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y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] ﬂ) +2 Acrobatics DEX \ N Sling
‘ O _*1_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
O +l Arcana INT ~ Cartographer's Tools
O -2 Athletics STR = —r === LANGUAGES ===
® _+8 Deception CHA ABILITY SAVE DC | Celestial, Common, Elvish, Sylvan
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— ® _+4 History INT o
INTELLIGENCE .
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+ 1 O _+5  Intimidation CHA ( 9)
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’@ O _+1_ Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & LANGUAGES
I wispom ® _+4  Perception WIS N\
QO _+5  Performance CHA === ACTIONS === sorcery points as a bonus action.
+ 1 _ Standard Actions
® _*8  Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Invasive Thoughts
® +4 Religion INT Help, Hide, Ready, Search, Use an Object, you gain the ability to use a bonus action to
g Opportunity Attack, Grapple, Shove, Improvise, magically create a telepathic link with one creature
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object you can see within 30 feet of you. Until the link ends,
you can telepathically speak to the target through the
O _*2_ Stealth DEX Sorcery Points « 7 / Long Rest link, and if it understands at least one language, it can
U CHARISMA ) You have limiteduse - No limited use data available  speak telepathically to you. The link lasts for 10
O _+1  Survival wis ; . L p - : . .
sorcery points that you regain when you finish a long minutes, and it ends early if you are incapacitated or
+5 O rest. die, or if you use another bonus action to break the
- link or to establish this link with a different creature.
(@) === BONUS ACTIONS ===
0 Convert Sorcery Points Starlight Step « 3 / Long Rest
—_— You can use your sorcery points to gain additional You can magically teleport up to 30 ft. to an
spell slots or sacrifice spell slots to gain additional unoccupied space vou can see.
\ SKILLS / ACTIONS )
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14 PASSIVE WISDOM (PERCEPTION) Staff +1 1d6-2 Bludgeoning  Simple, Versatile
Shocking Gras +4 2d8 Lightnin VIS
14 PASSIVE WISDOM (INSIGHT) 9 P 9 9
Unarmed Strike +1 0 Bludgeoning
11 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
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=== SORCERER FEATURES ===
* Additional Sorcerer Spells « TCoE 65
Your Sorcerer has additional spells available to them,
as designated in Tasha's Cauldron of Everything.
* Hit Points « PHB 100
* Proficiencies « PHB 100
* Spellcasting « PHB 101
You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 16, Spell Attack +8).
You can use an arcane focus as a spellcasting focus.
* Sorcerous Origin « PHB 101

| Psion
* Aberrant Mind ¢

| Invasive Thoughts: 1 Bonus Action
* Font of Magic « PHB 101
You have 7 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: 7 / Long Rest * 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101
You gain the ability to twist spells to suit your needs.

| Careful Spell « PHB
You can spend <strong>1 sorcery point</strong> to
allow up to 5 creatures to automatically succeed on the
saving throw of a spell you cast.

| Metamagic - Careful Spell: Special

| 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
* Ability Score Improvement « PHB 102

* Magical Guidance * TCoE 66

When you make an ability check that fails, you can
spend 1 sorcery point to reroll the d20, and you must
use the new roll, potentially turning the failure into a
success.

| Special

* Psionics ¢

=== ASTRAL ELF RACIAL TRAITS ===

* Ability Score Increases * SAIS

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.

* Languages * SAIS

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * SAIS 10
You are a Humanoid but are also considered an elf for
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any prerequisite or effect that requires you to be an elf.

* Size « SAIS 10
You are Medium.

* Speed « SAIS 10
Your walking speed is 30 ft.

* Astral Fire « SAIS 10

You know one of the following cantrips of your choice:
<em>dancing lights</em>, <em>light</em>, or
<em>sacred flame</em>.

Your spellcasting ability is either Intelligence, Wisdom,
or Charisma (choose when you select this race).

| Charisma «
Your chosen spellcasting ability is Charisma.

* Darkvision « SAIS 10

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 « SAIS 10
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Keen Senses ¢ SAIS 10
You have proficiency in the Perception skill.

