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>l H'+ CLASS & LEVEL PLAYER NAME
Azhi Dahaka (Star Sacrificer)
Dragonborn Noble (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬁ) +3_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+1_ Dexterity
+3 O +1 Constitution +1 18 1 1 S
O -1 Intelligence
® +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +4 Charisma / . 410 , \
— Resistances - Acid successes O-O-0
DEXTERITY raiLures O=O=0
+ 1 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] O +1 Acrobatics DEX \ ™~ Shields
‘ O _*0_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O 1 Arcana INT ~ Martial Weapons, Simple Weapons
® +5 Athletics STR = —r === TOOLS ===
O _*2 Deception CHA ABILITY SAVE DC | Dragonchess Set
) p— p—
®© 1 History INT === LANGUAGES ===
® _+2  Insight wis 7% N Common, Draconic, Primordial
30 ft. (Walkin
O +2 Intimidation CHA ( 9)
O _-1  Investigation INT
O +0 Medicine wis \ SPEED /
O 1 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y O +o Perception wis , N\
QO _+2  Performance CHA === ACTIONS === celestial, fiend, undead within 60 ft. that is not behind
+O ) Standard Actions total cover. You can use this feature 3 times per long
® _*4  Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, rest.
O 1 Religion INT Help, Hide, Ready, Search, Use an Object,
Q g Opportunity Attack, Grapple, Shove, Improvise, Lay on Hands Pool « 5/ Long Rest
2 3 O _*1_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object You have a pool of healing power that can restore
5 HP per long rest. As an action, you can touch a
O _#1_ Stealth DEX Breath Weapon (Copper) 1 / Short Rest creature to restore any number of HP remaining in the
U CHARISMA ) O +0 Survival wis As an action once per short rest, exhale in a 5 by pool, or 5 HP to either cure a disease or neutralize a
30 ft. line (DEX DC 11, half damage on success) for poison affecting the creature.
+2 ) 2d6 Acid Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
@] Divine Sense * 3/ Long Rest
o As an action, you can detect good and evil. Until
R the end of your next turn, you can sense anything
affected by the hallow spell or know the location of any
\ SKILLS J ACTIONS )
7 N
10 PASSIVE WISDOM (PERCEPTION) Longsword +5 1d8+3 Slashing Martial, Versatile
Unarmed Strike +5 4 Bludgeoning
12 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== PALADIN FEATURES === damage on a successful one.
* Hit Points « PHB 84 | Copper Dragon * BR 34
As an action once per short rest, exhale in a 5 by 30 ft.

* Proficiencies « PHB 84 line (DEX DC 11, half damage on success) for 2d6

Acid Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
* Divine Sense * PHB 84
As an action, you can detect good and evil. Until the | Breath Weapon (Copper): 1/ Short Rest » 1
end of your next turn, you can sense anything affected Action
by the hallow spell or know the location of any

celestial, fiend, undead within 60 ft. that is not behind * Damage Resistance « PHB 34
total cover. You can use this feature 3 times per long You have resistance to the damage type associated
rest. with your draconic ancestry.
| 3/Long Rest « 1 Action | Copper Dragon * BR 34
Acid Damage

* Lay on Hands * PHB 84

You have a pool of healing power that can restore 5
HP per long rest. As an action, you can touch a
creature to restore any number of HP remaining in the
pool, or 5 HP to either cure a disease or neutralize a
poison affecting the creature.

| Lay on Hands Pool: 5/ Long Rest * 1 Action

=== DRAGONBORN RACIAL TRAITS ===

* Draconic Ancestry « PHB 34
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Copper Dragon * BR 34
Acid

* Breath Weapon « PHB 34

Once per short rest as an action, exhale destructive
energy based on your Draconic Ancestry. Each
creature in the area must make a DC 11 saving throw
(type determined by your ancestry), taking 2d6 ([6th]
3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half

