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I — Common, Draconic, Goblin
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4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

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

=== BONUS ACTIONS ===

Font of Magic: Create Spell Slot Level 1
You can transform 2 unexpended Sorcery Points
into a level 1 spell slot, which vanishes when you

finish a Long Rest.

Font of Magic: Create Spell Slot Level 2
You can transform 3 unexpended Sorcery Points
into a level 2 spell slot, which vanishes when you

finish a Long Rest.

Innate Sorcery « 2 / Long Rest

Twice per Long Rest, you can take a Bonus Action
to unleash the simmering magic within you for 1

minute.

Shift » 2 / Long Rest

As a bonus action, you can shift and assume a
more bestial form and gain 4 temporary hit points.

Your transformation lasts for 1 minute, until you die, or

until you revert using a bonus action. You can shift 2

times per long rest.

=== REACTIONS ===
Swiftstride

ACTIONS

74

[ N
10 PASSIVE PERCEPTION Dagger +5 1d4+3 Piercing  smek. Finesse g, Thown, Nick, Range (2010) True Sirke: Ratant
12 DASSIVE INSIGHT Ray of Frost +6 1d8 Cold VIS
Sorcerous Burst +6 1d8 Acid VIS
10 PASSIVE INVESTIGATION Unarmed Strike +1 0 Bludgeoning
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS /
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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 4 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: 4 / 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

| Heightened Spell « br-2024
When you cast a spell that forces a creature to make a
saving throw, you can spend 2 Sorcery Points to give
one target Disadvantage on saves against the spell.

| Metamagic: Heightened Spell: Special

| 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
* Sorcerer Subclass « PHB-2024 141
| Draconic Sorcery
* Draconic Resilience « PHB-2024 148
Your HP maximum increases by 4, and while you

aren’t wearing armor, your base AC equals 10 + Dex.
modifier + Cha. modifier.

N

* Draconic Spells « PHB-2024 148

When you reach a Sorcerer level specified in the
Draconic Spells table, you thereafter always have the
listed spells prepared.

* Ability Score Improvement « PHB-2024 141

=== SHIFTER SPECIES TRAITS ===

* 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.

* 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 32
You are a Humanoid.

* Size « MotM 32
You are Medium.

* Speed ¢ MotM 32
Your walking speed is 30 ft.

* Bestial Instincts « MotM 32

You have proficiency in one of the following skills of
your choice: Acrobatics, Athletics, Intimidation, or
Survival.

* Darkvision « MotM 32
You can see in dim light within 60 ft. of you as if it were

FEATURES & TRAITS
\\
Cloak of Protection 1 - Rope 1 51b.
Spell Scroll Levitate Lv 2 1 - Bell 1 --
Dagger 1 1lb. Tinderbox 1 1lb.
Backpack 1 51b. Waterskin 1 51b.
Pouch 1 11b. Hooded Lantern 1 2 |b.
Pouch 1 11b. Candle 10 -
Quiver 1 11b. Crowbar 1 51b
Thieves' Tools 1 11b. Spellscroll Disguise self Lvl 1 (Com, cons) 1 --
Crystal 1 11b. Bag of Holding 1 51b
WEIGHT CARRIED Chest 1 25 Ib. Potion of Hill Giant Strength 1 -
87 Ib. Crowbar 1 51b.
ENCUMBERED Traveler's Clothes 1 4 1b.
120 Ib. Oil 7 7 Ib. Cloak of Protection 1 -
PUSH/DRAG/LIFT Ball Bearings 1,000 2 lb.
240 |b. Rations 5 10 Ib.
EQUIPMENT ))
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bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Shifting « MotM 32

As a bonus action, you can shift and assume a more
bestial form and gain 4 temporary hit points. Your
transformation lasts for 1 minute, until you die, or until
you revert using a bonus action. You can shift 2 times
per long rest and also gain benefits based on your
chosen form:

| Swiftstride
While shifted, your walking speed increases by 10 ft. In
addition, you can use a reaction to move up to 10 ft.
when a creature ends its turn within 5 ft. of you without
provoking opportunity attacks.

