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Armor Proficiencies. Light Armor, Medium Armor, Shields

Weapon Proficiencies. Dagger, Dart, Sling, Quarterstaff,
Crossbow, Light, Simple Weapons, Martial Weapons

Tool Proficiencies. Herbalism kit

Languages. Common, Infernal, Giant

Darkvision. You can see in dim light within 60 feet of you as
if it were bright light, and in darkness as if it were dim light.

Hellish Resistance. You have resistance to fire damage.

Legacy of Cania. You know the mage hand cantrip. When
you reach 3rd level, you can cast the burning hands spell as
a 2nd-level spell once with this trait and regain the ability
to do so when you finish a long rest. When you reach 5th
level, you can cast the flame blade spell once with this trait
and regain the ability to do so when you finish a long rest.
Charisma is your spellcasting ability for these spells.

Sorcerous Origin.
   Shadow Magic. Your power draws from the Shadowfell
itself.

Font of Magic. You have 3 Sorcery Points.

Metamagic.
   Distant Spell. When you cast a spell that has a range of 5
feet or greater, you can spend 1 sorcery point to double the
range of the spell. When you cast a spell that has a range of
touch, you can spend 1 sorcery point to make the range of
the spell 30 feet.
   Quickened Spell. 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.

Eyes of the Dark. You can cast darkness by spending 2
sorcery points. If you cast it this way, you can see through
the darkness created by it.

Superior Darkvision. You can see in dim light within 120
feet of you as if it were bright light, and in darkness as if it
were dim light.

Strength of the Grave. When damage reduces you to 0 hit
points, make a Charisma saving throw (DC5 + damage
taken). On a success, you drop to 1 hit point and cannot use
this feature again until you finish a long rest.

Fighting Style.
   Tunnel Fighter. As a bonus action, you can enter a
defensive stance that lasts until the start of your next turn.
While in your defensive stance, you can make opportunity
attacks without using your reaction, and you can use your
reaction to make a melee attack against a creature that
moves more than 5 feet while within your reach.

Second Wind (Bonus Action—1/Short Rest). You regain
1d10+2 hit points.

Action Surge (1/Short Rest). On your turn, you can take
one additional action on top of your regular action.
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The quiet seclusion of your extended hermitage gave
you access to a unique and powerful discovery. The
exact nature of this revelation depends on the nature
of your seclusion. It might be a great truth about the
cosmos, the deities, the powerful beings of the outer
planes, or the forces of nature. It could be a site that
no one else has ever seen. You might have uncovered
a fact that has long been forgotten, or unearthed
some relic of the past that could rewrite history. It
might be information that would be damaging to the
people who or consigned you to exile, and hence the
reason for your return to society.

I’m oblivious to etiquette and social expectations.
I often get lost in my own thoughts and
contemplation, becoming oblivious to my
surroundings.

Live and Let Live. Meddling in the affairs of others
only causes trouble. (Neutral)

My isolation gave me great insight into a great evil
that only I can destroy.

I’d risk too much to uncover a lost bit of knowledge.

A petrified mouse
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Acid Splash
Conjuration Cantrip

1 action

60 feet

Instantaneous

V, S

You hurl a bubble of acid. Choose one creature within range, or
choose two creatures within range that are within 5 feet of each
other. A target must succeed on a Dexterity saving throw or take 1d6
acid damage.
    This spell’s damage increases by 1d6 when you reach 5th level
(2d6), 11th level (3d6), and 17th level (4d6).

Spellcasting (Sorcerer) Player’s Handbook

Blade Ward
Abjuration Cantrip

1 action

Self

1 round

V, S

You extend your hand and trace a sigil of warding in the air. Until the
end of your next turn, you have resistance against bludgeoning,
piercing, and slashing damage dealt by weapon attacks.

Spellcasting (Sorcerer) Player’s Handbook

Create Bonfire
Conjuration Cantrip

1 action

60 feet

Concentration, up to 1 minute

V, S

You create a bonfire on ground that you can see within range. Until
the spells ends, the bonfire fills a 5-foot cube. Any creature in the
bonfire's space when you cast the spell must succeed on a Dexterity
saving throw or take 1d8 fire damage. A creature must also make the
saving throw when it enters the bonfire's space for the first time on a
turn or ends its turn there.
    The bonfire ignites flammable objects in its area that aren't being
worn or carried.
    The spell's damage increases by 1d8 when you reach 5th level
(2d8), 11th level (3d8), and 17th level (4d8).

