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CLASS & LEVEL PLAYER NAME
Air Genasi Acolyte (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 20 135 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
. . . 19d6
Resistances - Lightning successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION
j === WEAPONS ===
=N Simple Weapons
N
PROFICIENCY BONUS :::.TOOLS, === .
Calligrapher's Supplies

{1
(

ABILITY SAVE DC |

)

F—
/7

/4

35 ft. (Walking)

Q SPEED J

=== LANGUAGES ===
Common, Primordial

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.

Font of Magic: Create Spell Slot Level 3

You can transform 5 unexpended Sorcery Points
into a level 3 spell slot, which vanishes when you
finish a Long Rest.

Font of Magic: Create Spell Slot Level 4

You can transform 6 unexpended Sorcery Points
into a level 4 spell slot, which vanishes when you
finish a Long Rest.

Font of Magic: Create Spell Slot Level 5

You can transform 7 unexpended Sorcery Points
into a level 5 spell slot, which vanishes when you
finish a Lona Rest.

L SKILLS ),

\ ACTIONS 74
7 N
11 PASSIVE PERCEPTION Dagger +7 1d4+1 Piercing  simple, Finesse, Light, Thrown, Nick, Range (20/60)
17 DASSIVE INSIGHT Fire Bolt +15 4d10 Fire VIS
Poison Spray +15 4d12 Poison VIS
11 PASSIVE INVESTIGATION Sorcerous Burst +15 4d8 Acid VIS
Darkvision 60 ft. Shocking Grasp +12 4d8 Lightning VIS
Unarmed Strike +5 0 Bludgeoning
SENSES g WEAPON ATTACKS & CANTRIPS /
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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 19 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: 19 / 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

| 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 6 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

| Empowered Spell « br-2024
When you roll damage for a spell, you can spend 1
Sorcery Points to reroll up to 6 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
| 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.

| 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
| Draconic Sorcery

* Draconic Resilience « PHB-2024 148

Your HP maximum increases by 19, and while you
aren’t wearing armor, your base AC equals 10 + Dex.
modifier + Cha. modifier.

* 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.

N

FEATURES & TRAITS
Bracers of Defense 1 - Bottle of Boundless Cider Mora 1 --
Ring of Protection 1 - Dagger 1 11b.
Potion of Healing (Greater) 1 0.5 Ib. Backpack 1 51b.
Potion of Healing (Supreme) 1 0.5 Ib. Spear 1 3b.
Feather fall 1 - Dagger 1 11b.
Potion of Invulnerability 1 - Crystal 1 11b.
Saddle of the Cavalier 1 - Calligrapher's Supplies 1 51b.
Bloodwell Vial, +3 1 - Potion of Heroism 1 --
Rust Bag of Tricks 1 0.5 Ib. Spell Scroll (Level 2) of Silence 1 --
WEIGHT CARRIED Bowl of Commanding Water Elementals 1 - Tome of Leadership and Influence 1 --
68.5 Ib. Chime of Opening 1 -- Potion of Healing 1 0.5 1b.
ENCUMBERED Necklace of Fireballs 1 -
120 Ib. Portable Hole 1 - Bracers of Defense 1 --
PUSH/DRAG/LIFT Prosthetic Limb 1 - Ring of Protection 1 -
240 |b. Ring of the Adventurers League 1 -- Bloodwell Vial, +3 1 -

EQUIPMENT
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* Ability Score Improvement « PHB-2024 141

* Sorcerous Restoration « PHB-2024 141

When you finish a Short Rest, you can regain up to 9
Sorcery Points. Once used, you can'’t use this feature
again until you finish a Long Rest.

| 1/ Long Rest ¢ Special

* Elemental Affinity « PHB-2024 148
You choose a damage type associated with Dragons:
Acid, Cold, Fire, Lightning, or Poison. You gain the
following benefits:

* You have Resistance to that damage type.

« When you cast a spell that deals damage of that
type, you can add your Cha. modifier (+6) to one
damage roll of that spell.

| Lightning Damage ¢
You're resistant to Lightning damage and when you
cast spells that deal Lightning damage, you add +6 to
one damage roll.
* 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
* Dragon Wings « PHB-2024 148

* 16: Ability Score Improvement « PHB-2024 141

* Dragon Companion « PHB-2024 149

You can cast Summon Dragon without a Material
component. Once per Long Rest, you can cast it
without a spell slot.

Whenever you start casting the spell, you can modify it
so that it doesn’t require Concentration. If you do the
spell’s duration becomes 1 minute for that casting.

* Epic Boon « PHB-2024 141

=== AIR GENASI 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 16
You are a Humanoid.

* Size « MotM 16
You choose between Medium or Small when you
select this race.

* Speed « MotM 16
Your walking speed is 35 ft.

* Darkvision « MotM 16

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.

* Unending Breath « MotM 16
You can hold your breath indefinitely while you're not
incapacitated.

* Lightning Resistance « MotM 16
You have resistance to lightning damage.

