weapon of
your choice. Your unarmed strikes deal 1d6
bludgeoning, piercing, or slashing damage, as
appropriate to the natural weapon you chose,
and you are proficient with your unarmed
strikes. Finally, the natural weapon is magic
and you have a +1 bonus to the attack and
damage rolls you make using it.
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Conjuration cantrip

Level-1 evocation

Illusion cantrip

Mage Hand

Magic Missile

Minor Illusion

1 act.
30 ft
V,S
1 min
A spectral, floating hand appears at a point
you choose within range. The hand lasts for
the duration or until you dismiss it as an
action. The hand vanishes if it is ever more
than 30 feet away from you or if you cast this
spell again. You can use your action to control
the hand. You can use the hand to manipulate
an object, open an unlocked door or container,
stow or retrieve an item from an open
container, or pour the contents out of a vial.
You can move the hand up to 30 feet each time
you use it. The hand can't attack, activate
magic items, or carry more than 10 pounds.

1 act.
120 ft
V,S
Inst
You create three glowing darts of magical
force. Each dart hits a creature of your choice
that you can see within range. A dart deals 1d4
+ 1 force damage to its target. The darts all
strike simultaneously, and you can direct
them to hit one creature or several. At Higher
Levels. When you cast this spell using a spell
slot of 2nd level or higher, the spell creates
one more dart for each slot level above 1st.

1 act.
30 ft
S,M
1 min
You create a sound or an image of an object
within range that lasts for the duration. The
illusion also ends if you dismiss it as an action
or cast this spell again. If you create a sound,
its volume can range from a whisper to a
scream. It can be your voice, someone else's
voice, a lion's roar, a beating of drums, or any
other sound you choose. The sound continues
unabated throughout the duration, or you can
make discrete sounds at different times before
the spell ends. If you create an image of an
object—such as a chair, muddy footprints, or a
small chest—it must be no larger than a 5-foot
cube. The image can't create sound, light,
smell, or any other sensory effect. Physical
interaction with the image reveals it to be an
illusion, because things can pass through it. If
a creature uses its action to examine the sound
or image, the creature can determine that it is
an illusion with a successful Intelligence
(Investigation) check against your spell save
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Transmutation cantrip

Level-2 evocation

Level-1 abjuration

Prestidigitation

Scorching Ray

Shield

1 act.
10 ft
V,S
Up to 1 hr
This spell is a minor magical trick that novice
spellcasters use for practice. You create one of
the following magical effects within range: •
You create an instantaneous, harmless
sensory effect, such as a shower of sparks, a
puff of wind, faint musical notes, or an odd
odor. • You instantaneously light or snuff out a
candle, a torch, or a small campfire. • You
instantaneously clean or soil an object no
larger than 1 cubic foot. • You chill, warm, or
flavor up to 1 cubic foot of nonliving material
for 1 hour. • You make a color, a small mark, or
a symbol appear on an object or a surface for 1
hour. • You create a nonmagical trinket or an
illusory image that can fit in your hand and
that lasts until the end of your next turn. If
you cast this spell multiple times, you can
have up to three of its non-instantaneous
effects active at a time, and you can dismiss
such an effect as an action.

1 act.
120 ft
V,S
Inst
You create three rays of fire and hurl them at
targets within range. You can hurl them at one
target or several. Make a ranged spell attack
for each ray. On a hit, the target takes 2d6 fire
damage. At Higher Levels. When you cast this
spell using a spell slot of 3rd level or higher,
you create one additional ray for each slot
level above 2nd.

1 react. Self
V,S
1 rnd
An invisible barrier of magical force appears
and protects you. Until the start of your next
turn, you have a +5 bonus to AC, including
against the triggering attack, and you take no
damage from magic missile.
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Page 2 (reverse)
Minor Illusion (reverse)

DC. If a creature discerns the illusion for what
it is, the illusion becomes faint to the creature.

