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CLASS & LEVEL PLAYER NAME
Aasimar Entertainer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+9 20 128 -
INITIATIVE CLASS \ HIT POINTS J
( ( 18d6 1 \
Resistances - Radiant, Necrotic, successes O=O=0O
Lightning raiLures O=O=0O
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === WEAPONS ===
=N Simple Weapons
N
=== TOOLS ===
PROFICIENCY BONUS
j Flute, Horn, Lute, Lyre
y-
=== LANGUAGES ===
I — Common, Draconic, Elvish, Primordial
ABILITY SAVE DC |
S==x N
/ N\
30 ft. (Walking), 60 ft. (Flying)
A SPEED )
) 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

Healing Hands ¢ 1 / Long Rest
Once per Long Rest as a Magic action, you touch a
creature and they regain 6d4 HP.

=== BONUS ACTIONS ===
Celestial Revelation « 1 / Long Rest

Once per Long Rest, you transform using one of
the options available to you (choose the option each
time vou transform). The transformation lasts for 1

minute or until you end it (no action required).

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 Lona Rest.

SKILLS \ ACTIONS Y
[ 7 N
10 PASSIVE PERCEPTION Dagger +9 1d4+3 Piercing  sinvie.riness, ot Thown. ek, Range c06) Tre Sk 306+5 Raiant
10 DASSIVE INSIGHT Dagger +9 1d4+3 Piercing  smvie. Finesse, Ligh, Trown, Nick, Range (2060), Tru Strke: d6+5 Radiant
Staff of Power +7 1d6+1 Bludgeoning 10720 Charges, Simple, Versatile, Topple, True Strike: 3d6+5 Radiant
9 PASSIVE INVESTIGATION Fire Bolt +19 4d10 Fire VIS
Darkvision 60 ft. Poison Spray +19 4d12 Poison VIS
Shocking Grasp +19 4d8 Lightning VIS
<
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

* Circle Magic Casting * FRHoF

When you cast a spell that has a casting time of an
action or 1 minute or longer and cast it using a spell
slot, you can cast it as a Circle spell. Casting a Circle
spell follow the usual rules for spellcasting, and the
primary caster (“you” in these rules) decide the spell’'s
targets, maintain Concentration if required, provide the
spell's components, expend the slot for casting the
spell, and decide any of the options noted. The spell’'s
effects originate from you.

You take a Magic action to initiate casting a Circle
spell. When you do, you choose which Circle casting
option you're using for this casting; you must also meet
any other requirements described in that option’s text.

Casting a Circle spell requires that one or more other
spellcasters, called secondary casters, lend their
magic to the spell. They must have the Spellcasting or
Pact Magic feature to participate in a Circle spell. Each
secondary caster must take the Magic action before
the start of your turn while remaining within 30 ft. of
you to contribute to the spell. If the spell has a casting
time of 1 minute or more, you and each caster must
take the Magic action on each of your turns for the
entire casting time, you must each maintain
Concentration while doing so. If any of the caster’s
Concentration is broken, the spell fails.

If the spell fails, nothing happens. The spell slot isn’t
expended, and any Material components aren’t
consumed. To cast the spell again, you must start
over.

| Initiate a Circle Spell: 1 Action

| Circle Spell: Augment: Special

| Circle Spell: Distribute: Special
| Circle Spell: Expand: Special

| Circle Spell: Prolong: Special

| Circle Spell: Safeguard: Special
| Circle Spell: Supplant: Special

* 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 18 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: 18 / Long Rest ¢
Special

| Font of Magic: Convert Spell Slots: No Action

N

| 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
Sorcery Points to reroll up to 5 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,

FEATURES & TRAITS
\\
Wand of the War Mage, +3 1 -- Horn of Silent Alarm 1 --
Bloodwell Vial, +3 1 - Spellscroll IvI7 Etherealness (MR, Cons) 1 --
Cape of the Mountebank 1 - Scroll Ivl 8 de Sunburst (MR, Con) 1 --
Staff of Power 1 - Oil 2 21b
Ring of the Adventurers League 1 - Perfume 1 --
Dagger 1 1lb. Rations 10 20 Ib.
Dagger 1 11b. Rope 1 51b.
Diamond for Cromatic Orb 1 - Tinderbox 1 11b.
Backpack 1 5 lb. Torch 10 10 Ib.
WEIGHT CARRIED Horn 1 21b. Waterskin 1 51b.
116.5 Ib. Lute 1 2 1b. Mirror 1 0.5 Ib.
ENCUMBERED Lyre 1 2 1b.
120 Ib. Chest 1 25 Ib. Wand of the War Mage, +3 1 -
PUSH/DRAG/LIFT Fine Clothes 1 6 Ib. Bloodwell Vial, +3 1 -
240 |b. Spellscroll Ivi1 Shield (Com, Cons) 1 - Staff of Power 1 --
EQUIPMENT ))
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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

| Seeking Spell « br-2024
If you make an attack roll for a spell and miss, you can
spend 1 Sorcery Point to reroll the d20, and you must
use the new roll. You can use Seeking Spell, even if
you've already used a different Metamagic option.

| Metamagic: Seeking 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 18, 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.

