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Languages: Common, Infernal, Draconic

Armor: None 

Tools: Thieves Tools, Gaming Sets

16 +3 30ft

26

1d6

Daggers* +5 1d4+3 piercing

Fire Bolt** +6 1d10

Shocking Grasp*** +6 1d8 + special

Weapon Proficiencies: daggers, darts, slings,
quarterstaffs, light crossbows

*Daggers: Finess, light, thrown range 20/50

**Fire Bolt Spell: 120 ft range, no save

***Shocking Grasp Spell: touch attack

114

Weapons: Light Crossbow and 20
bolts, 2 Daggers

Arcane Focus: Crystal 

Explorer's Pack: backpack, bedroll,
mess kit, tinderbox, 10 torches, 10
days rations,waterskin, 50 hemp rope,
thieves tools, playing card set,
crowbar, dark clothes, belt pouch, a
gold coin from an unknown land
(trinket)

I always have a plan for what to do when things
go wrong.

I'm loyal to my friends, not to any ideals, and
everyone else can take a trip down the Styx for
all I care.

Something important was taken from me, and I
aim to get it back.

When I see something valuable, I can't think
about anything but how to steal it.

Race: Tiefling
Darkvision 60 ft: Dim as Bright, Darkness as Dim
Hellish Resistance = Resistance to Fire

Infernal Legacy: (as spells using Charisma)
At 1st Level, Thaumaturgy as Cantrip (p282)
At 3rd Level, Hellish Rebuke 1/day (p250)
At 5th Level, Darkness 1/day (p230)

Class: Sorcerer (Draconic)
Dragon Ancestor = Bronze (Lightning)
Proficiency bonus x2 on Charisma checks w/ Dragons

Draconic Resilience:
+1 HP per level of Sorcerer
No Armor AC = 13+ Dexterity modifier

Font of Magic: 3 Sorcery Points
 Flexible Casting (Points <=> Slots)
 Metamagic 

Subtle Spell (no verbal or somatic components) 1pt
Twinned Spell (2 targets) 1pt per level of spell

Background: Criminal
Criminal Specialty = Enforcer
Criminal Contacts



Kuros

23 6'-2" 120 lbs

Solid Red Light Bronze; Tail Bronze Red; Horns Bronze

Contact: Styx knows stuff. He has his ear to the
ground hand out for gold. He's a halfling, so that "ear to
the ground" thing is a bit easier for him since their so
close together. He hates that joke, or so he says.
Nothing a few coin can't help push under the bridge.

Other "Friends":
Vlad smuggles merchandise, all kinds of merchandise.
He's human, but alright to Tieflings. He's got me out of
more than one jam involving the local Magistrate.

Nixa, the only half-elf, sword wielding whore I've ever
met. She can do things that will make your knees
buckle and she also does sex things. Best thing to
remember about her, is pay your bill.

Zhentarim

It's not easy being a Tiefling. Everyone looks at you
as if you're a criminal. They think the worst of you
without even knowing you. As it turns out, their right
to think that way about me. I am a criminal. I may
not be much of a thief, but that's not why the boss
keeps me around. I got talents. I'm a sorcerer
working as an enforcer. I help collect debts, deliver
messages, shake down tourists and teach people
lessons.

I had a fall out with my Dad when Mom left. Bla, bla,
bla. He drove her away. Bla, bla, bla. I never forgave
him. Bla, bla, bla. The details aren't important. But,
suffice it to say that my magical mishaps didn't help.
Eventually, I found my footing with the Guild. Seems
like I fit in fine. The boss liked me. Hell, he knew
some magic too. Plus, he liked how me being a
Tiefling intimidated some of the locals.

Something happened the other night and the whole
guild got hit hard. Word on the street is that my old
boss got greedy and doesn't breath with the mortals
any more. Same is said for his family, friends and
most of the guy's I used to drink and work with. I'm
not sure if it is a power play by another guild, or what.
Luckily, I've got a few friends left standing. Most of
them are keeping low. I probably should do the
same, but I'm a bit stubborn when it comes to putting
my head between my legs.

I had to leave for a bit. Now I'm back. I'm looking for
a painting of my mother I used to keep in my room at
the guild. The place has been ransacked.
Everything of value is gone. Even that old painting.
The rest of the stuff, I can replace. But not that. I
haven't even seen my dad for years. Not since Mom
left.

Time to find out who hit my guild. Not for revenge.
No, most of the guys there deserved what they got.
I'll probably be visiting one of the 9 hells the day I die
myself. But I'm not dieing until I can see my moms
face one more time. I need that painting more than
they do. So, I'll get it back.



Sorcerer

Charisma 8+2+4=14 2+4=6

1) Fire Bolt (p242) - 120 ft range, 1d10 fire dam VS

2) Mage Hand (p256) - 30 ft range, 1 minute VS

3) Prestidigitation (p267) VS

4) Shocking Grasp (p275) - melee range, 1d8 dam VS

4

1) Charm Person (p221) - 1 hour, will save VS

2) Witch Bolt (p289) - 1d12, 1 minute VSM

3) Thunderwave (p282) - con save, 2d8 dam VS

2

4) Alter Self - Concentration, 1 hour VS


