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Draconic Resilience (Sorcerer) (14)

ARMOR CLASS

Level 4 Draconblood Sorcerer, Draconic Bloodline
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Acrobatics (Dex)
Animal Handling (Wis)
Arcana (Int)

Athletics (Str)
Deception (Cha)
History (Int)

Insight (Wis)
Intimidation (Cha)
Investigation (Int)
Medicine (Wis)
Nature (Int)
Perception (Wis)
Performance (Cha)
Persuasion (Cha)
Religion (Int)

Sleight of Hand (Dex)
Stealth (Dex)

Survival (Wis)
SKILLS /

PASSIVE PERCEPTION j

//

30ft. oft. Oft. Oft.

Darkvision
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SPEED, SENSES, & CONDITIONS

\\

Draconic Ancestry.

Bronze. Your draconic ancestry is bronze.
Your damage type is lightning. Your breath
weapon is 5 by 30 ft. line (dex. save).

Breath Weapon (Action—1/Short Rest).
Exhale destructive energy. Your breath
weapon does 2d6 lightning damageina 5
by 30 ft. line (dex. save) DC 12

Forceful Presence (1/Short Rest). When you
make a Intimidation or Persuasion check,
you can do so with advantage.

ENITIATIVE “ +1 I 1 Attack / Attack Action j
)
I/

Spear
Thrown, Versatile

Pistol

Ammunition, Loading

20/60

30/90

RACIAL TRAITS
-1vs AC 1d6-1 piercing
+1vs AC 1d10+1 piercing

ATTACKS & SPELLCASTING

\\

6450
EXPERIENCE

DEITY PLAYER NAME

Darkvision. You can see in dim light

\

\\

within 60 feet of you as if it were bright
light, and in darkness as if it were dim
light.

Font of Magic (Bonus Action). You have 4
Sorcery Points. You can transform
unexpended sorcery points into one spell
slot (2> 1st,3>2nd, 5 > 3rd, 6 > 4th, 7 >
5th) on your turn or you can expend one
spell slot and gain a number of sorcery
points equal to the slot’s level.

Metamagic. You can use only one
Metamagic option on a spell when you
cast it, unless otherwise noted.

Quickened Spell. 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.

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

Dragon Ancestor. Whenever you make a
Charisma check when interacting with
dragons, your proficiency bonus is
doubled if it applies to the check.

Bronze Dragon. The bronze dragon as
your ancestor.

Draconic Resilience. When you aren’t
wearing armor, your AC equals 14.

FEATURES & TRAITS

Armor Proficiencies. -

Weapon Proficiencies. Dagger,
Dart, Sling, Quarterstaff, Crossbow,
Light

Tool Proficiencies. Lute
Languages. Common, Draconic,
Orc

PROFICIENCIES & LANGUAGES Y,
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Female
GENDER

5'6"
HEIGHT

175 Ib.
WEIGHT

L \
\ 7 \\
7$<
NAME
a——————————— 32
CHARACTER PORTRAIT ) ALLIES & ORGANIZATIONS
A\ T
Born into a humble family, Zenaida of the Stormborn’s life changed when a deadly lightning storm struck her,
awakening untamed draconic power in her veins. Her family protected her, hiding her abilities from the fearful villagers.
7 ~N But her brother, jealous and afraid, betrayed her by revealing her secret.
The villagers formed a mob, seeking to kill Zenaida. Her family tried to protect her but was slaughtered in the chaos.
Zenaida barely escaped as lightning and fury erupted from within her.
Filled with grief and rage, Zenaida vowed to never let such injustice happen again. She began studying the lost
knowledge of dragons, seeking to master her powers and ensure no one else suffers as she did.
The Rivalry: Brother vs. Zenaida
Zenaida's brother survived, but instead of guilt, he saw only hatred and vengeance. He blamed Zenaida for their parents'
|~ PERSONALITY TRAITS oy deaths and swore to hunt her down.
I ~ In his quest for revenge, he uncovered a forbidden artifact said to bestow the power of a dragon. When he claimed it, his
body transformed—he became a dragon himself.
Now, he hunts Zenaida, seeking to end her—the sibling he once loved, now his greatest enemy.
The Stormbound Strider - Voltaris
During her travels, Zenaida encountered a majestic storm-bound creature, a large ostrich-like beast clad in natural armor
IDEAL that seemed untouched by the fiercest tempests. This creature, known as Voltaris, a Stormbound Strider, had a deep
—o == connection to the elements, much like Zenaida. They formed an unbreakable bond, and the beast now serves as both a
[~ ~ trusted companion and a powerful mount.
BOND
L~ —~
N ~1
N FLAw . BACKGROUND STORY
7 N 7 N
Wanderer
You have an excellent memory for maps
and geography, and you can always
recall the general layout of terrain,
settlements, and other features around
you. In addition, you can find food and
fresh water for yourself and up to five
other people each day, provided that the
land offers berries, small game, water,
and so forth.
BACKGROUND FEATURE
L~ —~
[N ~"1
N TRINKET )