* 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 (+5) to one
damage roll of that spell.

| Lightning Damage  br-2024
You're resistant to Lightning damage and when you
cast spells that deal Lightning damage, you add +5 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

ADDITIONAL FEATURES & TRAITS

* 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.

=== AASIMAR SPECIES TRAITS ===

* Creature Type « PHB-2024 186
You are a Humanoid.

* Size « PHB-2024 186
You are Medium or Small, chosen when you select this
species.

* Speed * PHB-2024 186
Your speed is 30 ft.

* Celestial Resistance « PHB-2024 186
You have Resistance to Necrotic & Radiant damage.

* Darkvision « PHB-2024 186
You have Darkvision with a range of 60 ft.

* Healing Hands « PHB-2024 186
Once per Long Rest as a Magic action, you touch a
creature and they regain 6d4 HP.

| 1/Long Rest ¢ 1 Action

* Light Bearer « PHB-2024 186
You know the Light cantrip and Charisma is your

N

Caltrops

Crystal

Crowbar

Costume

Amulet of Health
Arrow-Catching Shield
Bracers of Archery
Bracers of Defense
Bracers of Defense
Hat of Disguise

Potion of Heroism
Ring of Regeneration
Dancing Longsword
Potion of Invulnerability

Scaled Ornament (Slumbering)

20 2 1b. Bowl of Commanding Water Elementals 1 --

1 11b. Chime of Opening 1 --

1 51b. Cloak of Elvenkind 1 -

2 8 Ib. Iron Bands of Bilarro 1 1lb
1 - Potion of Speed 1 --

1 61lb Rod of the Pact Keeper, +3 1 --

1 - Potion of Mind Control Beast (Ra, Cons) 1 --

1 - Staff of Thunder and Lightning 1 --

1 - Sun Blade 1 31lb
1 - Morwenna's Reflection 1 --

2 - 1 Magquillaje de Espectro (Un, Ev, Cons) 1 --

1 - 1 Magquillaje de Espectro (Un, Ev, Cons) 1 --

1 3lb

2 -

1 -

ADDITIONAL EQUIPMENT
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spellcasting ability for it.

* Celestial Revelation « PHB-2024 186

Once per Long Rest, you transform using one of the
options below (choose the option each time you
transform). The transformation lasts for 1 minute or
until you end it (no action required).

Once on each of your turns before the transformation
ends, you can deal 6 extra damage (Necrotic for
Necrotic Shroud or Radiant for Heavenly Wings and
Inner Radiance) to one target when you deal damage
to it with an attack or a spell.

Heavenly Wings. You have a Fly Speed equal to your
Speed.

Inner Radiance. You shed Bright Light in a 10-ft. radius
and Dim Light for an additional 10 ft., and at the end of
each of your turns, each creature within 10 ft. of you
takes 6 Radiant damage.

Necrotic Shroud. Creatures other than your allies
within 10 ft. of you must succeed on a Cha. saving
throw (DC 19) or have the Frightened condition until
the end of your next turn.

* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===
* 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
you or the ally has the Incapacitated condition.

* 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
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

ADDITIONAL FEATURES & TRAITS

* 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.

* Entertainer Ability Score Improvements « PHB-2024
180

| Increase two scores (+2 / +1) « GHPG

* Musician « PHB-2024 201
Instrument Training. You gain proficiency with three
Musical Instruments of your choice.

Encouraging Song. As you finish a Short or Long Rest,
you can play a song on a Musical Instrument with
which you have proficiency and give Heroic Inspiration
to up to 6 allies who hear the song.

N

ADDITIONAL EQUIPMENT




— —

Una experiencia. 30 Medium 200 90
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Talos Gris pélido, ller Ojos de iris platr Mitad blanco y
ALIGNMENT FAITH SKIN EYES HAIR

— —

L \ L A
// N\ // \
/ \\

Reservado la mayor parte del tiempo hasta el momento
que comienza a beber. Una persona volatil y
despistada.

