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CHARACTER NAME

STRENGTH ‘

8

DEXTERITY

_-1_ Strength
O _+3 Dexterity
© _+8 Constitution
O _+0_ Intelligence
©®© _+7_ Wisdom
O]

+13 Charisma

Advantage to avoid or
end the Charmed or
Frightened condition.

SAVING THROWS

(Ad\mnfnnn Anainat
N

y

16
L
——

CONSTITUTION

14 ‘ Animal Handling wis
® _+6  Arcana INT
O -1 Athletics STR
O _+7_ Deception CHA
— O _+0_ History INT
INTELLIGENCE
O _+L Insight wis
10 ® +13 Intimidation CHA
® _*6  Investigation INT
O _*1_ Medicine wis
O 0 Nature INT
(W ® +7 Perception wis
QO _+7_ Performance CHA
13 ® _+13 Persuasion CHA
:@; O _+0  Religion INT
QO _*3  Sleight of Hand DEX
® _+9 Stealth DEX

CHARISMA

O

(o
©)

©)
24 | |°
©)
O

Acrobatics DEX

+1

+1  Survival wis

SKILLS

5

y
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/7 \
ARMOR Max HP Current HP Temp HP |
+9 18 122 _—
INITIATIVE CLASS \ HIT POINTS J
( (. 20d6 1 \
Resistances - Psychic successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === WEAPONS ===
=N Simple Weapons
=== TOOLS ===
PROFICIENCY BONUS j Cartographer's Tools
=== LANGUAGES ===
— — Abyssal, Common, Deep Speech, Draconic,
ABILITY SAVE DC | Goblin, Infernal
/7 N\
30 ft. (Walking), 30 ft. (Flying), 30 ft.
(Climbing)
Q SPEED )
i PROFICIENCIES & TRAINING
N\
=== ACTIONS === damage only.

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

Warping Implosion ¢ 1 / Long Rest

As a Magic action, you can teleport to an
unoccupied space you can see within 120 ft.
Immediately after, each creature within 30 ft. of the

space you left must make a DC 21 Str. saving throw or
take 3d10 Force damage and is pulled straight toward

the space you left, ending in an unoccupied space as
close to your former space as possible. On a
successful save, the creature takes half as much

Once used, you can't use this feature until you finish a

Long Rest unless you spend 5 Sorcery Points (no
action required) to restore your use of it.

=== 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 Lona Rest.

ACTIONS

74

//

17 PASSIVE PERCEPTION Crossbow, Light +9 1d8+3 Piercing  smee. Ammuriion, Loadng, Range, Twe Handed, Saw, Range (89520
11 DASSIVE INSIGHT Dagger +9 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Ray of Frost +18 4d8 Cold VIS
16 PASSIVE INVESTICATION Sorcerous Burst +18 4d8 Acid VIS
Darkvision 120 ft. Unarmed Strike +5 0 Bludgeoning
Cat's Claws +5 1d6-1 Slashing
SENSES L <\ 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.

| Activate Innate Sorcery ¢
During your Innate Sorcery, you gain the following
benefits:

« The spell save DC of your Sorcerer spells
increases by 1.

« You have Advantage on the attack rolls of
Sorcerer spells you cast.

| Innate Sorcery: Sorcery Incarnate: 1 Bonus
Action

| Innate Sorcery: Arcane Apotheosis: 1 Bonus
Action

| 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 20 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: 20 / 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

| Font of Magic: Create Spell Slot Level 3: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 4: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 5: 1 Bonus
Action

* Metamagic « PHB-2024 141

You can alter spells to suit your needs; you know 6
Metamagic options which can be used to temporarily
modify spells you cast.

