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CLASS & LEVEL PLAYER NAME
Changeling Entertainer (Milestone)
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ARMOR Max HP Current HP Temp HP |
+3 13 20 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
3d6 successes O=O=0O
FAILURES( H >=< )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === WEAPONS ===
=N Simple Weapons
N
=== TOOLS ===
PROFICIENCY BONUS
@ j Drum, Flute, Harp, Lute
y-
=== LANGUAGES ===
I — Common, Common Sign Language
ABILITY SAVE DC |
S==x N
/ N\
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,

finish a Long Rest.

Innate Sorcery « 2 / Long Rest
Twice per Long Rest, you can take a Bonus Action

O _+0  Religion INT : —_— ) : A
Grapple, Shove, Improvise, Two-Weapon Fighting, to unleash the simmering magic within you for 1
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence minute.
O _+3  Stealth DEX === BONUS ACTIONS === === SPECIAL ===
U CHARISMA ) O 1 Surival wis Font of Magic: Create Spell Slot Level 1 Font of Magic: Sorcery Points « 3/ Long Rest
e You can transform 2 unexpended Sorcery Points You can tap into the wellspring of magic within
1 7 ) into a level 1 spell slot, which vanishes when you yourself, which is represented by Sorcery Points (SP).
- finish a Long Rest. Sorcery Points fuel various magical effects. You have
@] 3 SP and regain all expended points when you finish a
o Font of Magic: Create Spell Slot Level 2 Long Rest.
[ You can transform 3 unexpended Sorcery Points
into a level 2 spell slot, which vanishes when vou Metamaaic: Ouickened Spell
\ SKILLS / \ ACTIONS )
7 N
9 PASSIVE PERCEPTION Sorcerous Burst +5 1d8 Acid VIS
Unarmed Strike +1 0 Bludgeoning
11 PASSIVE INSIGHT
10 PASSIVE INVESTIGATION
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== SORCERER FEATURES ===
* Core Sorcerer Traits « PHB-2024 139
* Spellcasting  PHB-2024 139

* Innate Sorcery « PHB-2024 140
Twice per Long Rest, you can take a Bonus Action to
unleash the simmering magic within you for 1 minute.

Activate this effect by clicking on this feature and
selecting Activate Innate Sorcery. Deselect it to stop
this effect.

| 2/ Long Rest ¢ 1 Bonus Action

* Font of Magic « PHB-2024 140

You can tap into the wellspring of magic within
yourself, which is represented by Sorcery Points (SP).
You have 3 SP and regain all expended points when
you finish a Long Rest. In addition to fueling effects
such as Metamagic, you can use your SP to fuel the
options below:

Converting Spell Slots to Sorcery Points. You can
expend a spell slot to gain a number of SP equal to the
slot’s level (no action required).
Creating Spell Slots. As a Bonus Action, you can
transform unexpended SP into one spell slot, creating
a spell slot no higher than level 5. Any spell slot you
create with this feature vanishes when you finish a
Long Rest. The conversion is as follows:

« Sorcerer Level 2 | 2 SP -> Spell Slot Level 1

« Sorcerer Level 3 | 3 SP -> Spell Slot Level 2

« Sorcerer Level 5| 5 SP -> Spell Slot Level 3

« Sorcerer Level 7 | 6 SP -> Spell Slot Level 4

« Sorcerer Level 9 | 7 SP -> Spell Slot Level 5

| Font of Magic: Sorcery Points: 3/ Long Rest ¢
Special

| Font of Magic: Convert Spell Slots: No Action

| Font of Magic: Create Spell Slot Level 1: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 2: 1 Bonus
Action

* Metamagic « PHB-2024 141

You can alter spells to suit your needs; you know 2
Metamagic options which can be used to temporarily
modify spells you cast.

* Metamagic Options * PHB-2024 141

| Quickened Spell « br-2024
When you cast a spell with a casting time of an action,
you can spend 2 Sorcery Points to change the casting
time to a Bonus Action for this casting. You can't
modify a spell in this way if you've already cast a level
1+ spell on the current turn, nor can you cast a level
1+ spell on the current turn after modifying a spell in
this way.

| Metamagic: Quickened Spell: Special
| Subtle Spell « br-2024
When you cast a spell, you can spend 1 Sorcery Point
to cast it without any Verbal, Somatic, or Material
components, except Material components that are
consumed by the spell or that have a cost specified in
the spell.
| Metamagic: Subtle Spell: Special
* Sorcerer Subclass « PHB-2024 141
| Wild Magic Sorcery

* Wild Magic Surge » PHB-2024 149
Once per turn, you can roll 1d20 immediately after

casting a Sorcerer spell with a spell slot. If you roll a
20, roll on the Wild Magic Surge table to create a
magical effect. If the magical effect is a spell, it's too
wild to be affected by your Metamagic.

| Special
| Wild Magic Surge Table: Special

* Tides of Chaos « PHB-2024 149

You can give yourself Advantage on one D20 Test
before you roll the d20. You must cast a Sorcerer spell
with a spell slot or finish a Long Rest before you can
use this feature again.

If you do cast a Sorcerer spell with a spell slot before
you finish a Long Rest, you automatically roll on the
Wild Magic Surge table.

| 1/ Long Rest « Special

=== CHANGELING SPECIES TRAITS ===

* 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.