PERSONALITY TRAITS
L~ ]
N ~

Libertad, los dioses le concedieron
alas y magia para ser libre y ayudar
los demas a serlo.

IDEALS
L~ 1
[ "]
Sus amigos son lo mas importante para él, y
nunca los dejara de lado.
BONDS
L~ 1
[N ~~"]
Sus problemas con el alcohol y su
caracter despistado.
CHARACTER APPEARANCE /3 \ ALLIES & ORGANIZATIONS J N\ FLAWS 7
) { ) {
\ /, \

Nacido en "Encrucijada de la Sierpe", se crié sélo
al haber sido abandonado por su desconocida
madre. Trabajé desde pequefio en una posada
como esclavo mozo de cuadras, ansiando crecer
para poder ser libre. Vivié de esta manera hasta
que su don innato para la magia despertd, con
esta, parti6 de viaje por todo faer(in para descubrir
mas del mundo, ser libre y mejorar su magia.

Al poco de conocer el mundo libre, se enamoré
perdidamente de una moza joven de alta cuna,
pero esta acab6 rompiendo su corazon. Tras esto,
sali6 de aventuras en las cuales vivié multiples
"aventuras” con la alta nobleza y aristocracia
buscando el afecto perdido de aquella dama,
ganandose el "amor" de muchos y el odio de otros
por partes iguales.

Durante sus viajes hizo muchos conocidos, pero
escasos amigos, a los cuales aprendi6 a valorar
con todo su corazon, y jurd protegerlos. Su mayor
anhelo es conseguir ser verdaderamente libre
junto a sus seres queridos. Ahora, se ha
propuesto llegar a ser el hechicero mas libre de
todos, y para ello ha decidido llegar a ser el
siguiente hechicero de rango Mithril de la Liga.

Parece que las arenas han despertado algo en
él... A qué se referird con *Juego de Dioses*?
(Dicho en Celestial, no entiendes esto si tu PC no
sabe Celestial).

Y recuerda, si oyes una tormenta acompafiada de
un ladd, Ark ha llegado a la fiesta! Pero si has
dafiado a sus amigos, esa tormenta te traera
*Castigo divino*.

CHARACTER BACKSTORY ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
QO Fire Bolt Sorcerer +19 1A 120 ft. V,S Instantaneous  PHB-2024 274 \//S
O Mending Sorcerer -- im Touch V,S,M Instantaneous  PHB-2024297 \/S/M
QO True Strike Sorcerer +19 1A Self SM Instantaneous  PHB-2024 336 S/M
QO Poison Spray Sorcerer +19 1A 30 ft. V,S Instantaneous ~ PHB-2024 306 V/S
O Shocking Grasp Sorcerer +19 1A Touch V.S Instantaneous ~ PHB-2024 316 V/S
O Sorcerous Burst Sorcerer +19 1A 120 ft. V,S Instantaneous  PHB-2024 318 V/S
O Light Light Bearer - 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM

=== 1st LEVEL === 4 Slots OO00
O Shield Sorcerer - iR Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Magic Missile Sorcerer -- 1A 120 ft. V.S Instantaneous ~ PHB-2024 295 V/S
O Witch Bolt Sorcerer +19 1A 60 ft. V,S,M  concentiation, upro 1 minwe - PHB-2024 343 D: 1m, V/S/M
O Detect Magic [R] Sorcerer -- 1A Self/30 ft. Sphere  V,S Concenvation,upto 0minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Magic Missile Staff of Power - 1A 120 ft. V,S Instantaneous ~ PHB-2024 295 1 Charge (10/20), VIS
P Chromatic Orb Draconic Spells (Always Prepared) +19 1A 90 ft. V,S,M Instantaneous = PHB-2024249 V/S/M
P Command Draconic Spells (Always Prepared) WIS 23 1A 60 ft. \% Instantaneous ~ PHB-2024 251 V

===2nd LEVEL === 3 Slots 00O
O Misty Step Sorcerer - 1BA  Self \% Instantaneous ~ PHB-2024299
QO Scorching Ray Sorcerer +19 1A 120 ft. V,S Instantaneous ~ PHB-2024 314 V/S
O Ray of Enfeeblement Staff of Power CON 23 1A 60 ft. V,S Concenation, upto 1 minute - PHB-2024 311 1 Charge (10/20), D: 1m, V/S
O Levitate Staff of Power CON 23 1A 60 ft. V,S,M  concenaion pro 10minwees - PHB-2024 291 2 Charges (10/20), D: 10m, V/S/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 23 1BA  Touch/15 ft. Cone V,S,M  Concentration upto 1 minute  PHB-2024 266 D: 1m, 15 ft. Cone, V/S/M

