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ﬁ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
8 ® +4 Constitution +2 12 2 0 S
O _+0_ Intelligence
O +1 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +5 Charisma / y, , \
3d6 successes O=O=0O
DEXTERITY raiLures O=O=0
14 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === WEAPONS ===
y \ =N Simple Weapons
CONSTITUTION O +2 Acrobatics DEX \ N
PROFICIENCY BONUS ===TOOLS ===
\ O _+1 Animal Handling wis Thieves' Tools
O +0 Arcana INT =
i === LANGUAGES ===
O _L_ Athletics sTR — — Celestial, Common
O +3  Deception CHA ABILITY SAVE DC |
S==x F—
N —— O _+0_ History INT
INTELLIGENCE .
® _+3 Insight wis (/ \
30 ft. (Walking), 30 ft. (Flyin
10 O +3 Intimidation CHA ( 9) (Flying)
O _*0_ Investigation INT
O +1  Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & TRAINING
' wispom Y ® +3 Perception wis , N\
O _+3  Performance CHA === ACTIONS === finish a Long Rest.
l 2 ) Standard Actions
® _*5_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, === SPECIAL ===
O +0  Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Favored by the Gods ¢ 1/ Short Rest
g Grapple, Shove, Improvise, Two-Weapon Fighting, Once per short rest, if you fail a saving throw or
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence miss with an attack roll, you can roll 2d4 and add it to
the total, possibly changing the outcome.
® _+4 Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) O 1 Surival wis Font of Magic: Create Spell Slot Level 1 Font of Magic: Sorcery Points « 3/ Long Rest
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 Luck Points « 2 / Lona Rest
\ SKILLS J ACTIONS )
7 N
13 PASSIVE PERCEPTION Sorcerous Burst +5 1d8 Acid VIS
Unarmed Strike +1 0 Bludgeoning
13 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

* 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

| Careful Spell « br-2024
When you cast a spell that forces other creatures to
make a saving throw, you can spend 1 Sorcery Point
and choose up to 3 creatures to automatically succeed
on its saving throw, and it takes no damage if it would
normally take half damage on a success.

| Metamagic: Careful Spell: Special
| 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
* Sorcerer Subclass « PHB-2024 141
| Divine Soul (XGtE)
* Divine Magic * XGtE
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.
| Good «
* Favored by the Gods * XGtE
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

FEATURES & TRAITS

=== FAIRY SPECIES TRAITS ===

* Languages ¢ MotM 12

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 13
You are a Fey.

* Size « MotM 13
You are Small.

* Speed « MotM 13
Your walking speed is 30 ft.

* Fairy Magic « MotM 13
You know the druidcraft spell.

At third level you can cast faerie fire, and at fifth level
you can cast enlarge/reduce. Once you cast either of
these spells with this trait, you cannot cast that spell
with it again until you finish a long rest. You can cast
either of these spells using any spell slots you have of
the appropriate level. Your spellcasting modifier is
either Intelligence, Wisdom, or Charisma (choose
when you select this race).

| Charisma «
Charisma is your spellcasting ability for these spells
when you cast them with this trait.

* Flight « MotM 13

Because of your wings, you have a flying speed equal
to your walking speed. You can’t use this flying speed
if you're wearing medium or heavy armor.

=== FEATS ===

N

WEIGHT CARRIED
0 lb.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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* 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

* Wayfarer Ability Score Improvements « PHB-2024
185

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== CANTRIPS === (At Will)
O Sorcerous Burst Sorcerer +5 1A 120 ft. V,S Instantaneous  PHB-2024 318 V/S
O Light Sorcerer -- 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM
QO Prestidigitation Sorcerer - 1A 10 ft. V,S 1 hour PHB-2024 307 D: 1h, V/S
O Guidance Sorcerer - 1A Touch V,S Concenuation, up to L minute - PHB-2024 282 D: 1m, V/S
O Druidcraft Fairy Magic -- 1A 30 ft. V.S Instantaneous  PHB 236  V/S

=== 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 Absorb Elements Sorcerer - iR Self S 1 round EE 150 D: 1Rnd, S
O Shield Sorcerer - iR Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Witch Bolt Sorcerer +5 1A 60 ft. V,S,M  concentration, upro 1 minwe - PHB-2024 343 D: 1m, V/S/M
O Faerie Fire Fairy Magic DEX 13 1A 60 ft./20 ft. Cube V Concentration, p o 1 minwte - PHB 239 1/LR, D: 1m, 20 ft. Cube, V
P Faerie Fire Fairy Magic (Always Prepared) DEX 13 1A 60 ft./20 ft. Cube V Concentration, upto tminute - PHB 239 D: 1m, 20 ft. Cube, V
O Cure Wounds Divine Magic -- 1A Touch V.S Instantaneous ~ PHB-2024 259 /S

===2nd LEVEL === 2 Slots OO
O Scorching Ray Sorcerer +5 1A 120 ft. V,S Instantaneous ~ PHB-2024314 V/S
QO Prayer of Healing Sorcerer - 10m 30ft. \% Instantaneous ~ PHB-2024 307

SPELLS

> 4

N