| 1 Reaction

| Shift: 2/ Long Rest « 1 Bonus Action

=== FEATS ===

* Shadow Touched « PHB-2024 207
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Shadow Magic. Choose one level 1 spell from the
lllusion or Necromancy school of magic. You always
have that spell and the Invisibility spell prepared. Once
per Long Rest, you can cast each of these spells
without expending a spell slot. You can also cast these
spells using spell slots you have of the appropriate
level. The spells’ spellcasting ability is the ability
increased by this feat.

| Charisma «

* Lucky » PHB-2024 201
Luck Points. You have 2 Luck Points that you can

spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 2 / Long Rest * Special

ADDITIONAL FEATURES & TRAITS
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GENDER AGE
Chaotic Good
ALIGNMENT FAITH

Medium
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HEIGHT WEIGHT
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Hiperactivo
Alegre
Amable
Engafioso
Manipulador
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Robar a los nobles
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Saik
Kael
Capa
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Cleptomania
Confianzudo
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CHARACTER BACKSTORY
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=== CANTRIPS === (At Will)
O Sorcerous Burst Sorcerer +6 1A 120 ft. V,S Instantaneous  PHB-2024 318 V/S
O Ray of Frost Sorcerer +6 1A 60 ft. V,S Instantaneous  PHB-2024 311 V/S
QO Frosthite Sorcerer CON 14 1A 60 ft. V,S Instantaneous  EE 156 VIS
O True Strike Sorcerer +6 1A Self SM Instantaneous  PHB-2024 336 S/M
QO Shape Water Sorcerer - 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S

=== 1st LEVEL === 4 Slots OO00
O Ice Knife Sorcerer DEX14/+6 1A 60 ft./5 ft. Sphere  S,M Instantaneous ~ PHB-2024 287 5 ft. Sphere, S/IM
O Shield Sorcerer - iR Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Absorb Elements Sorcerer iR Self S 1 round EE 150 D: 1Rnd, S
P Disguise Self Shadow Touched (Always Prepared) -- 1A Self V.S 1 hour PHB-2024262 1/LR, D: 1h, V/S
P Chromatic Orb Draconic Spells (Always Prepared) +6 1A 90 ft. V,S\M Instantaneous  PHB-2024 249 V/S/M
P Command Draconic Spells (Always Prepared) WIS 14 1A 60 ft. \% Instantaneous ~ PHB-2024 251 V

===2nd LEVEL === 3 Slots 000
O Rime's Binding Ice Sorcerer CON 14 1A Self/30 ft. Cone S,M Instantaneous  FToD 21 30 ft. Cone, SIM
O Arcane Vigor Sorcerer - 1BA  Self V,S Instantaneous ~ PHB-2024 242 /S
QO Snilloc's Snowball Swarm Sorcerer DEX 14 1A 90 ft./5 ft. Sphere V,S,M Instantaneous EE 165 5 ft. Sphere, V/S/IM
O Misty Step Sorcerer - 1BA  Self \% Instantaneous ~ PHB-2024299
QO Invisibility Shadow Touched - 1A Touch V,S,M  Concentration, upto 1 hour - PHB-2024 289 1/LR, D: 1h, V/IS/M
P Invisibility Shadow Touched (Always Prepared) -- 1A Touch V,S,M  Concenuation upto 1hour - PHB-2024 289 D: 1h, V/S/M
P Alter Self Draconic Spells (Always Prepared) -- 1A Self V,S Concentration, up to 1 hour - PHB-2024.239  D: 1h, V/S
P Dragon's Breath Draconic Spells (Always Prepared) DEX 14 1BA  Touch/15ft. Cone V,S,M  Concentration, upto 1minuie  PHB-2024 266 D: 1m, 15 ft. Cone, V/S/IM

SPELLS

> 4
L
Y