* Mingle with the Wind « MotM 16

ADDITIONAL FEATURES & TRAITS

You learn shocking grasp. At 3rd level you can cast
feather fall, and at 5th level you can cast levitate,
without requiring material components. Once you cast
either spell, you can’t cast that spell again until you
finish a long rest. You can also cast 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.

=== FEATS ===

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

Bypass Cover. Your attack rolls for spells ignore Half
Cover and Three-Quarters Cover.

Casting in Melee. Being within 5 ft. of an enemy
doesn't impose Disadvantage on your attack rolls with
spells.

Increased Range. When you cast a spell that has a
range of at least 10 ft. and requires you to make an
attack roll, you can increase the spell's range by 60 ft.

* Elemental Adept « PHB-2024 203
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Energy Mastery. Choose one of the following damage
types: Acid, Cold, Fire, Lightning, or Thunder. Spells
you cast ignore Resistance to damage of the chosen
type. In addition, when you roll damage for a spell you

CLASS & LEVEL PLAYER NAME
Air Genasi Acolyte (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
P — —
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Potion of Healing

Potion of Mind Reading

Staff of Power

Pixie Dust

The Eye of Xxiphu (Leg, Attu)
Oil

Rations

Rope

Tinderbox

Torch

Waterskin

Caltrops

Crowbar

Bottle of Boundless Cider Mora

Pixie Dust

1 0.5 Ib. The Eye of Xxiphu (Leg, Attu)
1 -

1 -

1 -

1 -

2 2 1b.
10 20 Ib.
1 5 1b.
1 11b.
10 10 Ib.
1 5 1b.
20 2 lb.
1 51b
1 -

1 -

ADDITIONAL EQUIPMENT
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cast that deals damage of that type, you can treat any
1 on a damage die as a 2.

Repeatable. You can take this feat more than once,
but you must choose a different damage type each
time for Energy Mastery.

| Lightning

* War Caster » PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell
must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction
* Skill Expert « PHB-2024 207
Ability Score Increase. Increase one ability score of

your choice by 1.

Skill Proficiency. You gain proficiency in one skill of
your choice.

Expertise. Choose one skill in which you have
proficiency but lack Expertise. You gain Expertise with
that skill.

* Boon of Spell Recall « PHB-2024 211

Ability Score Increase. Intelligence, Wisdom, or
Charisma increased by 1.

Free Casting. Whenever you cast a spell with a level
1-4 spell slot, roll 1d4. If the number you roll is the
same as the slot’s level, the slot isn't expended.

| Free Casting: No Action
* Acolyte Ability Score Improvements « PHB-2024 178
| Increase two scores (+2 / +1) ¢

* Magic Initiate (Cleric) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Cleric spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma «

