D&D
1B ENOINID)

—

Sidereal "Sid" // CWNP Podcast

STRENGTH ‘

8

DEXTERITY

14
O}
——

CONSTITUTION

INTELLIGENCE

12

CHARISMA

18

CHARACTER NAME

o’ N
ﬁ) -1 Strength \

+2  Dexterity
+5_ Constitution
+0_ Intelligence

+1  Wisdom

© 0000

+7  Charisma

Advantage to avoid or end the
charmed condition

L SAVING THROWS )’

o’ N
O _+2 Acrobatics DEX \
O _*1_ Animal Handling wis

O +0 Arcana INT

O -1 Athletics STR
® _+7_ Deception CHA
O _+0_ History INT

O _+L Insight wis

O _+4  Intimidation CHA
O _*0_ Investigation INT
O +1  Medicine wis
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® _+4  Perception WIS
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+4  Survival wis
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=== WEAPONS ===
Crosshow, Light, Dagger, Dart, Quarterstaff,
Sling
=== TOOLS ===

Cartographer's Tools, Lyre

=== LANGUAGES ===
Common, Elvish, Sylvan

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Sorcery Points * 6 / Long Rest
you finish a long rest.
=== BONUS ACTIONS ===

Convert Sorcery Points

sorcery points as a bonus action.

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

You have 6 sorcery points that you regain when

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

Starlight Step * 3/ Long Rest

You can magically teleport up to 30 ft. to an

unoccupied space you can see.

=== SPECIAL ===
Empowered Healing

While you aren’t incapacitated, whenever you or an
ally within 5 ft. rolls dice to determine the number of
HP a spell restores, you can spend 1 sorcery point to

reroll any number of those dice once.

Favored by the Gods ¢ 1 / Short Rest

Once per short rest, if you fail a saving throw or
miss with an attack roll, you can roll 2d4 and add it to
the total. possibly chanaina the outcome.

74

\ ACTIONS
7 N
14 PASSIVE PERCEPTION Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Poison Spra +7 2d12 Poison VIS
11 PASSIVE INSIGHT pray
Sorcerous Burst +7 2d8 Acid VIS
10 PASSIVE INVESTIGATION Unarmed Strike +2 0 Bludgeoning
Darkvision 60 ft.
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=== SORCERER FEATURES === success.
| Convert Sorcery Points: 1 Bonus Action
* Additional Sorcerer Spells « TCoE 65 | Special

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 15, Spell Attack +7).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Divine Soul

* Divine Magic * XGtE 50

You can learn or replace a sorcerer cantrip or a
sorcerer spell of 1st level or higher from the cleric spell
list or the sorcerer spell list. You also learn an
additional spell based on your chosen affinity.

| Chaos * XGtE

* Favored by the Gods « XGtE 50

Once per short rest, if you fail a saving throw or miss
with an attack roll, you can roll 2d4 and add it to the
total, possibly changing the outcome.

| 1/ Short Rest * Special

* Font of Magic « PHB 101

You have 6 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: 6 / Long Rest * 1 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 1
sorcery point to reroll up to 4 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 spell's level
(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

* Sorcerous Versatility « TCOE 66

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following, representing the magic within you
flowing in new ways:

- Replace one of the options you chose for the
Metamagic feature with a different Metamagic option
available to you.

- Replace one cantrip you learned from this class’s
Spellcasting feature with another cantrip from the
sorcerer spell list.

* 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

* Empowered Healing « XGtE 50

While you aren’t incapacitated, whenever you or an
ally within 5 ft. rolls dice to determine the number of
HP a spell restores, you can spend 1 sorcery point to
reroll any number of those dice once.

| Special

=== ASTRAL ELF SPECIES 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
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:

FEATURES & TRAITS
Necklace of Adaptation 1 -
Dagger 1 11b.
Dagger 1 11b.
Quarterstaff 1 4 1b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Lyre 1 21b.
Arcane Focus 1 -
Bedroll 1 7 Ib.
WEIGHT CARRIED Mess Kit 1 1lb.
71 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
240 Ib. Waterskin 1 51b.

EQUIPMENT
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dancing lights, light, or sacred flame.

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
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 Player's Handbook. This lasts until you
finish your next long rest.

=== FEATS ===

* Actor « PHB 165

You gain +1 CHA, you have advantage on Deception
and Performance checks when trying to pass yourself
off as a different person, and you can mimic the
speech of another person or the sounds made by other
creatures that you have heard (for at least 1 minute).

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
QO Poison Spray Sorcerer +7 1A 30 ft. V,S Instantaneous ~ PHB-2024 306 V/S
O Minor lllusion Sorcerer -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Guidance Sorcerer -- 1A Touch V,S Concentration, up o L minute - PHB-2024 282 D: 1m, V/S
O Sorcerous Burst Sorcerer +7 1A 120 ft. V,S Instantaneous ~ PHB-2024 318 V/S
O Message Sorcerer - 1A 120 ft. SM 1 round PHB-2024 298 D: 1Rnd, S/M
O Dancing Lights Astral Fire - 1A 120 ft. V,S,M  Concentation, ipto 1 minute  PHB-2024 259 D: 1m, V/S/M
=== 1st LEVEL === 4 Slots OO00
O Mage Armor Sorcerer -- 1A Touch V,S,M 8 hours PHB-2024 293 D: 8h, V/S/M
O Ray of Sickness Sorcerer +7 1A 60 ft. V.S Instantaneous ~ PHB-2024 311 V/S
QO Silvery Barbs Sorcerer -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Bane Divine Magic CHA 15 1A 30 ft. V,S,M  concentiation, upto 1minwte - PHB 216~ D: 1m, V/S/M
===2nd LEVEL === 3 Slots 000
O Wither and Bloom Sorcerer CON 15 1A 60 ft./10 ft. Sphere V/,S,M Instantaneous SACoC 38 10 ft. Sphere, V/S/IM
O Protection from Poison Sorcerer - 1A Touch V.S 1 hour PHB-2024310 D: 1h, V/S
===3rd LEVEL === 3 Slots 00O
QO Stinking Cloud Sorcerer CON 15 1A 90 ft./20 ft. Sphere  \/,S,M  concentration, upo1minve - PHB 278 D: 1m, 20 ft. Sphere, V/IS/M
O Gaseous Form Sorcerer - 1A Touch V,S,M  Concenuation, upto 1 hour  PHB-2024 277 ~ Creatures: One additional creature for each spell slot level above 3.%, D: 1, V/S/M
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