=== 3rd LEVEL === 3 Slots 000
QO Fireball Sorcerer DEX 23 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous  PHB-2024 274 20 ft. Sphere, V/S/M
O Counterspell Sorcerer CON 23 1R 60 ft. S Instantaneous ~ PHB-2024258 S
QO Lightning Bolt Sorcerer DEX 23 1A Self/100 ft. Line V,S,M Instantaneous  PHB-2024292 100 ft. Line, V/S/M
O Laeral's Silver Lance Sorcerer STR23 1A Self/120 ft. Line V,S,M Instantaneous FRHoF 145 120 ft. Line, V/S/M
P Fear Draconic Spells (Always Prepared) WIS 23 1A Self/30 ft. Cone V,S,M  concentration, upto 1 minwe - PHB-2024 271 D: 1m, 30 ft. Cone, V/S/M
P Fly Draconic Spells (Always Prepared) -- 1A Touch V,S,M  concentration. upto 10minwtes - PHB-2024 276 D: 10m, V/S/M

=== 4th LEVEL === 3 Slots OO0
O Ice Storm Sorcerer DEX 23 1A 300ft/20 ft. Cylinder V,S,M  Instantaneous  PHB-2024 287 20 ft. Cylinder, V/S/M
O Backlash Sorcerer CON23 1R 60 ft. \% Instantaneous  FRHoF 142 V
O Dimension Door Cape of the Mountebank - 1A 500 ft. \% Instantaneous ~ PHB-2024 262 1 Charge (Used), V
P Arcane Eye Draconic Spells (Always Prepared) -- 1A 30 ft. V,S,M  Concentration, upto thour  PHB-2024 242 D: 1h, V/S/M
P Charm Monster Draconic Spells (Always Prepared) WIS 23 1A 30 ft. V,S 1 hour PHB-2024 249 D: 1h, V/S

=== 5th LEVEL === 3 Slots OO0
O Immolation Sorcerer DEX 23 1A 90 ft. A\ Concentration, upto Lminuie - EE 158 D:1m, V
QO Fireball Staff of Power DEX 23 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous  PHB-2024 274 5 Charges (10/20), 20 ft. Sphere, V/S/M
QO Lightning Bolt Staff of Power DEX 23 1A Self/100 ft. Line V,S,M Instantaneous  PHB-2024292 5 Charges (10/20), 100 ft. Line, V/S/M
O Cone of Cold Staff of Power CON 23 1A Self/60 ft. Cone V,S,M Instantaneous  PHB-2024 253 5 Charges (10/20), 60 ft. Cone, V/S/M
O Hold Monster Staff of Power WIS 23 1A 90 ft. V,S,M  concentiation, upto 1 minwte - PHB-2024 285 5 Charges (10/20), D: 1m, V/SIM
O Wall of Force Staff of Power -- 1A 120 ft. V,S,M  concenvaion upro20minuees - PHB-2024 338 5 Charges (10/20), 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

SPELLS
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O Summon Dragon Dragon Companion -- 1A 60 ft. V,S,M  Concentration, upto 1hour  PHB-2024 324 1/LR, D: 1h, V/S/M
=== 6th LEVEL === 1 Slots O
QO Disintegrate Sorcerer DEX 23 1A 60 ft. V,S,M Instantaneous  PHB-2024 263 V/S/M
QO Tasha's Otherworldly Guise Sorcerer - 1BA  Self V,S,M  concentation, ipro 1mine - TCOE 116  D: 1m, V/S/M
O Globe of Invulnerability Staff of Power - 1A Self/10 ft. Emanation  \/,S,M  Concenuation, up o 1 minuie - PHB-2024 279 6 Charges (10/20), D: 1m, 10 ft. Emanation, V/S/M
=== T7th LEVEL === 1 Slots O
O Teleport Sorcerer -- 1A 10 ft. \% Instantaneous ~ PHB-2024331 V
O Etherealness Sorcerer - 1A Self V.S 8 hours PHB-2024 269 D: 8h, VIS
=== 9th LEVEL === 1 Slots O
O Wish Sorcerer - 1A Self \% Instantaneous ~ PHB-2024 341V
O Meteor Swarm Sorcerer DEX 23 1A 1 mile/40 ft. Sphere  V/,S Instantaneous ~ PHB-2024298 40 ft. Sphere, V/S

SPELLS
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