FEATURES & TRAITS JS

\\
Shield 1 6 Ib.
Chain Mail 1 55 Ib.
Quarterstaff 1 4 1b.
Longsword 1 31b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Clothes, Traveler's 1 4 1b.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
135 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
255 |b. Waterskin 1 5 Ib.
PUSH/DRAG/LIFT Horn 1 2 1b.
510 Ib. Reliquary 1 21b.
Q EQUIPMENT )
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Male 30 Medium 6'5" 450
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Swords of the S burnished copp golden none
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=== Organizations ===

Swords of the Stars (Knights of Vrakmir, the
Archmage)

Our weapon of choice is the Seven Whirling Stars
(shuriken) representing our god (the Void)

ALLIES & ORGANIZATIONS

-

~

-
~

| begin or end my day with small
traditional rituals that are unfamiliar to
those around me.

| have a strong code of honor or sense
of nronrietv that nthers don’t

PERSONALITY TRAITS
L~ ]

[ "]
Reserved. As someone new to these
strange lands, | am cautious and respectful
in my dealings. (Lawful)

IDEALS
L~ 1
[N "]
The gods of my people are a comfort to me so far from
home.
I hold no greater cause than my service to my people.
The common folk must see me as a hero of the people.
BONDS
L~ —
N ~"]
I consider the adherents of other gods to be deluded innocents at best, or ignorant
fools at worst
I don't take kindly to some of the actions and motivations of the people of this land,
because these folk are different from me.
I secretly believe that everyone is beneath me.
FLAWS
N\ 7

CHARACTER BACKSTORY

Alignment:€Vrakzireis Neutral Good.
Portfolios:€Magic,the Sky, the Stars€EDomains€Air,
Good, Knowledge, Magic, Rune, Void
Paladins:€Yes.

Inquisition:€No.

Depiction:€Vrakzireappears as a green scaled
dragonborn clad in loose dark azure garments.
Shimmering golden runes move and change cover
his attire. (Temples are natural sites spelled with
magic, under the stars or a depiction of them).
Symbol:€Anopen eye, to represent seeing the
unseen.

(Vrakzire is inspired by Mystra, the Goddess of
Magic from the Forgotten Realms.)
Vrakzire€(TheArchmage, the High One, Patron of
Mages):€Vrakzireis a magical god who is the first
born of Brahma and Tiamat. €TheDragonborn is the
Mage of the gods, and has green scaly skin. €Heis
often depicted as a Dragonborn who wears Azure
robes, and with cosmic power. He was the first to
teach the Dragonborn the secrets of the Art.€Heis
married to his sister Lorashann.

The deity of Magic to the€Dragonborn,€Vrakzire€is
a€GreaterDeityoverseeing all use of the magic for
them. He appears as a dragonborn in a robe in a
field of stars with a powerful aura about him. Vrakzire
is married to€Chronepsis,the Dragonborn deity of
death and history.

The Church of Vrakzire preserves magical lore so
that magic would continue and flourish in the future
even if the Dragonborn of Lemurias were to fall. Its
members also sought out those skilled in magic or
who had the potential to use it, keeping a close eye
on those who were likely to become skilled. His
clerics were encouraged to explore magical theory
and create new spells and magic items. Sites
dedicated to the god were enhanced by the Source
to allow any spell cast by her clerics while in them to
be affected by metamagic.

The Church sponsors a knightly society of paladins,
called the€Swordsof the Stars.

An order of rangers called the€Brothersof Natural
Magic

The€Bard'sCollege€of€Tethyrias€ithe assembly of

bards the Church sponsors.
The€lnquisitaeArcanologicae€arethe faith's
Inquisitors.

The€Spellswordsof Vrakzire€isa Magi order.

Creating spells and magic items with a prayer to the
deity is considered a sacred act. €Castingspells in
defense of one self is also considered a sacred act.
€Sacrificingmagical items to the Man of Mysteries
can gain the god's favor. €Burntsacrifices he'll accept
are those of snakes, wild kine, doves, and goats.
€TheChurch approves of marriage. €Thosebeing
married by a cleric do so under the stars of heaven.
€Sexis considered a sacred act, however.

ADDITIONAL NOTES
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