* Metamagic Options « PHB-2024 141

| Empowered Spell « br-2024
When you roll damage for a spell, you can spend 1

N
Sorcery Points to reroll up to 7 damage dice and you
must use the new rolls. You can use Empowered Spell
even if you've already used a different Metamagic
option during the casting of the spell.

| Metamagic: Empowered Spell: Special

| Extended Spell « br-2024
When you cast a spell with a duration of 1 minute or
longer, you can spend 1 Sorcery Point to double its
duration to a max duration of 24 hours. If the affected
spell requires Concentration, you have Advantage on
any saving throw made to maintain Concentration.

| Metamagic: Extended 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

| 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.

FEATURES & TRAITS
\\
Boots of Elvenkind 1 - Z - Chest 1 25 Ib.
Circlet of Blasting 1 - Dagger 1 11b.
Goggles of Night 1 -- Clothes, Fine 1 6 Ib.
Handy Haversack 1 51b Dragon-Touched Focus (Ascendant) (Gem) 1 -
Potion of Heroism 1 - Bloodwell Vial, +3 1 --
Robe of the Archmagi 1 - Ring of Mind Shielding 1 --
Potion of Healing (Superior) 3 151b. Lantern of Tracking - Aberrations 1 --
Potion of Healing (Supreme) 3 151b. Scroll of Revivify 1 --
Scroll of Detect Magic 3 - Orb of Time 1 --
WEIGHT CARRIED Scroll de Misty Step 3 - Scarab of Protection 1 --
139 Ib. Scroll of True Seeing 1 - Cape of the Mountebank 1 -
ENCUMBERED Elixir of Health 1 -
0lb. Potion of Vitality 2 - Robe of the Archmagi 1 -
PUSH/DRAG/LIFT Cloak of Billowing 1 - Dragon-Touched Focus (Ascendant) (Gem) 1 -
0 Ib. Clockwork Amulet 1 -- Bloodwell Vial, +3 1 -
EQUIPMENT ))
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| Metamagic: Subtle Spell: Special

| Transmuted Spell « br-2024
When you cast a spell that deals a type of damage
from the following list you can spend 1 Sorcery Point to
change that damage type to one of the other listed
types: Acid, Cold, Fire, Lightning, Poison, Thunder.

| Metamagic: Transmuted Spell: Special
* Sorcerer Subclass « PHB-2024 141
| Aberrant Sorcery

* Psionic Spells « PHB-2024 145

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

* Telepathic Speech « PHB-2024 145

As a Bonus Action, choose one creature you can see
within 30 ft., you and the chosen creature can
communicate with each other while the two of you are
within 7 miles. To understand each other, you must
mentally share a language. The telepathic connection
lasts for 20 minutes and ends early if you use this
ability to form a connection with another creature.

| 1 Bonus Action
* Ability Score Improvement « PHB-2024 141
* Sorcerous Restoration « PHB-2024 141
When you finish a Short Rest, you can regain up to 10
Sorcery Points. Once used, you can'’t use this feature
again until you finish a Long Rest.

| 1/ Long Rest « Special

* Psionic Sorcery « PHB-2024 146
When you cast any level 1+ spell from your Psionic

Spells feature, you can cast it by expending a spell slot
as normal, or by spending a number of Sorcery Points
equal to the spell’s level. If you cast the spell using
Sorcery Points, it requires no Verbal or Somatic
components, and doesn’t require Material components
unless they’re consumed by the spell or have a cost
specified in it.

| Special

* Psychic Defenses « PHB-2024 146

You have Resistance to Psychic damage, and you
have Advantage on saving throws to avoid or end the
Charmed or Frightened condition.

* Sorcery Incarnate « PHB-2024 141

If you have no uses of Innate Sorcery left, you can use
it by spending 2 Sorcery Points when you take the
Bonus Action to activate it.

While Innate Sorcery is active, you can use up to two
Metamagic options on each spell you cast.

* 8: Ability Score Improvement « PHB-2024 141
* 12: Ability Score Improvement « PHB-2024 141

* Revelation in Flesh « PHB-2024 146

As a Bonus Action, you can spend 1 or more Sorcery
Points to magically alter your body for 10 minutes. For
each Sorcery Point you spend, gain one of the benefits
of your choice, the effects of which last until the
altercation ends.

