
RACE

CLASS & LEVEL PLAYER NAME

CHARACTER NAME

BACKGROUND

EXPERIENCE POINTSALIGNMENT

TM & © 2014 Wizards of the Coast LLC. Permission is granted to photocopy this document for personal use.

Hit Point Maximum
  Strength

  Dexterity

  Constitution

  Intelligence

  Wisdom

  Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

  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)
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	ClassLevel: Pyromancer 10
	Background: Soldier
	PlayerName: 
	CharacterName: Korack
	Race : Dragon-kin
	Alignment: Lawful Good
	XP: 
	Inspiration: 
	STR: 12
	ProfBonus: +4
	AC: 15
	Initiative: +2
	Speed: 30
	PersonalityTraits : A bit cocky and butts heads with anyone close to his level in magic. Hot temper.
	STRmod: +1
	HPMax: 72
	ST Strength: +1
	DEX: 14
	HPCurrent: 72
	Ideals: Victory.
	DEXmod : +2
	HPTemp: 
	Bonds: Sylnya, Peter, Tenna, Hephian, Wixerna, Grrbraa
	CON: 14
	HDTotal: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d6
	Flaws: Overconfident. Injudicious.
	INT: 9
	ST Dexterity: +2
	ST Constitution: +6
	ST Intelligence: -1
	ST Wisdom: -1
	ST Charisma: +9
	Acrobatics: +2
	Animal: -1
	Athletics: +5
	Deception : +5
	History : -1
	Insight: -1
	Intimidation: +9
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Yes
	Wpn Name: Firebolt
	Wpn1 AtkBonus: +10
	Wpn1 Damage: 2d10 + 6
	INTmod: -1
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Investigation : -1
	WIS: 9
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +3
	Wpn3 Damage : 
	Perception : -1
	WISmod: -1
	CHA: 20
	Nature: +4
	Performance: +9
	Medicine: -1
	Religion: -1
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Yes
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Yes
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Yes
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +5
	SleightofHand: +6
	CHamod: +5
	Survival: -1
	AttacksSpellcasting: 
	Passive: 9
	CP: 
	ProficienciesLang: Dragon-kin Strength: can spend two spell slots at once to cast spells at the equivalent combined level
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Wand spell focus: +1 to hit and damage with spells; spells ignore Fire resistances

	Features and Traits: 10 Sorcery Points

Empowered Spell: reroll 5 damage die on a spell; 1 point

Heightened Spell: give a target disadvantage on saving throw; 3 points

Master Pyromancer: Fire magic doesn't require components and can be cast with a bonus action

Elemental Affinity: +5 damage to Fire spells & can spend 1 socery point to gain resistance to Fire for 1 hour

Natural Scales: +3 AC

Fire Shaping: Can use the mana from a missed Fire spell to cast another Fire spell of 1 level lower within the same turn at no cost

