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=== SORCERER FEATURES ===
* Hit Points « PHB 100
* Proficiencies « PHB 100

* Spellcasting « PHB 101

You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 17, Spell Attack +9).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Wild Magic

* Wild Magic Surge « PHB 103

Once per turn, the DM can have you roll a d20
immediately after you cast a sorcerer spell of 1st level
or higher. If you roll a 1, roll on the Wild Magic Surge
table to create a magical effect.

* Tides of Chaos » PHB 103

Once per long rest, you can gain advantage on one
attack roll, ability check, or saving throw. Before you
regain use of this feature, the DM can have you roll on
the Wild Magic Surge table after you cast a 1st level or
higher spell. You then regain the use of this feature.

| 1/ Long Rest « Special
* Font of Magic « PHB 101
You have 8 sorcery points that you regain when you
finish a long rest. You can use your sorcery points to
gain additional spell slots or sacrifice spell slots to gain
additional sorcery points as a bonus action.

| Sorcery Points: 8/ Long Rest * 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101

You gain the ability to twist spells to suit your needs.

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend <strong>2 sorcery
points</strong> to change the casting time to 1 bonus
action for this casting.

| Metamagic - Quickened Spell: Special
| Subtle Spell « PHB
When you cast a spell, you can spend <strong>1
sorcery point</strong> to cast it without any S or V
components.
| Metamagic - Subtle Spell: Special
* Ability Score Improvement « PHB 102
* Bend Luck « PHB 103
When another creature you can see makes an attack
roll, an ability check, or a saving throw, you can use
your reaction and spend 2 sorcery points to roll 1d4
and apply the number rolled as a bonus or penalty
(your choice) to the creature’s roll. You can do so after
the roll but before any effects occur.
| 1 Reaction
=== WARLOCK FEATURES ===
* Hit Points « PHB 106
* Proficiencies « PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Hexblade

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 17, Spell Attack +9).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 55
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse * XGtE 55

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+4 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 8 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE 55

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special

* Eldritch Invocations « PHB 107
You learn fragments of forbidden knowledge that
imbue you with an abiding magical ability.

| Agonizing Blast « PHB 110
When you cast eldritch blast, add +5 to the damage it
deals on a hit.

| Eldritch Spear « PHB 111
When you cast eldritch blast, its range is 300 ft.

N

FEATURES & TRAITS
Chain Shirt 1 20 Ib.
Dagger 1 11b.
Longsword 1 31b.
Backpack 1 5 lb.
Crowbar 1 51b.
Hammer 1 31b.
Piton 10 251b.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Tinderbox 1 11b.
85.5 Ib. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
150 Ib.

PUSH/DRAG/LIFT

300 Ib.

EQUIPMENT
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* Pact Boon « PHB 107
Your otherworldly patron bestows a gift upon you for
your loyal service.

| Pact of the Chain « PHB
You learn the find familiar spell, it doesn't count
against your number of known spells, and you can cast
it as a ritual. Your familiar can take on a more powerful
form, and when you take the Attack action, you can
forgo one of your own attacks to allow your familiar to
make one attack with its reaction.

=== ELADRIN RACIAL TRAITS ===

* Eladrin Season * MotM 13

You can choose between the following Eladrin
Seasons: Autumn, Winter, Spring, and Summer. Your
Trance trait lets you change your season.

| Spring *
Cheerfulness and celebration, marked by merriment
and hope as winter’s sorrow passes.

* Ability Score Increases * MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Creature Type ¢ MotM 13
You are a Humanoid but are also considered an elf for
any prerequisite or effect that requires you to be an elf.

* Languages * MotM 5
Your character can speak, read, and write Common
and one other language that you and your DM agree is

appropriate for the character.

* Size « MotM 13
You are Medium.

* Speed « MotM 13
Your walking speed is 30 ft.

* Darkvision « MotM 13

You can see in dim light within 60 ft. of you as if it were
bright light, and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Fey Ancestry « MotM 13
You have advantage on saving throws you make to
avoid or end the charmed condition.

* Fey Step * MotM 13

As a bonus action, you can teleport up to 30 ft. to an
unoccupied space you can see. You can use this 4
times per long rest. At 3rd level, your Fey Step gains
an additional effect based on your season.

| Spring - Charisma
| Fey Step (Spring): 1 Bonus Action
| 4/ Long Rest « 1 Bonus Action

* Keen Senses « MotM 13
You are proficient in Perception.

* Trance * MotM 13

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you can change your

season, and gain two proficiencies - each one a
weapon or tool of your choosing from the

ADDITIONAL FEATURES & TRAITS

<em>Player's Handbook</em>. This lasts until you
finish your next long rest.

=== FEATS ===

* Strixhaven Initiate (Silverquill) « SACoC 37

You have studied some magical theory from Silverquill
College. You choose two cantrips from <em>sacred
flame</em>, <em>thaumaturgy</em>, and
<em>vicious mockery</em>, and can choose one
1st-level Bard or Cleric spell. Once per long rest, you
can cast the chosen 1st-level spell without a spell slot.
You can also cast it using any spell slots you have.

Your spellcasting ability for this feat’s spells is
Intelligence, Wisdom, or Charisma (choose when you
select this feat).

| Charisma «
Your spellcasting ability for this feat’s spells is
Charisma.

ADDITIONAL EQUIPMENT
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Sorcerer / Warlock
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=== CANTRIPS === (At Will)
QO Prestidigitation Sorcerer -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Mage Hand Sorcerer -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Shape Water Sorcerer - 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
O Mending Sorcerer - im Touch V,S,M Instantaneous PHB 259 VISIM
O Message Sorcerer - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
Q Eldritch Blast Warlock +9 1A 300 ft. V,S Instantaneous  PHB 237 Count: 3, VIS
O Booming Blade Warlock +9 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Vicious Mockery Strixhaven Initiate (Silverquill) WIS 17 1A 60 ft. \Y Instantaneous PHB 285 V
O Sacred Flame Strixhaven Initiate (Silverquill) DEX 17 1A 60 ft. V.S Instantaneous  PHB 272 V/S

=== 1st LEVEL === 4 Slots OO0O0
QO Silvery Barbs Sorcerer -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Magic Missile Sorcerer -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Shield Sorcerer - 1R Self V,S 1 round PHB 275 D:1Rnd, VIS
O Hex<C> Warlock - 1BA 90 ft. V,S,M  concentration,wpro 1howr - PHB 251 D: 1h, VIS/IM
O Charm Person Warlock WIS 17 1A 30 ft. V.S 1 hour PHB 221  D:1h,V/S
P Healing Word Strixhaven Initiate (Silverquill) (Aways Prepared) -~ 1BA 60 ft. \ Instantaneous  PHB 250 1R,V
O Find Familiar Pact Boon - 1h 10 ft. V,S,M Instantaneous PHB 240  V/S/M

===2nd LEVEL === 3 Slots 000 | 2 Pact OO
QO Invisibility <C> Sorcerer - 1A Touch V,S,M  Concentration, upto 1hour - PHB 254 D: 1h, V/S/IM

=== 3rd LEVEL === 3 Slots 000
O Counterspell Sorcerer - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Fireball Sorcerer DEX 17 1A 150 ft/20 ft. Sphere \/,S,M  Instantaneous PHB 241 20 ft. Sphere, V/S/IM
O Fly<C> Sorcerer - 1A Touch V,S,M  concentration, upto 10minutes - PHB 243 D: 10m, V/SIM
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