Activate this effect by clicking on this feature and
select as many of the options as Sorcery Points spent.
Deselect them to stop this effect.

| Glistening Flight ¢

You gain a Fly Speed equal to your Speed, and you
can hover.

ADDITIONAL FEATURES & TRAITS

| See the Invisible «
You can see any Invisible creature within 60 ft. that
isn’'t behind Total Cover.

| Wormlike Movement ¢
You can move through any space as narrow as 1 inch,
and you can spend 5 ft. of movement to escape from
nonmagical restraints or the Grappled condition.

| Special
| Revelation in Flesh: Transform: 1 Bonus Action
* 16: Ability Score Improvement « PHB-2024 141

* Warping Implosion « PHB-2024 146

As a Magic action, you can teleport to an unoccupied
space you can see within 120 ft. Inmediately after,
each creature within 30 ft. of the space you left must
make a DC 21 Str. saving throw or take 3d10 Force
damage and is pulled straight toward the space you
left, ending in an unoccupied space as close to your
former space as possible. On a successful save, the
creature takes half as much damage only.

Once used, you can't use this feature until you finish a
Long Rest unless you spend 5 Sorcery Points (no
action required) to restore your use of it.

| 1/ Long Rest ¢ 1 Action
* Epic Boon ¢« PHB-2024 141
* Arcane Apotheosis « PHB-2024 141
While Innate Sorcery feature is active, you can use

one Metamagic option on each of your turns without
spending Sorcery Points on it.

=== TABAXI SPECIES TRAITS ===

Manual of Quickness of Action
Tome of Leadership and Influence
Crossbow, Light

Crossbow Bolts

Crowbar

Hammer

Holy Water (flask)

Manacles

Mirror, Steel

Oil (flask)

Piton

Rations (1 day)

Rope, Hempen (50 feet)
Tinderbox

Torch

1 - Waterskin 1 51Ib
1 - Stake (Wooden) 9 --

1 5 lb. Holy Symbol 1 --
20 1.51b. Spellguard Shield 1 6 b
1 51b. Potion of Cloud Giant Strength 1 --

1 31b. Potion of Storm Giant Strength 1 --

1 11b. Potion of Healing (Greater) 1 0.5 Ib.
1 6 Ib. Scroll of Dispel Magic 3 --

1 0.5 Ib. Barrier Tattoo (Very Rare) 1 --

1 11b. Potion of Healing 1 --
10 251b. loun Stone of Mastery 1 --
10 20 Ib. Potion of Invisibility 1 --

1 10 Ib. Scroll de Scorching Ray 1 --

1 11b. Scroll of Passwall 1 --
10 10 Ib. Spell Scroll (Level 8) Maddening Darkness 1 --

ADDITIONAL EQUIPMENT
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* 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 33
You are a Humanoid.

* Size « MotM 33
You are Medium or Small. You choose the size when
you select this race.

* Speed * MotM 33
Your walking speed is 30 ft., and you have a climbing
speed equal to your walking speed.

* Cat's Claws * MotM 33

You can use your claws to make unarmed strikes.
When you hit with them, you deal 1d6-1 slashing
damage.

| 1 Action

* Cat's Talent « MotM 33
You're proficient in Perception and Stealth.

* Darkvision « MotM 33

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.

* Feline Agility « MotM 33

When you move on your turn in combat, you can
double your speed until the end of the turn. Once
used, you can't use this trait again until you move O ft.
on one of your turns.

| 1/ Other « Special

=== FEATS ===

* Telekinetic « PHB-2024 208
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Minor Telekinesis. You learn the Mage Hand spell.
You can cast it without Verbal or Somatic components,
you can make the spectral hand Invisible, and its
range increases by 30 ft. when you cast it. The spell’'s
spellcasting ability is the ability increased by this feat.