	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: 
	Treasure: 
	CHARACTER IMAGE: 
	Spellcasting Class 2: Sorcerer Fire Draconic
	SpellcastingAbility 2: Cha
	SpellSaveDC  2: 20
	SpellAtkBonus 2: +10
	SlotsTotal 19: 4
	SlotsRemaining 19: 
	Spells 1014: Prestidigitation
	Spells 1015: Burning Hands
	Spells 1016: Fire Bolt
	Spells 1017:   120ft; 2d10 +6 Fire
	Spells 1018: Control Flames
	Spells 1019: Create Bonfire
	Spells 1020:   concentration; Dex save, 2d8 +6 Fire
	Spells 1021: Produce Flame
	Spells 1022:   hold for light; throw 30ft 2d8 +6 Fire
	Check Box 314: Off
	Check Box 3031: Yes
	Check Box 3032: Off
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Yes
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Yes
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Yes
	Check Box 3041: Off
	Spells 1023:   15ft cone; DC 20 Dexterity save for 3d6 +6 Fire, or half
	Check Box 251: Yes
	Check Box 309: Off
	Check Box 3010: Yes
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Off
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Off
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: Hellish Rebuke
	Spells 1025:   60ft; reaction; DC 20 Dexterity save when struck
	Spells 1026:   deals 6d10 +6 Fire, or half on save
	Spells 1027: 
	Spells 1028: 
	Spells 1029: 
	Spells 1030: 
	Spells 1031: 
	Spells 1032: 
	Spells 1033: 
	SlotsTotal 20: 3
	SlotsRemaining 20: 
	Spells 1034:   120ft; 3 attacks for 2d6 +6 Fire each
	Spells 1035: Pyrotechnics
	Spells 1036:   60ft; consume flame to conjure 20ft radius of smoke
	Spells 1037:   alternatively, blind for DC 20 Constitution save
	Spells 1038: Aganazzar's Scorcher
	Spells 1039:   30ft; summon a 5ft wide, 30ft long straight line of fire
	Spells 1040:   DC 20 Dexterity save for 3d8 +6 Fire, or half on success
	Spells 1041: Flame Blade
	Spells 1042:   bonus action; concentration; 10 minutes; sword-shaped
	Spells 1043:   flame; make melee spell attack for 3d6 +6 Fire
	Spells 1044: 
	Spells 1045: 
	Spells 1046: Scorching Ray
	SlotsTotal 21: 3
	SlotsRemaining 21: 
	Spells 1047:   150ft; 20ft radius; DC 20 Dex save; 8d6+6 Fire, or half
	Spells 1048: Fireball
	Spells 1049: Melf's Minute Meteors
	Spells 1050:   120ft; concentration; 10 minutes; conjure 6 small meteors
	Spells 1051:   on cast or as bonus action attack with 1 or 2 meteors
	Spells 1052:   DC 20 Dexterity save within 5ft, 2d6+6 Fire or half each
	Spells 1053: Burning Blade (Flame Arrows alternate)
	Spells 1054:   concentration; 1 hour; imbue weapon with +1d6 +6 Fire
	Spells 1055:   maximum of 12 attacks
	Spells 1056: Fly (self only, considered Fire)
	Spells 1057:   concentration; 10 minutes; gain 60ft fly speed
	Spells 1058: 
	Spells 1059: 
	SlotsTotal 22: 3
	SlotsRemaining 22: 
	Spells 1060:   10 minutes; resistance to Cold; 2d8 +6 Fire when struck
	Spells 1061: Fire Shield
	Spells 1062: Wall of Fire
	Spells 1063:   concentration; 1 minute; 60ft long; DC 20 Dexterity save
	Spells 1064:   upon creation for 5d8 +6 Fire; 5d8 +6 Fire damage to 
	Check Box 323: Off
	Check Box 322: Off
	Check Box 3067: Off
	Check Box 3068: Off
	Check Box 3069: Off
	Check Box 3070: Off
	Check Box 3071: Off
	Check Box 3072: Off
	Check Box 3073: Off
	Spells 1065:   any creature that ends turn within 10ft of damaging side
	Spells 1066: 
	Spells 1067: 
	Spells 1068: 
	Spells 1069: 
	Spells 1070: 
	Spells 1071: 
	Check Box 317: Yes
	Spells 1072: 
	SlotsTotal 23: 2
	SlotsRemaining 23: 
	Spells 1073:   90ft; concentration; 1 minute; DC 20 Dexterity save
	Spells 1074: Immolation
	Spells 1075:   7d6 +6 Fire, or half on save; repeat save each turn,
	Spells 1076:   3d6 +6 Fire on fail, spell ends on success
	Spells 1077: Flame Lance (Sunbeam; considered Fire)
	Spells 1078:   120ft thin line; DC 20 Dexterity save, 6d8 +6 Fire, or half
	Spells 1079: 
	Spells 1080: 
	Spells 1081: 
	SlotsTotal 24: 
	SlotsRemaining 24: 
	Spells 1082: 
	Spells 1083: 
	Spells 1084: 
	Spells 1085: 
	Spells 1086: 
	Spells 1087: 
	Spells 1088: 
	Spells 1089: 
	Spells 1090: 
	SlotsTotal 25: 
	SlotsRemaining 25: 
	Spells 1091: 
	Spells 1092: 
	Spells 1093: 
	Spells 1094: 
	Spells 1095: 
	Spells 1096: 
	Spells 1097: 
	Spells 1098: 
	Spells 1099: 
	SlotsTotal 26: 
	SlotsRemaining 26: 
	Spells 10100: 
	Spells 10101: 
	Spells 10102: 
	Spells 10103: 
	Check Box 316: Off
	Check Box 3042: Yes
	Check Box 3043: Off
	Check Box 3044: Off
	Check Box 3045: Off
	Check Box 3046: Off
	Check Box 3047: Off
	Check Box 3048: Off
	Check Box 3049: Off
	Check Box 3050: Off
	Check Box 3051: Off
	Check Box 3052: Off
	Spells 10104: 
	Check Box 325: Off
	Check Box 324: Off
	Check Box 3074: Off
	Check Box 3075: Off
	Check Box 3076: Off
	Check Box 3077: Off
	Spells 10105: 
	Spells 10106: 
	Check Box 3078: Off
	SlotsTotal 27: 
	SlotsRemaining 27: 
	Check Box 313: Yes
	Check Box 310: Off
	Check Box 3020: Yes
	Check Box 3021: Off
	Check Box 3022: Off
	Check Box 3023: Yes
	Check Box 3024: Off
	Check Box 3025: Off
	Check Box 3026: Yes
	Check Box 3027: Off
	Check Box 3028: Off
	Check Box 3029: Off
	Check Box 3030: Off
	Spells 10107: 
	Spells 10108: 
	Spells 10109: 
	Spells 101010: 
	Spells 101011: 
	Spells 101012: 
	Check Box 319: Yes
	Check Box 318: Off
	Check Box 3053: Off
	Check Box 3054: Off
	Check Box 3055: Yes
	Check Box 3056: Off
	Check Box 3057: Off
	Check Box 3058: Off
	Check Box 3059: Off
	Check Box 327: Off
	Check Box 326: Off
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