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Sand Elemental (23)

Perception (Wis)

Performance (Cha)

Persuasion (Cha)
Religion (Int)

Slight of Hand (Dex)
Stealth (Dex)
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Sandform

As an action, you, along with everything you are
wearing and carrying, transform into fine sand for 1
minute. This effect ends if you are reduced to 0 hit
points. While in this form, you retain your walking
speed and lose all other movement speeds you
have. You can move through a space as narrow as
> 1 inch wide without squeezing. You gain resistance

&

. &
to nonmagical damage. You can’ ttalk or V
manipulate objects, and any objects you were
carrying or holding can’ t be dropped, used, or
otherwise interacted with. You can’ t attack or cast
spells. Once you use this trait, you can’ t do so

again until you finish a long rest.
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ATTACKS AND SPELLCASTING

Tides of Chaos

Starting at 1st level, you can
manipulate the forces of chance and
chaos to gain advantage on one attack
roll, ability check, or saving throw. Once
you do so, you must finish a long rest
before you can use this feature again.
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- 2x Daggers

- Quarterstaff

}- Belt pouch

- Set of common clothes
- An insignia of rank

- Map of Sunwood
(Location near Lilian
>marked)

Metamagic

Twinned Spell - When you cast a spell
7that targets only one creature and
doesn't have a range of self, you can
spend a number of sorcery points equal
to the spell's level to target a second
creature in range with the same spell (1
sorcery point if the spell is a cantrip).
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Empowered Spell - When you roll
>damage for a spell, you can spend 1
sorcery point to reroll a number of the
damage dice up to your Charisma
modifier (minimum of one). You must
use the new rolls.
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	Player Name: 
	Experience Points: 
	Background: Soldier / Scout
	Class & Level: 3 Sorcerer (Wild)
	Ancestry: Sand Elemental (23)
	Flaws: Terrified of water
	Bonds: Give all I can to my comrades
	Equipment: - 2x Daggers

- Quarterstaff

- Belt pouch

- Set of common clothes

- An insignia of rank

- Map of Sunwood (Location near Lilian marked)
	Features and Traits: Wild Magic Surge

Starting when you choose this origin at 1st level, your spellcasting can unleash surges of untamed magic. Immediately after you cast a sorcerer spell of 1st level or higher, Roll a d20. If you roll a 1, roll on the Wild Magic Surge table to create a random magical effect.



Tides of Chaos

Starting at 1st level, you can manipulate the forces of chance and chaos to gain advantage on one attack roll, ability check, or saving throw. Once you do so, you must finish a long rest before you can use this feature again.



Metamagic

Twinned Spell - When you cast a spell that targets only one creature and doesn't have a range of self, you can spend a number of sorcery points equal to the spell's level to target a second creature in range with the same spell (1 sorcery point if the spell is a cantrip).



Empowered Spell - When you roll damage for a spell, you can spend 1 sorcery point to reroll a number of the damage dice up to your Charisma modifier (minimum of one). You must use the new rolls.
	Proficiencies & Languages: Sandform

As an action, you, along with everything you are wearing and carrying, transform into fine sand for 1 minute. This effect ends if you are reduced to 0 hit points. While in this form, you retain your walking speed and lose all other movement speeds you have. You can move through a space as narrow as 1 inch wide without squeezing. You gain resistance to nonmagical damage. You can’t talk or manipulate objects, and any objects you were carrying or holding can’t be dropped, used, or otherwise interacted with. You can’t attack or cast spells. Once you use this trait, you can’t do so again until you finish a long rest.
	Spellcasting & Attacks: Spell Attack Modifier +5   //   Spell Save DC 13



Cantrips Known: Chill Touch, Friends, Light, Minor Illusion



Prepared Spells

1st Level (4 slots): Mage Armor, Magic Missile, Ray of Sickness

2nd Level (2 slots): Misty Step
	Alignment: Lawful Neutral
	Character Name: Dance
	Initative: +2
	Speed: 30ft
	Armor Class: 12
	Prof Bonus: +2
	Inspiration Checkbox: Off
	Passive Perception: 11
	HPTemp: 
	HP: 
	Hit Dice Total: 3d6
	HP Max: 20
	Hit Dice: 
	Attack Name 2: Chill Touch
	Attack Name 3: 
	Attack Name 4: 
	Attack Name 1: Dagger
	Attack Bonus 2: +5
	Attack Bonus 3: 
	Attack Bonus 4: 
	Attack Bonus 1: +4
	Damage 2: 1d8 Necrotic
	Damage 3: 
	Damage 4: 
	Damage 1: 1d4+2 Piercing
	Resrouce 2: 
	Resrouce 1: 
	Big Resrouce 2: 
	Total Resrouce 2: 
	Total Resrouce 1:  / 3
	Dexterity Big: +2
	Con Big: +2
	Wis Big: +1
	Int Big: +0
	Cha Big: +3
	Strength Big: -1
	Strength Small: 9
	Int Small: 11
	Con Small: 15
	Wis Small: 13
	Cha Small: 16
	Dex Small: 14
	Str Save: -1
	Dex Save: +2
	Con Save: +4
	Int Save: +0
	Wis Save: +1
	Cha Save: +5
	Skill Bonus 1: +2
	Skill Bonus 2: +1
	Skill Bonus 3: +2
	Skill Bonus 4: +1
	Skill Bonus 5: +3
	Skill Bonus 6: +0
	Skill Bonus 7: +1
	Skill Bonus 8: +3
	Skill Bonus 9: +0
	Skill Bonus 10: +1
	Skill Bonus 11: +0
	Skill Bonus 12: +1
	Skill Bonus 14: +5
	Skill Bonus 15: +0
	Skill Bonus 16: +2
	Skill Bonus 13: +5
	Skill Bonus 17: +2
	Skill Bonus 18: +1
	Strength Check: Off
	Dex Check: Off
	Con Check: Yes
	Int Check: Off
	Cha Check: Yes
	Wis Check: Off
	Skill Prof 1: Off
	Skill Prof 2: Off
	Skill Prof 3: Yes
	Skill Prof 4: Yes
	Skill Prof 5: Off
	Skill Prof 6: Off
	Skill Prof 7: Off
	Skill Prof 8: Off
	Skill Prof 9: Off
	Skill Prof 10: Off
	Skill Prof 11: Off
	Skill Prof 12: Off
	Skill Prof 13: Yes
	Skill Prof 14: Yes
	Skill Prof 15: Off
	Skill Prof 16: Off
	Skill Prof 18: Off
	Skill Prof 17: Off
	Death Save 2: Off
	Death Save 3: Off
	Death Save 1: Off
	Death Save 5: Off
	Death Save 4: Off
	Death Save 6: Off
	Big Resrouce 1: Sorcery Points
	SP: 
	EP: 
	GP: 
	CP: 
	PP: 
	Personality Traits: Scout from la Cour Florale

Goal is to reach Sunwood to investigate mysterious creature
	Ideals: All worlds are full of wonder