* Starlight Step * SAIS 10

As a bonus action, you can magically teleport up to 30
ft. to an unoccupied space you can see. You can use
this feature 3 times per long rest.

| 3/ Long Rest « 1 Bonus Action
* Astral Trance « SAIS 10

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

FEATURES & TRAITS
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b.
Quarterstaff 1 4 1b.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Pouch 1 11b.
Staff 1 41b.
WEIGHT CARRIED Bedroll L 71b.
74.2 |b. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
105 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
210 Ib. Torch 10 10 Ib.

EQUIPMENT
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hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you gain proficiency in a
skill of your choice and one weapon or tool of your
choice from the <em>Player’'s Handbook</em>. This
lasts until you finish your next long rest.

=== FEATS ===

* Telekinetic (Charisma) » TCoE 81

You learn the mage hand spell and can make this
mage hand invisible. You can also attempt to shove a
creature with your mind.

| Telekinetic - Shove: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
Q Friends <C> Sorcerer -- 1A Self SM Concenuation, upto 1 minuie - PHB 244 D: 1m, S/IM
QO Shocking Grasp Sorcerer +4 1A Touch V,S Instantaneous  PHB 275  V/S
O Mind Sliver Sorcerer INT12 1A 60 ft. \% Instantaneous  TCoE 108 V
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Create Bonfire <C> Sorcerer DEX 12 1A 60 ft./5 ft. Cube V,S Concentration, upto Lminuie  EE 152 D: 1m, 5 ft. Cube, V/S
P Mage Hand Telekinetic (Charisma) (Always Prepared) - 1A 30ft V,S  1minute PHB 256  D:1m, V/S
O Sacred Flame Astral Fire DEX 16 1A 60 ft. V.S Instantaneous  PHB 272 VIS

===2nd LEVEL === 3 Slots 000
O Dragon's Breath <C> Sorcerer DEX12 1BA  Touch/15ft.Cone V,S,M  Concentation.upto1minve  XGtE 154  D: 1m, 15 ft. Cone, V/S/M
O Shatter Sorcerer CON 12 1A 60t/10 ft. Sphere V,S,M Instantaneous PHB 275 10 ft. Sphere, VISIM
O Hold Person <C> Sorcerer wIs12 1A 60 ft. V,S,M  concentration, spro1mnwe - PHB 251 D: 1m, V/S/IM
O Tasha's Mind Whip Sorcerer INT12 1A 90 ft. \Y 1 round TCoE 115 D:1Rnd,V
P Calm Emotions <C> Aberrant Mind (Always Prepared) CHA 12 1A 60 ft./20 ft. Sphere  V/,S Concenuation po 1mine - PHB 221 D: 1m, 20 ft. Sphere, VIS
P Detect Thoughts <C> Aberrant Mind (Always Prepared) WIS 12 1A Self V,S,M  concentration, upto 1minute - PHB 231 D: 1m, VISIM

===3rd LEVEL === 3 Slots 000
O Haste <C> Sorcerer - 1A 30 ft. V,S,M  concentration. pro 1minwie PHB 250 D: 1m, V/S/M
O Freedom of the Waves Sorcerer STR12 1A 1201t/10ft. Cylinder  V,S,M  Instantaneous  CR 10 ft. Cylinder, V/ISIM
P Sending Aberrant Mind (Always Prepared) -- 1A Unlimited V,S,M 1 round PHB 274  D: 1Rnd, V/SIM

=== 4th LEVEL === 1 Slots O
O Raulothim's Psychic Lance Sorcerer INT12 1A 120 ft. \ Instantaneous  FToD 21  V
P Compulsion <C> Aberrant Mind (Always Prepared) WIS 12 1A 30 ft. V,S Concentation,wpto tminwe - PHB 224 D: 1m, V/S
P Black Tentacles <C> Aberrant Mind (Always Prepared) DEX 12 1A 90 ft./20 ft. Square  V/,S,M  concentation, upto 1 minwte  PHB D: 1m, 20 ft. Square, V/S/M
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