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INSPIRATION
=== WEAPONS ===

Crossbow, Light, Dagger, Dart, Longbow,
Longsword, Quarterstaff, Shortbow,
Shortsword, Sling

=== TOOLS ===
Playing Card Set

=== LANGUAGES ===
Celestial, Common, Elvish, Orc

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Sorcery Points * 3/ Long Rest

You have limiteduse - No limited use data available
sorcery points that you regain when you finish a long
rest.

=== BONUS ACTIONS ===
Convert Sorcery Points

You can use your sorcery points to gain additional
spell slots or sacrifice spell slots to aain additional

sorcery points as a bonus action.

=== SPECIAL ===
Metamagic - Empowered Spell

When you roll damage for a spell, you can spend
<strong>1 sorcery point</strong> to reroll up to 2 of
the dice. You must use the new rolls and you can use
this option even if you've already used another
Metamagic option.

Metamagic - Twinned Spell

You can spend sorcery points equal to a
<strong>spell's level</strong> (1 for a cantrip) to
target a second creature in range with the same spell,
as long as the spell at the level it's being cast is
incapable of taraetina more than one creature.

Darkvision 60 ft.

SENSES 3

SKILLS \ ACTIONS Y,
4 N
13 PASSIVE WISDOM (PERCEPTION) Longsword +4 1d8+2 Slashing Martial, Versatile
Chill Touch +4 1d8 Necrotic D: 1Rnd, V/S
13 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +4 3 Bludgeoning
11 PASSIVE INTELLIGENCE (INVESTIGATION)

A WEAPON ATTACKS & CANTRIPS "/
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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 12, Spell Attack +4).
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 3 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: 3/ Long Rest * 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101

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

| Empowered Spell « PHB
When you roll damage for a spell, you can spend
<strong>1 sorcery point</strong> to reroll up to 2 of
the dice. You must use the new rolls and you can use
this option even if you've already used another
Metamagic option.

| Metamagic - Empowered Spell: Special

| Twinned Spell « PHB
You can spend sorcery points equal to a
<strong>spell's level</strong> (1 for a cantrip) to target
a second creature in range with the same spell, as
long as the spell at the level it's being cast is incapable
of targeting more than one creature.

| Metamagic - Twinned Spell: Special

=== HIGH ELF RACIAL TRAITS ===

* Darkvision ¢ BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢ BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can’t put you to sleep.

* Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* EIf Weapon Training * BR 23
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Cantrip * BR 24
You know one cantrip of your choice from the wizard
spell list. INT is your spellcasting ability for it.

* Extra Language * BR 24
You can speak, read, and write one extra language of
your choice.

N

FEATURES & TRAITS
Dagger 1 1lb.
Dagger 1 1lb.
Longsword 1 31b.
Backpack 1 5 lb.
Clothes, Fine 1 6 Ib.
Signet Ring 1 -
Arcane Focus 1 -
Bedroll 1 7 lb.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
70 Ib Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 1lb.
210 Ib. Torch 10 10 Ib.
Waterskin 1 5 lb.

PUSH/DRAG/LIFT

420 Ib.

EQUIPMENT




e — —
Medium
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
// \\
PERSONALITY TRAITS
L~ 1
[ ~"1]
IDEALS
L~ —~
[ ~"1]
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
1 ‘f )\ /
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




Sorcerer

SPELL SAVE DC SPELL ATTACK
BONUS
—
)/ \
7 Y
=== CANTRIPS === (At Will)
QO Lightning Lure Sorcerer STR12 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
QO Chill Touch Sorcerer +4 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
O Acid Splash Sorcerer DEX 12 1A 60 ft. V,S Instantaneous  PHB 211 VIS
O Dancing Lights <C> Sorcerer - 1A 120 ft. V,S,M  concenuation, upto tmine - PHB 230 D: 1m, V/SIM
QO Lightning Lure Cantrip STR11 1A Self/15 ft. \% Instantaneous  SCAG 143 V
=== 1st LEVEL === 4 Slots OO00
O Chaos Bolt Sorcerer +4 1A 120 ft. V.S Instantaneous  XGtE 151  V/S
O Shield Sorcerer - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Burning Hands Sorcerer DEX12 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
===2nd LEVEL === 2 Slots OO
O Scorching Ray Sorcerer +4 1A 120 ft. V.S Instantaneous  PHB 273 VIS

SPELLS
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