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y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] ® +4 Acrobatics DEX \ N Sling
15 | O 1 Animal Handiing wis PROFICIENCY BONUS j === LANGUAGES ===
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I wisbom Y O +# Perception wis , N\
O _+3  Performance CHA === ACTIONS ===
12 ) Standard Actions === SPECIAL ===
O _*8_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Metamagic - Empowered Spell
O 1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, When you roll damage for a spell, you can spend 1
g Grapple, Shove, Improvise, Two-Weapon Fighting, sorcery point to reroll up to 3 of the dice. You must
O _*1_ Sleight of Hand DEX Interact with an Object, Study, Influence use the new rolls and you can use this option even if
you've already used another Metamagic option.
O _#1  Stealth DEX Sorcery Points * 5/ Long Rest
U CHARISMA O +1 Survival wis You have 5 sorcery points that you regain when Metamagic - Quickened Spell
you finish a long rest. When you cast a spell that has a casting time of 1
1 6 ) action, you can spend 2 sorcery points to change the
=== BONUS ACTIONS === casting time to 1 bonus action for this casting.
@] Convert Sorcery Points
o You can use your sorcery points to gain additional Metamagic - Seeking Spell
[ spell slots or sacrifice spell slots to gain additional If you make an attack roll for a spell and miss, you
sorcery points as a bonus action. can spend 2 sorcery points to reroll the d20. and vou
\ SKILLS J ACTIONS )
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11 PASSIVE PERCEPTION CrOSSbOW, nght +4 1d8+l Piercing Simple, Ammunition, Loading, Range, Two-Handed, Slow, Range (80/320)
Dagger +4 1d4+1 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 PASSIVE INSIGHT
Fire Bolt +6 2d10 Fire VIS
PASSIVE INVESTIGATION : f
9 Unarmed Strike +3 1 Bludgeoning
Darkvision 120 ft.
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=== SORCERER FEATURES ===

* Hit Points « PHB 100
* Proficiencies « PHB 100

* Spellcasting « PHB 101

You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 14, Spell Attack +6).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Shadow Magic

* Eyes of the Dark « XGtE 51

You have darkvision out to 120 ft. [3rd] You learn the
darkness spell and can cast it with a spell slot or by
spending 2 sorcery points (you can see through the
darkness created by the spell if cast with sorcery
points).

* Strength of the Grave * XGtE 51

When damage (that isn't radiant or from a critical hit)
reduces you to 0 HP, you can make a CHA saving
throw (DC 5 + the damage taken). On a success, you
instead drop to 1 HP (and can't use this feature again
until you finish a long rest).

| 1/ Long Rest  Special
* Font of Magic « PHB 101
You have 5 sorcery points that you regain when you
finish a long rest. You can use your sorcery points to
gain additional spell slots or sacrifice spell slots to gain
additional sorcery points as a bonus action.

| Sorcery Points: 5/ Long Rest * 1 Action

| Convert Sorcery Points: 1 Bonus Action

* Metamagic « PHB 101
You gain the ability to twist spells to suit your needs.

| Empowered Spell « PHB
When you roll damage for a spell, you can spend 1
sorcery point to reroll up to 3 of the dice. You must use
the new rolls and you can use this option even if
you've already used another Metamagic option.

| Metamagic - Empowered Spell: Special

| Twinned Spell « PHB
You can spend sorcery points equal to a spell's level
(1 for a cantrip) to target a second creature in range
with the same spell, as long as the spell at the level it's
being cast is incapable of targeting more than one
creature.

| Metamagic - Twinned Spell: Special

* Ability Score Improvement « PHB 102

=== TIEFLING SPECIES TRAITS ===

* Ability Score Increase * BR 43
Your Intelligence score increases by 1, and your
Charisma score increases by 2.

* Darkvision * BR 43
You can see in darkness (shades of gray) up to 60 ft.

* Hellish Resistance « BR 43
You have resistance to fire damage.

* Infernal Legacy * BR 43

You know the thaumaturgy cantrip. [3rd] You can cast
hellish rebuke (2nd) once per long rest. [5th] You can
cast darkness once per long rest. CHA is your
spellcasting ability.

