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l O ) Standard Actions
® _*6  Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Font of Magic: Create Spell Slot Level 3
) 9 P p
O +1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, You can transform 5 unexpended Sorcery Points
e g Grapple, Shove, Improvise, Two-Weapon Fighting, into a level 3 spell slot, which vanishes when you
2 3 ® _*5_ Sleight of Hand DEX Interact with an Object, Study, Influence finish a Long Rest.
® _*5  Stealth DEX === BONUS ACTIONS === Innate Sorcery » 2 / Long Rest
U CHARISMA ) O 0 Survival wis Font of Magic: Create Spell Slot Level 1 Twice per Long Rest, you can take a Bonus Action
You can transform 2 unexpended Sorcery Points to unleash the simmering magic within you for 1
1 6 ) into a level 1 spell slot, which vanishes when you minute.
- finish a Long Rest.
O === SPECIAL ===
o Font of Magic: Create Spell Slot Level 2 Font of Magic: Sorcery Points « 5/ Long Rest
—_— You can transform 3 unexpended Sorcery Points You can tap into the wellspring of magic within
into a level 2 spell slot, which vanishes when vou vourself, which is represented by Sorcerv Points (SP).
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10 PASSIVE PERCEPTION Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Spear +2 1d6-1 Piercing Simple, Thrown, Versatile, Sap, Range (20/60)
10 PASSIVE INSIGHT
Chill Touch +6 2d10 Necrotic VIS
11 PASSIVE INVESTIGATION . .
Poison Spray +6 2d12 Poison VIS
Produce Flame +6 2d8 Fire D: 10m, VIS
< Unarmed Strike +2 0 Bludgeoning
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=== SORCERER FEATURES ===

* Core Sorcerer Traits « free-rules 139
* Spellcasting ¢ free-rules 139

* Innate Sorcery ¢ free-rules 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 « free-rules 140

You can tap into the wellspring of magic within
yourself, which is represented by Sorcery Points (SP).
You have 5 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: 5/ 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

* Metamagic ¢ free-rules 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 ¢ free-rules 141

| Seeking Spell « free-rules
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
| Transmuted Spell « free-rules
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 ¢ free-rules 141
| Wild Magic Sorcery
* Wild Magic Surge « PHB-2024 149

Once per turn, you can roll 1d20 immediately after
casting a Sorcerer spell with a spell slot. If you roll a

N
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
* Ability Score Improvement « free-rules 141
* Sorcerous Restoration e free-rules 141
When you finish a Short Rest, you can regain up to 2
Sorcery Points. Once used, you can't use this feature
again until you finish a Long Rest.

| 1/ Long Rest ¢ Special

=== HUMAN SPECIES TRAITS ===

* Creature Type « free-rules 194
You're a Humanoid.

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed -« free-rules 194
Your Speed is 30 ft.

FEATURES & TRAITS
\\
Potion of Healing 1 0.5 Ib. Rope 1 51b.
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 1lb. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb. Caltrops 20 2 b.
Spear 1 3lb. Crowbar 1 51b.
Backpack 1 51b.
Pouch 1 11b.
Pouch 1 11b.
WEIGHT CARRIED Thieves' Tools 1 11b.
75.5 Ib. Crystal 1 11b.
ENCUMBERED Crowbar 1 51b.
120 Ib. Traveler's Clothes 1 4 1b.
PUSH/DRAG/LIFT Oil 2 21b.
240 |b. Rations 10 20 Ib.

EQUIPMENT
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* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages  free-rules 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 ===

* Ability Score Improvement « free-rules 202
Increase one ability score by 2 or two ability scores by
1.

* Magic Initiate (Druid) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Druid 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 Druid
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 «
* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +3 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.
* Criminal Ability Score Improvements « PHB-2024 179

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Male 40 Medium 1.75 154
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good None Olive Brown Black
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=== CANTRIPS ===
Mage Hand

Chill Touch
Prestidigitation
Thunderclap

Acid Splash

Poison Spray

Produce Flame

=== 1st LEVEL ===
Magic Missile
Shield

Chromatic Orb
Disguise Self

Jump

===2nd LEVEL ===
Mirror Image

Invisibility

=== 3rd LEVEL ===
Counterspell
Antagonize

Tongues

(At will)

Sorcerer

Sorcerer

Sorcerer

Sorcerer

Sorcerer

Magic Initiate (Druid)
Magic Initiate (Druid)

4 Slots 0000
Sorcerer
Sorcerer
Sorcerer
Sorcerer

Magic Initiate (Druid)

3 Slots 000
Sorcerer

Sorcerer

2 Slots 0O
Sorcerer
Sorcerer

Sorcerer

CON 14
DEX 14

+6

CON 14
WIS 14

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

1A
1R
1A
1A
1BA

1A
1A

1R
1A
1A

30 ft.

Touch

10 ft.

Self/s ft. Emanation
60 ft./5 ft. Sphere
30 ft.

Self

120 ft.
Self
90 ft.
Self

Touch

Self

Touch

60 ft.
30 ft.

Touch

SPELLS

V.S
V.S
V.S
S

V.S
V.S
V.S

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

V.S
V,S,M

V,S,\M
V.M

1 minute
Instantaneous
1 hour
Instantaneous
Instantaneous
Instantaneous

10 minutes

Instantaneous
1 round
Instantaneous
1 hour

1 minute

1 minute

Concentration, up to 1 hour

Instantaneous
Instantaneous

1 hour

free-rules 293
free-rules 249
free-rules 307
PHB-2024 333
free-rules 239
free-rules 306

free-rules 308

free-rules 295
free-rules 316
free-rules 249
free-rules 262

free-rules 290

free-rules 299

free-rules 289

free-rules 258
TBoMT 50

free-rules 334
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