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=== 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.

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.

=== SPECIAL ===
Font of Magic: Sorcery Points « 5/ Long Rest

You can tap into the wellspring of magic within
vourself, which is represented by Sorcerv Points (SP).

ACTIONS

74

4 N
15 PASSIVE PERCEPTION Dagger +4 1d4+1 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
15 DASSIVE INSIGHT Fire Bolt +7 2d10 Fire VIS
Unarmed Strike +3 1 Bludgeoning
9 PASSIVE INVESTIGATION Ram +3 1d6 Bludgeoning
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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
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 « 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

| 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
* Sorcerer Subclass « PHB-2024 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
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 « PHB-2024 141
* Sorcerous Restoration « PHB-2024 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

=== SATYR 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 29
You are a Fey.

WEIGHT CARRIED
11 Ib.
ENCUMBERED

150 Ib.

PUSH/DRAG/LIFT

300 Ib.

FEATURES & TRAITS
Arcane Focus 1 -
Dagger 1 11b.
Dagger 1 11b.
Viol 1 11b.
Jug 1 4 1b.
Traveler's Clothes 1 4 1b.

EQUIPMENT




* Size « MotM 29
You are Medium.

* Speed * MotM 29
Your walking speed is 35 ft.

* Ram » MotM 29

You can use your head and horns to make unarmed
strikes. When you hit with them, you deal 1d6+0
bludgeoning damage.

| 1 Action

* Magic Resistance « MotM 29
You have advantage on saving throws against spells.

* Mirthful Leaps * MotM 29

When you make a long or high jump, you can roll a d8
and add the result to the number of feet you cover.
This extra distance costs movement as normal.

| Special

* Reveler « MotM 29

You have proficiency in Performance and Persuasion
and proficiency with one musical instrument of your
choice.

=== 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.

* Lucky » PHB-2024 201

Luck Points. You have 3 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.
Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 3/ Long Rest « Special

* Merchant Ability Score Improvements « PHB-2024
182

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS
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Sorcerer
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=== CANTRIPS ===
Prestidigitation
Mage Hand
Mending

Minor lllusion

OO0OO0OO0O0

Fire Bolt

=== 1st LEVEL ===

o

Shield

(@]

Mage Armor

o

Catapult

===2nd LEVEL ===
Misty Step

Mirror Image
Scorching Ray
Tasha's Mind Whip

O0O0O0oO0

===3rd LEVEL ===

o

Fireball
O Fly

(At will)

Sorcerer
Sorcerer
Sorcerer
Sorcerer

Sorcerer

4 Slots OO00
Sorcerer
Sorcerer

Sorcerer

3 Slots 000
Sorcerer
Sorcerer
Sorcerer

Sorcerer

2 Slots OO
Sorcerer

Sorcerer

+7
INT 15

DEX 15

1A
1A
im
1A
1A

1R
1A
1A

1BA
1A
1A
1A

1A
1A

10 ft.

30 ft.

Touch

30 ft./5 ft. Cube
120 ft.

Self
Touch

60 ft.

Self
Self
120 ft.
90 ft.

150 ft./20 ft. Sphere

Touch

SPELLS

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

V.S

V,S,\M

V.S
V.S

V,S,\M
V,S,M

1 hour

1 minute
Instantaneous
1 minute

Instantaneous

1 round
8 hours

Instantaneous

Instantaneous
1 minute
Instantaneous

1 round

Instantaneous

Concentration, up to 10 mintes

PHB-2024 307
PHB-2024 293
PHB-2024 297
PHB-2024 298

PHB-2024 274

PHB-2024 316
PHB-2024 293

EE 150

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

TCoE 115

PHB-2024 274

PHB-2024 276

D: 1h, VIS

D: 1m, VIS

VISIM

D: 1m, 5 ft. Cube, SIM
VIS

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

\%

D: 1m, VIS
VIS

D: 1Rnd, V

20 ft. Sphere, V/ISIM
D: 10m, V/S/IM
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