<\
=== FEATS ===
* Metamagic Adept » TCoE 80

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend 2 sorcery points to change the
casting time to 1 bonus action for this casting.

| Seeking Spell « TCoE 66
If you make an attack roll for a spell and miss, you can
spend 2 sorcery points to reroll the d20, and you must
use the new roll.
You can use Seeking Spell even if you have already
used a different Metamagic option during the casting of
the spell.

| Sorcery Points (Metamagic Adept): 2 / Long Rest ¢
Special

| Metamagic - Quickened Spell: Special

| Metamagic - Seeking Spell: Special

FEATURES & TRAITS
\
Dagger 1 11b. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Crossbow, Light 1 5 lb.
Crossbow Bolts 20 1.51b.
Ink (1 ounce bottle) 1 -
Backpack 1 5 lb.
Clothes, Common 1 31b.
Component Pouch 1 2 1b.
Small Knife 1 -
WEIGHT CARRIED Crowbar L 51b.
75 Ib. Hammer 1 31b.
ENCUMBERED Piton 10 251b.
150 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
300 Ib. Tinderbox 1 1lb.
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Shaxan Seish was raised in the quiet, wind-worn
town of Northpass, where the Enchanted Forest
loomed like a living wall along the horizon. While
others treated the forest with caution or
superstition, Shaxan was drawn to it from an early
age, slipping beneath its shadowed canopy
whenever they could. The villagers often spoke of
strange whispers and tricks of the light within
those woods, but Shaxan never feared them—in
fact, it often felt as though the forest was watching
back with something close to recognition.

As the years passed, that connection deepened
into something far more unsettling. Shadows
seemed to linger around Shaxan longer than they
should, stretching toward them even in dim light,
pooling at their feet as if reluctant to let go. They
began to hear faint murmurs when alone beneath
the trees, not quite voices, but
impressions—fragments of thought that brushed
against their mind. It was there, somewhere deep
within the Enchanted Forest, that their power first
revealed itself, spilling forth in a moment of fear
and instinct, twisting darkness into something
tangible.

Northpass did not cast Shaxan out, but neither did
it understand them. Whispers followed in their
wake now, different from those in the
forest—quieter, more fearful. Though some still
saw the same curious soul they had always
known, others looked at them as though they had
brought something back from the woods that
should have been left behind. Shaxan, for their
part, could no longer tell where their own presence
ended and the shadow began.

Now, they walk the boundary between the familiar
and the unknown, no longer content to remain in
Northpass, yet unable to fully leave it behind. The
Enchanted Forest still calls to them, its darkness
no longer something to explore, but something
they carry within. Whether this power is a gift, a
curse, or something far older remains unclear
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=== CANTRIPS === (At Will)
O Message Sorcerer -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
QO Fire Bolt Sorcerer +6 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Poison Spray Sorcerer CON 14 1A 10 ft. V,S Instantaneous  PHB 266  V/S
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Blade Ward Sorcerer - 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
O Thaumaturgy Infernal Legacy -- 1A 30 ft. \% 1 minute PHB282 D:1m,V
=== 1st LEVEL === 4 Slots OO00
O Chromatic Orb Sorcerer +6 1A 90 ft. V,S\M Instantaneous PHB 221  V/S/M
O Mage Armor Sorcerer - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
===2nd LEVEL === 3 Slots 000
O Alter Self Sorcerer - 1A Self V,S Concentration, upto Lhour  PHB 211 D: 1h, VIS
O Invisibility Sorcerer - 1A Touch V,S,M  concenuation, upto1howr - PHB 254 D: 1h, V/IS/M
O Hellish Rebuke Infernal Legacy DEX 14 1R 60 ft. V,S Instantaneous  PHB 250  1/LR, V/S
O Darkness Infernal Legacy - 1A 60 ft./15 ft. Sphere  V/,M concentraion, po tominutes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, V/IM
O Darkness Eyes of the Dark - 1A 60 ft./15 ft. Sphere  V/,M concenaton, upo tomnues - PHB 230 D: 10m, 15 ft. Sphere, VIM
===3rd LEVEL === 2 Slots 0O
O Fireball Sorcerer DEX 14 1A 150 ft/20 ft. Sphere VV,S,M  Instantaneous ~ PHB 241 20 ft. Sphere, V/SIM
O Haste Sorcerer - 1A 30 ft. V,S,M  concenration, spro1minwee - PHB 250 D: 1m, V/S/M
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