Telekinetic Shove. As a Bonus Action, you can
telekinetically shove one creature you can see within
30 ft. of yourself. When you do so, the target must
succeed on a Strength saving throw (DC 8 plus the
ability modifier of the score increased by this feat and
your Proficiency Bonus) or be moved 5 ft. toward or
away from you.

| Charisma «

| Telekinetic Shove: 1 Bonus Action
* Fey-Touched ¢

| Fey Magic (Charisma) ¢
* Inspiring Leader « PHB-2024 204

Ability Score Increase. Wisdom or Charisma increased
by 1.

ADDITIONAL FEATURES & TRAITS

N

Bolstering Performance. After a Short or Long Rest,
give a performance. When you do, up to six allies
(which can include yourself) within 30 ft. of yourself
gain Temporary HP equal to your character level plus
the modifier of the ability you increased with this feat.

| Charisma «
| Bolstering Performance: No Action

* Resilient ¢
Ability Score Increase. One ability, in which you lack
saving throw proficiency, increased by 1.

Saving Throw Proficiency. You gain saving throw
proficiency with the chosen ability.

* Boon of the Night Spirit « PHB-2024 211
Ability Score Increase. One ability score increased by
1.

Merge with Shadows. While within Dim Light or
Darkness, you can give yourself the Invisible condition
as a Bonus Action. The condition ends on you
immediately after you take an action, a Bonus Action,
or a Reaction.

Shadowy Form. While within Dim Light or Darkness,
you have Resistance to all damage except Psychic
and Radiant.

| Merge with Shadows: 1 Bonus Action

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +6 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if

ADDITIONAL EQUIPMENT
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you or the ally has the Incapacitated condition.

* Boon of Fate « PHB-2024 210
Ability Score Increase. Increase one ability score of
your choice by 1.

Improve Fate. When you or another creature within 60
ft. of you succeeds or fails a D20 Test, you can roll 2d4
and apply the total rolled as a bonus or penalty to the
d20 roll. Once you use this benefit, you can't use it
again until you roll Initiative or finish a Short or Long
Rest.

| Improve Fate: Special

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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GENDER AGE
Neutral Good

ALIGNMENT FAITH

—

Medium 2m 176

HEIGHT WEIGHT

Gris Amarillos Violeta

EYES HAIR

E——

A

L

CHARACTER APPEARANCE

=== Allies ===
Arpistas

Circulo de Aurelianthra
Bahamut

=== Organizations ===

Liga de Aventureros

—

7 .

| don't talk about the thing that
torments me. I'd rather not burden
others with my curse.
| refuse to become a victim, and |

PERSONALITY TRAITS
|~

o~
~]

[
I kill monsters to make the world a
safer place, and to exorcise my own

demons. (Good)

IDEALS
L~

o~
~]

[
There’s evil in me, | can feel it. It must
never be set free.

BONDS
L~

Yy
[N "]
| feel no compassion for the dead. They're
the lucky ones.

ALLIES & ORGANIZATIONS )

\\ FLAWS //

CHARACTER BACKSTORY

Circulos de Teletranpsorte aprendidos:

-Liga de Aventureros, Phandalin

-Centro de Neverwinter, Costa de la Espada
-Jardines de Waterdeep, Costa de la Espada
-Circulo comun de Daggerford, Costa de la Espada
-Base de los Arpistas, Xorvinthrot

-Puerta del Basilisco, Baldur's Gate, Costa de la
Espada

-Avalardo, Port Nyanzaru, Chult (sin circulo)
-Castillo de Nemziq, Icewind Dale

-Pantano de la aldea de Kael, Estero de los
Hombres Muertos (sin circulo)

-Ruinas de Netheril

ADDITIONAL NOTES /,
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=== CANTRIPS ===
Sorcerous Burst
Prestidigitation
Minor lllusion
Mending

