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-1 Strength
+2  Dexterity

+5  Constitution

-1 Intelligence

+0  Wisdom

+5  Charisma
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+2  Acrobatics DEX

+0_ Animal Handling wis

+1  Arcana INT

-1 Athletics STR

+3  Deception CHA

-1 History INT

+2_ Insight wis
+3  Intimidation CHA
+1  Investigation INT

+0  Medicine WIS

-1 Nature INT

+2  Perception WIS

+3  Performance CHA

+3  Persuasion CHA

-1 Religion INT

+4  Sleight of Hand DEX

+2_ Stealth DEX

+0  Survival wis
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CLASS & LEVEL PLAYER NAME
Harengon Custom Background (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
+4 12 29 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
3d6 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === WEAPONS ===
=N Simple Weapons
N
PROFICIENCY BONUS === TOOITS ===
Carpenter's Tools
y-
=== LANGUAGES ===
I — Common, Common Sign Language
ABILITY SAVE DC |
N 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,
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.

Rabbit Hop * 2 / Long Rest

As a bonus action, you can jump 10 ft. without
provoking opportunity attacks. You can only use this
trait if your speed is greater than 0. You can use it 2
times and regain all expended uses when you finish a
long rest.

=== REACTIONS ===
Lucky Footwork

74

\ ACTIONS
4 N
12 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
12 DASSIVE INSIGHT Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Spear +1 1d6-1 Piercing Simple, Thrown, Versatile, Sap, Range (20/60)
11 PASSIVE INVESTICATION Shocking Grasp +5 1d8 Lightning  V/S
Sorcerous Burst +5 1d8 Acid VIS
Unarmed Strike +1 0 Bludgeoning
SENSES <\ 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

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

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

yourself, which is represented by Sorcery Points (SP).

expend a spell slot to gain a number of SP equal to the

| 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

| 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
| Wild Magic Sorcery

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

N
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

=== HARENGON SPECIES TRAITS ===

* Ability Score Increases « MotM 12

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 12

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Size « MotM 13
You are Medium or Small. You choose the size when
you select this race.

FEATURES & TRAITS
Dagger 1 11b.
Dagger 1 11b.
Spear 1 3 b
Backpack 1 5 Ib.
Crystal 1 11b.
Chest 1 25 1b.
Oil 2 2Ib.
Rations 10 20 1b.
Rope 1 51b.
WEIGHT CARRIED Tinderbox 1 11lb.
86 Ib. Torch 10 101b.
ENCUMBERED Waterskin 1 51b.
0 lb. Caltrops 20 21b.
PUSH/DRAG/LIFT Crowbar 1 51b.
0 Ib.
EQUIPMENT
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* Hare-Trigger « MotM 13
You can add your proficiency bonus (2) to your
initiative rolls.

* Leporine Senses * MotM 13
You have proficiency in the Perception skill.

* Lucky Footwork « MotM 13

When you fail a DEX saving throw, you can use your
reaction to roll a d4 and add it to the save, potentially
turning the failure into a success. You can't use this
reaction if you're prone or your speed is 0.

| 1 Reaction

* Rabbit Hop « MotM 13

As a bonus action, you can jump 10 ft. without
provoking opportunity attacks. You can only use this
trait if your speed is greater than 0. You can use it 2
times and regain all expended uses when you finish a
long rest.

| 2/ Long Rest « 1 Bonus Action

=== FEATS ===

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases
by 6. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Mage Hand

Light

Sorcerous Burst

Shocking Grasp

=== 1st LEVEL ===
Chaos Bolt

Shield

Magic Missile

Mage Armor

===2nd LEVEL ===
Enlarge/Reduce

Shatter

(At will)

Sorcerer
Sorcerer
Sorcerer

Sorcerer

4 Slots OO00
Sorcerer
Sorcerer
Sorcerer

Sorcerer

2 Slots OO
Sorcerer

Sorcerer

+5
+5

CON 13
CON 13

1A
1A
1A
1A

1A
1R
1A
1A

1A
1A

30 ft. V,S
Touch V.M
120 ft. V,S
Touch V,S
120 ft. V,S
Self V,S
120 ft. V,S
Touch V,S,\M
30 ft. V,S\M

60 t./10 ft. Sphere  V/,S,M

SPELLS

1 minute
1 hour
Instantaneous

Instantaneous

Instantaneous
1 round
Instantaneous

8 hours

Concentration, up to 1 minute

Instantaneous

PHB-2024 293
PHB-2024 292
PHB-2024 318

PHB-2024 316

XGtE 151
PHB-2024 316
PHB-2024 295

PHB-2024 293

PHB-2024 268

PHB-2024 316

D: 1m, VIS
D: 1h, VIM
VIS
VIS

VIS
D: 1Rnd, VIS
VIS
D: 8h, V/ISIM

D: 1m, VIS/IM
10 ft. Sphere, VISIM
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