ADDITIONAL FEATURES & TRAITS
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CHARACTER APPEARANCE

=== Organizations ===
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=== CANTRIPS === (At Will)
O Mold Earth Sorcerer -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Gust Sorcerer STR24 1A 30 ft. V,S Instantaneous  EE 157 VIS
QO Fire Bolt Sorcerer +15 1A 120 ft. V,S Instantaneous  PHB-2024 274 \//S
QO Poison Spray Sorcerer +15 1A 30 ft. V,S Instantaneous ~ PHB-2024 306 V/S
O Light Sorcerer - 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM
O Sorcerous Burst Sorcerer +15 1A 120 ft. V,S Instantaneous  PHB-2024 318 V/S
QO Toll the Dead Magic Initiate (Cleric) WIS20 1A 60 ft. V.S Instantaneous ~ PHB-2024 334 V/S
O Spare the Dying Magic Initiate (Cleric) -- 1A 15 ft. V.S Instantaneous ~ PHB-2024 318 V/S
O Shocking Grasp Mingle with the Wind +12 1A Touch V.S Instantaneous  PHB 275 VIS
=== 1st LEVEL === 4 Slots OO0O0
O Shield Sorcerer - 1R Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Absorb Elements Sorcerer - 1R Self S 1 round EE 150 D:1Rnd, S
O Guiding Bolt Magic Initiate (Cleric) +12 1A 120 ft. V,S 1 round PHB-2024 282 1/LR, D: 1Rnd, V/S
O Feather Fall Mingle with the Wind - 1R 60 ft. V,M 1 minute PHB239 1/LR,D:1m, VIM
O Feather Fall Mingle with the Wind -- 1R 60 ft. WAV 1 minute PHB239 D:1m, VIM
P Chromatic Orb Draconic Spells (Always Prepared) +15 1A 90 ft. V,S,M Instantaneous  PHB-2024249 V/S/M
P Command Draconic Spells (Always Prepared) WIS 24 1A 60 ft. \Y Instantaneous  PHB-2024 251 \/
===2nd LEVEL === 3 Slots 000
O Warding Wind Sorcerer - 1A Self/10 ft. Sphere  \/ Concentration, up to 10 minutes EE 170 D: 10m, 10 ft. Sphere, V
O Knock Chime of Opening - 1A 60 ft. \% Instantaneous ~ PHB-2024 290 1 Charge (9/10), V
QO Levitate Mingle with the Wind CON20 1A 60 ft. V,S,M  concentaion.wprosominwes  PHB 255 1/LR, D: 10m, V/S/M
O Levitate Mingle with the Wind CON20 1A 60 ft. V,S,M  concentation.wpo0minwes PHB 255 D: 10m, V/IS/M
P Alter Self Draconic Spells (Always Prepared) -- 1A Self V,S Concentration, upto 1 hour - PHB-2024 239 D: 1h, V/S
P Dragon's Breath Draconic Spells (Always Prepared) DEX 24 1BA  Touch/15 ft. Cone V,S,M  Concentration, upto 1minute  PHB-2024 266 D: 1m, 15 ft. Cone, V/S/M
=== 3rd LEVEL === 3 Slots OO0
QO Fireball Sorcerer DEX 24 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous  PHB-2024 274 20 ft. Sphere, VIS/M
QO Thunder Step Sorcerer CON 24 1A 90 ft. \Y Instantaneous ~ XGtE 168 V
O Slow Sorcerer WIS 24 1A 120 ft./40 ft. Cube V/,S,M  Concenation, upto 1minute  PHB-2024 318 D: 1m, 40 ft. Cube, V/S/M
O Haste Sorcerer - 1A 30 ft. V,S,M  concenuation, upto 1minwte  PHB-2024 284 D: 1m, V/S/M
QO Lightning Bolt Sorcerer DEX 24 1A Self/100 ft. Line V,S,M Instantaneous  PHB-2024292 100 ft. Line, V/S/M
QO Counterspell Sorcerer CON 24 1R 60 ft. S Instantaneous ~ PHB-2024258 S
QO Catnap Sorcerer - 1A 30 ft. SM 10 minutes XGtE 151 D: 10m, S/M
QO Fireball Necklace of Fireballs DEX 15 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous  PHB-2024274 1 Charge (5/9), 20 ft. Sphere, V/IS/IM
P Fear Draconic Spells (Always Prepared) WIS 24 1A Self/30 ft. Cone V,S,M  concentration. upto 1 minuie - PHB-2024 271 D: 1m, 30 ft. Cone, V/IS/IM
P Fly Draconic Spells (Always Prepared) -- 1A Touch V,S,M  concentration, up to 10 minutes - PHB-2024 276 D: 10m, V/S/M
=== 4th LEVEL === 3 Slots 000
O Banishment Sorcerer CHA 24 1A 30 ft. V,S,M  concenuation, up o 1 minute - PHB-2024 245 D: 1m, V/S/M
P Arcane Eye Draconic Spells (Always Prepared) -- 1A 30 ft. V,S,M  concentration, upto 1hour  PHB-2024 242 D: 1h, V/S/M
P Charm Monster Draconic Spells (Always Prepared) WIS 24 1A 30 ft. V.S 1 hour PHB-2024 249 D: 1h, V/S
=== 5th LEVEL === 3 Slots 000
O Wall of Stone Sorcerer - 1A 120 ft. V,S,M  concenvaion upto20minwees - PHB-2024 339 D: 10m, V/S/M
P Legend Lore Draconic Spells (Always Prepared) -- 10m  Self V,S,M Instantaneous  PHB-2024290 V/S/M
P Summon Dragon Draconic Spells (Always Prepared) -- 1A 60 ft. V,S,M  Concentration, upto 1 hour - PHB-2024 324 D: 1h, V/S/M
O Summon Dragon Dragon Companion -- 1A 60 ft. V,S,M  Concentration, upto 1hour - PHB-2024 324 1/LR, D: 1h, V/S/IM
SPELLS
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=== 6th LEVEL === 2 Slots OO
QO Chain Lightning Sorcerer DEX 24 1A 150 ft. V,S,M Instantaneous  PHB-2024249 V\/S/M
O Investiture of Wind Sorcerer CON 24 1A Self/15 ft. Cube V,S Concentration, upto 10 mintes  EE 160 D: 10m, 15 ft. Cube, V/S
O Mass Suggestion Sorcerer WIS 24 1A 60 ft. V.M 24 hours PHB-2024 296 D: 24h, VIM
=== T7th LEVEL === 1 Slots O
O Whirlwind Sorcerer DEX 24 1A 300 ft./10 ft. Cylinder  \/,M Concentration, upto Lminute EE 171 D: 1m, 10 ft. Cylinder, VIM
O Teleport Sorcerer -- 1A 10 ft. \Y Instantaneous ~ PHB-2024 331
O Plane Shift Sorcerer - 1A Touch V,S,M Instantaneous  PHB-2024 305 V/S/M
=== 8th LEVEL === 1 Slots O
O Earthquake Sorcerer DEX 24 1A 500 ft. V,S,M  concenvation, upto tminwie  PHB-2024 267 D: 1m, V/S/M
=== 9th LEVEL === 1 Slots O
O Wish Sorcerer - 1A Self \% Instantaneous ~ PHB-2024341
O Meteor Swarm Sorcerer DEX 24 1A 1 mile/40 ft. Sphere  V/,S Instantaneous ~ PHB-2024 298 40 ft. Sphere, V/S
SPELLS

> 4

N