Shape Water

Ray of Frost

Mage Hand

Mind Sliver

=== 1st LEVEL ===
Shield

Command

Arms of Hadar

Dissonant Whispers

===2nd LEVEL ===
Arcane Vigor
Scorching Ray
Tasha's Mind Whip
Scorching Ray
Misty Step

Calm Emotions

Detect Thoughts

===3rd LEVEL ===
Counterspell
Lightning Bolt
Dispel Magic
Hypnotic Pattern
Hunger of Hadar

Sending

=== 4th LEVEL ===
Banishment

Greater Invisibility
Raulothim's Psychic Lance
Dimension Door

Evard's Black Tentacles

Summon Aberration

=== 5th LEVEL ===

Hold Monster

Synaptic Static

Rary's Telepathic Bond
Rary's Telepathic Bond [R]

Telekinesis

=== 6th LEVEL ===

Disintegrate

(At will)
Sorcerer
Sorcerer
Sorcerer
Sorcerer
Sorcerer
Sorcerer
Telekinetic

Psionic Spells (Always Prepared)

4 Slots OO0O0

Sorcerer

Fey-Touched (Always Prepared)
Psionic Spells (Always Prepared)

Psionic Spells (Always Prepared)

3 Slots 000

Sorcerer

Sorcerer

Sorcerer

Circlet of Blasting
Fey-Touched (Always Prepared)
Psionic Spells (Always Prepared)

Psionic Spells (Always Prepared)

3 Slots 00O

Sorcerer

Sorcerer

Sorcerer

Sorcerer

Psionic Spells (Always Prepared)

Psionic Spells (Always Prepared)

3 Slots 000

Sorcerer

Sorcerer

Dragon-Touched Focus (Ascendant) (Gem)
Cape of the Mountebank
Psionic Spells (Always Prepared)

Psionic Spells (Always Prepared)

3 Slots 000

Sorcerer

Sorcerer

Dragon-Touched Focus (Ascendant) (Gem)
Psionic Spells (Always Prepared)

Psionic Spells (Always Prepared)

2 Slots OO

Sorcerer

INT 27

WIS 23
STR 27
WIS 27

+18
INT 27
+15
CHA 27
WIS 27

CON 27
DEX 27

WIS 27
DEX 27

WIS 27
INT 27

DEX 27

1A
1A
1A
im
1A
1A
1A
1A

1R
1A
1A
1A

1BA
1A
1A
1A
1BA
1A
1A

1R
1A
1A
1A
1A
1A

1A
1A
1A
1A
1A
1A

1A
1A
1A
1A
1A

1A

120 ft.

10 ft.

30 ft./5 ft. Cube
Touch

30 ft./5 ft. Cube
60 ft.

30 ft.

60 ft.

Self
60 ft.
Self/10 ft. Emanation

60 ft.

Self

120 ft.

90 ft.

120 ft.

Self

60 ft./20 ft. Sphere

Self

60 ft.

Self/100 ft. Line
120 ft.

120 ft./30 ft. Cube
150 ft./20 ft. Sphere

Unlimited

30 ft.

Touch

120 ft.

500 ft.

90 ft./20 ft. Square

90 ft.

90 ft.
120 t./20 ft. Sphere
30 ft.
30 ft.
60 ft.

60 ft.