ADDITIONAL FEATURES
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ADVENTURING GEAR

[Spear]
Dagger
Backpack
Bedroll

Mess Kit
Tinderbox
Torch

Rations (1 day)
Waterskin
Rope, Hempen (50 feet)
Pistol

# Ib MAGICITEMS # b
1 3
11
1 5
1 7
11
1 1
10 10
10 20
1 5
1 10
1 3
ATTUNED MAGIC ITEMS 0 / 3
VALUABLES — GEMS, ART OBJECTS, TRADE GOODS # i
COPPER SILVER ELECTRUM GoLD PLATINUM
0 0 0 545 0

ENCUMBRANCE — LIFTING AND CARRYING

WEIGHT CARRIED CARRY CAPACITY PUSH, DRAG, LIFT

/

7691b  / 1351b 270 1b
INVENTORY — ADVENTURING GEAR, ARMS, ARMOR, AND OTHER EQUIPMENT Y,
\
ADDITIONAL TREASURE /BN INVENTORY — ITEM DESCRIPTIONS & NOTES
N7
#2
STORED ITEM # Ib.  STORED ITEM # b
STORED ITEMS 7 \ QUEST ITEMS & TRINKETS
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SPELLCASTING ABILITY SPELL ATTACK BONUS SAVING THROW DC SPELLS TO PREPARE

Fire Bolt Mage Hand
Minor Illusion Prestidigitation Shocking Grasp
Disguise Self Shield

Thunderwave

Detect Thoughts Mirror Image



Fire Bolt

Evocation Cantrip

CASTING TIME 1 action
RANGE 120 feet
DURATION Instantaneous
COMPONENTS  V, S

Mage Hand

Conjuration Cantrip

CASTING TIME 1 action
RANGE 30 feet
DURATION 1 minute
COMPONENTS  V, S

Minor lllusion

Illusion Cantrip

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).

Spellcasting (Sorcerer) Player’s Handbook

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.

Spellcasting (Sorcerer) Player’s Handbook

CASTING TIME 1 action
RANGE 30 feet
DURATION 1 minute
COMPONENTS S, M (a bit of fleece)

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

Spellcasting (Sorcerer) Player’s Handbook

Prestidigitation
Transmutation Cantrip
CASTING TIME 1 action
RANGE 10 feet
DURATION Up to 1 hour

COMPONENTS  V, S

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.

Spellcasting (Sorcerer) Player’s Handbook

Shocking Grasp

Evocation Cantrip

CASTING TIME 1 action
RANGE Touch
DURATION Instantaneous

COMPONENTS  V,S

Lightning springs from your hand to deliver a shock to a creature you
try to touch. Make a melee spell attack against the target. You have
advantage on the attack roll if the target is wearing armor made of
metal. On a hit, the target takes 1d8 lightning damage, and it can’t
take reactions until the start of its next turn.

The spell’s damage increases by 1d8 when you reach 5th level
(2d8), 11th level (3d8), and 17th level (4d8).

Spellcasting (Sorcerer) Player’s Handbook

Disguise Self
1st-level illusion

CASTING TIME 1 action

RANGE Self
DURATION 1 hour
COMPONENTS  V, S

You make yourself—including your clothing, armor, weapons, and
other belongings on your person—look different until the spell ends
or until you use your action to dismiss it. You can seem 1 foot shorter
or taller and can appear thin, fat, or in between. You can’t change
your body type, so you must adopt a form that has the same basic
arrangement of limbs. Otherwise, the extent of the illusion is up to

you.

The changes wrought by this spell fail to hold up to physical
inspection. For example, if you use this spell to add a hat to your
outfit, objects pass through the hat, and anyone who touches it
would feel nothing or would feel your head and hair. If you use this
spell to appear thinner than you are, the hand of someone who
reaches out to touch you would bump into you while it was
seemingly still in midair.

To discern that you are disguised, a creature can use its action to
inspect your appearance and must succeed on an Intelligence
(Investigation) check against your spell save DC.

Spellcasting (Sorcerer) Player’s Handbook

Shield

1st-level abjuration

CASTING TIME 1 reaction, which you take when you are hit by an attack or targeted
by the magic missile spell
RANGE Self
DURATION 1 round

COMPONENTS  V, S

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.