* Creature Type * MotM 10
You are a Fey.

* Size « MotM 10
You choose between being Medium or Small when
you select this race.

* Speed ¢ MotM 10
Your walking speed is 30 ft.

* Changeling Instincts « MotM 10
You gain proficiency with two of the following skills of

N

FEATURES & TRAITS
Backpack 1 51b Crystal 1 11b.
Mage Armor Spell 1 -- Crowbar 1 51b.
Dagger 1 1lb. Costume 2 8 Ib.
Dagger 1 1lb. Traveler's Clothes 1 4 1b.
Spear 1 31b.
Oil 2 2 1b.
Perfume 1 -
Rations 10 20 Ib.
Rope 1 51b.
WEIGHT CARRIED Tinderbox 1 11b.
74.5 |b. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
120 Ib. Flute 1 11lb.
PUSH/DRAG/LIFT Mirror 1 0.5 Ib.
240 |b. Caltrops 20 2 lb.

EQUIPMENT
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your choice: Deception, Insight, Intimidation,
Performance, or Persuasion.

* Shapechanger « MotM 10

As an action, you can change your appearance and
voice. You determine the specifics, including your
coloration, hair length, sex, height, weight, and can
change your size between Medium and Small. You
can look like another race, though none of your game
statistics change.

You can't duplicate the appearance of an individual
you've never seen, and your form must have the same
basic arrangement of limbs that you have. Your
clothing and equipment aren’t changed by this trait.

You stay in the new form until you use an action to
revert or until you die.

| Shapechange: 1 Action

=== FEATS ===

* Entertainer Ability Score Improvements « PHB-2024
180

| Increase two scores (+2 / +1) ¢

* Musician « PHB-2024 201
Instrument Training. You gain proficiency with three
Musical Instruments of your choice.

Encouraging Song. As you finish a Short or Long Rest,
you can play a song on a Musical Instrument with
which you have proficiency and give Heroic Inspiration
to up to 2 allies who hear the song.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Bajo la luna plateada de Kozakura, entre bosques
de bambu que susurraban secretos ancestrales,
nacié una nifia con el alma atrapada entre dos
mundos. Reika creci6 en la quietud de una aldea
humilde, donde sus manos aprendieron primero el
lenguaje silencioso de las sefias antes que las
palabras. Mientras otras nifias cantaban
canciones infantiles, ella expresaba su corazén a
través de la flauta de bambu, cuyas melodias
atraian a los zorros curiosos del bosque cercano.
Nadie supo decirle por qué a veces, cuando la
musica fluia de sus dedos, sucedian pequefios
milagros: flores que brotaban fuera de temporada,
brisas que acariciaban justo cuando se
necesitaban.

Pero Reika no era una nifia como las demas. Su
esencia pertenecia a un mundo mas antiguo y
caprichoso, pues en verdad era hija de los Parajes
Feéricos: una raposa nacida bajo la mirada de los
kami, capaz de ocultar su verdadera forma tras el
delicado velo de lo humano. En las leyendas que
los ancianos murmuraban junto al fuego se
hablaba de los kitsune, espiritus juguetones y a
veces terribles, duefios de encantos y
metamorfosis. Sus padres adoptivos la habian
encontrado en el corazén del bosque, envuelta en
un resplandor plateado, cuando aln era apenas
una cria solitaria que parecia buscar calor en la
raiz de un pino torcido. Movidos por la compasion,
0 quizas por un presentimiento que les dictaba
que aquel hallazgo no era casualidad, la llevaron
consigo al hogar. Reika creci6 asi, con la gracia
silenciosa de una humana pero con la mirada
siempre puesta en un horizonte que solo ella
podia ver, habitando la delgada linea donde la
realidad se desdibuja con la fantasia.

Con apenas ocho afios, su talento musical se
convirtié en sustento. Las grandes casas nobles
pagaban bien por el entretenimiento, y Reika,
silenciosa y elegante, era una presencia discreta
en sus festines. Todo cambi6 una década mas
tarde, la noche en que quiso adornar el sal6n con

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Minor lllusion Sorcerer -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB-2024298 D: 1m, 5 ft. Cube, S/IM
O Sorcerous Burst Sorcerer +5 1A 120 ft. V,S Instantaneous  PHB-2024 318 V/S
QO Prestidigitation Sorcerer - 1A 10 ft. V,S 1 hour PHB-2024 307 D: 1h, V/S
O Dancing Lights Sorcerer - 1A 120 ft. V,S,M  concenuation, upto 1 minute - PHB-2024 259 D: 1m, V/S/M

=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Sorcerer - iR Self S 1 round EE 150 D: 1Rnd, S
O Mage Armor Sorcerer -- 1A Touch V,S,M 8 hours PHB-2024 293 D: 8h, V/S/M
O Shield Sorcerer - iR Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Chromatic Orb Sorcerer +5 1A 90 ft. V,S\M Instantaneous = PHB-2024 249 V/S/M

===2nd LEVEL === 2 Slots OO
O Phantasmal Force Sorcerer INT13 1A 60 ft./10 ft. Cube V,S,M  concentiation, upro 1 minwee  PHB-2024 304 D: 1m, 10 ft. Cube, V/S/M
O Suggestion Sorcerer WIS 13 1A 30 ft. V,M Concentration, upto 8 hours  PHB-2024 320  D: 8h, V/IM
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