SPELLS

V.S
V.S
SM
V,S,\M
S

V.S
V.S
A\

V.S
A\
V.S
A\

V.S
V.S

V.S

V.S
V,S,\M

V,S,\M
V.S
SM
V,S,M
V,S,\M

V,S,\M
V.S

V,S,\M
V,S,\M

V,S,\M
V.S
V,S,\M
V,S,\M
V.S

V,S,\M

Instantaneous
1 hour

1 minute
Instantaneous
Instantaneous
Instantaneous
1 minute

1 round

1 round
Instantaneous
Instantaneous

Instantaneous

Instantaneous
Instantaneous
1 round
Instantaneous
Instantaneous
Concentation, up to 1 minute

Concentration, up to 1 minute

Instantaneous
Instantaneous
Instantaneous
Concentration, up o 1 minute
Concentration, up o 1 minute

Instantaneous

Concentration, up to 1 minute
Concentration, up to 1 minute
Instantaneous
Instantaneous
Concentration, up to 1 minute

Concentration, up to 1 hour

Concentation, up to 1 minute
Instantaneous
1 hour

1 hour

Conceniration, up to 10 minutes

Instantaneous

PHB-2024 318
PHB-2024 307
PHB-2024 298
PHB-2024 297
EE 164

PHB-2024 311
PHB-2024 293

PHB-2024 298

PHB-2024 316
PHB-2024 251
PHB-2024 243

PHB-2024 264

PHB-2024 242
PHB-2024 314
TCoE 115

PHB-2024 314
PHB-2024 299
PHB-2024 249

PHB-2024 262

PHB-2024 258
PHB-2024 292
PHB-2024 265
PHB-2024 287
PHB-2024 286

PHB-2024 314

PHB-2024 245
PHB-2024 281
FToD 21

PHB-2024 262
PHB-2024 270

PHB-2024 322

PHB-2024 285
PHB-2024 330
PHB 270

PHB-2024 311

PHB-2024 331

PHB-2024 263

VIS

D: 1h, VIS

D: 1m, 5 ft. Cube, S/M
VISIM

5 ft. Cube, S

\/S}

D: 1m, VIS

D: 1Rnd, V

D: 1Rnd, V/S
LR,V

10 ft. Emanation, V/S
\Y

VIS

VIS

D: 1Rnd, V

1 Charge, VIS

LR,V

D: 1m, 20 ft. Sphere, V/S
D: 1m, V/SIM

S

100 ft. Line, V/SIM

Special: (See Description)*, V/S
D: 1m, 30 ft. Cube, S/IM

D: 1m, 20 ft. Sphere, V/ISIM
VISIM

D: 1m, V/SIM

D: 1m, V/S

1 Charge, V

1 Charge, V

D: 1m, 20 ft. Square, V/S/M

Special: Use the spell slot’s level for the spell’s level in the stat block.*, D: 1h, V/S/M

D: 1m, V/ISIM

20 ft. Sphere, VIS

1 Charge, D: 1h, VISIM
D: 1h, VISIM

D: 10m, V/S

VISIM

> 4

N
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O Mass Suggestion Sorcerer WIS 27 1A 60 ft. V.M 24 hours PHB-2024 296 D: 24h, V/IM
O Mental Prison Sorcerer INT 27 1A 60 ft. S Concenvation, upto 1minuie - XGtE 161  D: 1m, S
=== T7th LEVEL === 2 Slots OO
O Teleport Sorcerer -- 1A 10 ft. \Y Instantaneous ~ PHB-2024 331
Q Etherealness Sorcerer - 1A Self V,S 8 hours PHB-2024 269 D: 8h, V/S
=== 8th LEVEL === 1 Slots O
O Dominate Monster Sorcerer WIS 27 1A 60 ft. V,S Concentration, upto L hour - PHB-2024 265 Ext. D: Your Concentration can last up to 8 hours.*, D: 1h, V/S
O Demiplane Sorcerer -- 1A 60 ft. S 1 hour PHB-2024261 D: 1h, S
=== 9th LEVEL === 1 Slots O
O Wish Sorcerer - 1A Self \% Instantaneous ~ PHB-2024 341V
O Psychic Scream Sorcerer INT27 1A 90 ft. S Instantaneous ~ XGtE 163 S
O Meteor Swarm Sorcerer DEX 27 1A 1 mile/40 ft. Sphere  V/,S Instantaneous ~ PHB-2024 298 40 ft. Sphere, V/S
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