Spellcasting (Sorcerer) Player’s Handbook

Thunderwave

1st-level evocation

CASTING TIME 1 action
RANGE Self (15-foot cube)
DURATION Instantaneous

COMPONENTS  V, S

A wave of thunderous force sweeps out from you. Each creature in a
15-foot cube originating from you must make a Constitution saving
throw. On a failed save, a creature takes 2d8 thunder damage and is
pushed 10 feet away from you. On a successful save, the creature
takes half as much damage and isn’t pushed.

In addition, unsecured objects that are completely within the area
of effect are automatically pushed 10 feet away from you by the
spell’s effect, and the spell emits a thunderous boom audible out to
300 feet.

At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the damage increases by 1d8 for each slot level above
1st.

Spellcasting (Sorcerer) Player’s Handbook

Detect Thoughts
2nd-level divination
CASTING TIME 1 action
RANGE Self
DURATION Concentration, up to 1 minute
COMPONENTS V, S, M (a copper piece)

For the duration, you can read the thoughts of certain creatures. When you
cast the spell and as your action on each turn until the spell ends, you can
focus your mind on any one creature that you can see within 30 feet of you. If
the creature you choose has an Intelligence of 3 or lower or doesn’t speak any
language, the creature is unaffected.

You initially learn the surface thoughts of the creature—what is most on its
mind in that moment. As an action, you can either shift your attention to
another creature’s thoughts or attempt to probe deeper into the same
creature’s mind. If you probe deeper, the target must make a Wisdom saving
throw. If it fails, you gain insight into its reasoning (if any), its emotional state,
and something that looms large in its mind (such as something it worries over,
loves, or hates). If it succeeds, the spell ends. Either way, the target knows that
you are probing into its mind, and unless you shift your attention to another
creature’s thoughts, the creature can use its action on its turn to make an
Intelligence check contested by your Intelligence check; if it succeeds, the spell
ends.

Questions verbally directed at the target creature naturally shape the course
of its thoughts, so this spell is particularly effective as part of an interrogation.

You can also use this spell to detect the presence of thinking creatures you
can’t see. When you cast the spell or as your action during the duration, you
can search for thoughts within 30 feet of you. The spell can penetrate barriers,
but 2 feet of rock, 2 inches of any metal other than lead, or a thin sheet of lead
blocks you. You can’t detect a creature with an Intelligence of 3 or lower or
one that doesn’t speak any language.

Once you detect the presence of a creature in this way, you can read its
thoughts for the rest of the duration as described above, even if you can’t see
it, but it must still be within range.

Spellcasting (Sorcerer) Player’s Handbook




Mirror Image
2nd-level illusion
CASTING TIME 1 action
RANGE Self
DURATION 1 minute

COMPONENTS  V, S

Three illusory duplicates of yourself appear in your space. Until the
spell ends, the duplicates move with you and mimic your actions,
shifting position so it’s impossible to track which image is real. You
can use your action to dismiss the illusory duplicates.

Each time a creature targets you with an attack during the spell’s
duration, roll a d20 to determine whether the attack instead targets
one of your duplicates.

If you have three duplicates, you must roll a 6 or higher to change
the attack’s target to a duplicate. With two duplicates, you must roll
an 8 or higher. With one duplicate, you must roll an 11 or higher.

A duplicate’s AC equals 10 + your Dexterity modifier. If an attack
hits a duplicate, the duplicate is destroyed. A duplicate can be
destroyed only by an attack that hits it. It ignores all other damage
and effects. The spell ends when all three duplicates are destroyed.

A creature is unaffected by this spell if it can’t see, if it relies on
senses other than sight, such as blindsight, or if it can perceive
illusions as false, as with truesight.

Spellcasting (Sorcerer) Player’s Handbook
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Draconic Ancestry. 

    Bronze. Your draconic ancestry is bronze. Your damage type is lightning. Your breath weapon is 5 by 30 ft. line (dex. save).
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Metamagic. You can use only one Metamagic option on a spell when you cast it, unless otherwise noted.

    Quickened Spell. 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.



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



Dragon Ancestor. Whenever you make a Charisma check when interacting with dragons, your proficiency bonus is doubled if it applies to the check.

    Bronze Dragon. The bronze dragon as your ancestor.



Draconic Resilience. When you aren’t wearing armor, your AC equals 14.
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The Rivalry: Brother vs. Zenaida
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During her travels, Zenaida encountered a majestic storm-bound creature, a large ostrich-like beast clad in natural armor that seemed untouched by the fiercest tempests. This creature, known as Voltaris, a Stormbound Strider, had a deep connection to the elements, much like Zenaida. They formed an unbreakable bond, and the beast now serves as both a trusted companion and a powerful mount.
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