Spellcasting (Sorcerer) Xanathar’s Guide to Everything

Fire Bolt
Evocation Cantrip

1 action

120 feet

Instantaneous

V, S

You hurl a mote of fire at a creature or object within range. Make a
ranged spell attack against the target. On a hit, the target takes 1d10
fire damage. A flammable object hit by this spell ignites if it isn’t
being worn or carried.
    This spell’s damage increases by 1d10 when you reach 5th level
(2d10), 11th level (3d10), and 17th level (4d10).

Spellcasting (Sorcerer) Player’s Handbook

Mage Hand
Conjuration Cantrip

1 action

30 feet

1 minute

V, S

A spectral, floating hand appears at a point you choose within range.
The hand lasts for the duration or until you dismiss it as an action.
The hand vanishes if it is ever more than 30 feet away from you or if
you cast this spell again.
    You can use your action to control the hand. You can use the hand
to manipulate an object, open an unlocked door or container, stow or
retrieve an item from an open container, or pour the contents out of
a vial. You can move the hand up to 30 feet each time you use it. The
hand can’t attack, activate magic items, or carry more than 10
pounds.

Legacy of Cania Player’s Handbook

Burning Hands
1st-level evocation

1 action

Self (15-foot cone)

Instantaneous

V, S

As you hold your hands with thumbs touching and fingers spread, a
thin sheet of flames shoots forth from your outstretched fingertips.
Each creature in a 15-foot cone must make a Dexterity saving throw.
A creature takes 3d6 fire damage on a failed save, or half as much
damage on a successful one. The fire ignites any flammable objects in
the area that aren’t being worn or carried.
    At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the damage increases by 1d6 for each slot level above
1st.

Legacy of Cania Player’s Handbook

Catapult
1st-level transmutation

1 action

60 feet

Instantaneous

S

Choose one object weighing 1 to 5 pounds within range that isn't
being worn or carried. The object flies in a straight line up to 90 feet
in a direction you choose before falling to the ground, stopping early
if it impacts against a solid surface. If the object would strike a
creature, that creature must make a Dexterity saving throw. On a
failed save, the object strikes the target and stops moving. When the
object strikes something, the object and what it strikes each take 3d8
bludgeoning damage.
    At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the maximum weight of objects that you can target
with this spell increases by 5 pounds, and the damage increases by
1d8, for each slot level above 1st.

Spellcasting (Sorcerer) Xanathar’s Guide to Everything

Feather Fall
1st-level transmutation

1 reaction

60 feet

1 minute

V, M (a small feather or piece of down)

Reaction: When you or a creature within 60 feet of you falls Choose
up to five falling creatures within range. A falling creature’s rate of
descent slows to 60 feet per round until the spell ends. If the creature
lands before the spell ends, it takes no falling damage and can land
on its feet, and the spell ends for that creature.

Spellcasting (Sorcerer) Player’s Handbook

Witch Bolt
1st-level evocation

1 action

30 feet

Concentration, up to 1 minute

V, S, M (a twig from a tree that has been struck by lightning)

A beam of crackling, blue energy lances out toward a creature within
range, forming a sustained arc of lightning between you and the
target. Make a ranged spell attack against that creature. On a hit, the
target takes 1d12 lightning damage, and on each of your turns for the
duration, you can use your action to deal 1d12 lightning damage to
the target automatically. The spell ends if you use your action to do
anything else. The spell also ends if the target is ever outside the
spell’s range or if it has total cover from you.
    At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the initial damage increases by 1d12 for each slot
level above 1st.

Spellcasting (Sorcerer) Player’s Handbook
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Darkness
2nd-level evocation

1 action

60 feet

Concentration, up to 10 minutes

V, M (bat fur and a drop of pitch or piece of coal)

Magical darkness spreads from a point you choose within range to fill
a 15-foot radius sphere for the duration. The darkness spreads
around corners. A creature with darkvision can’t see through this
darkness, and nonmagical light can’t illuminate it. If the point you
choose is on an object you are holding or one that isn’t being worn or
carried, the darkness emanates from the object and moves with it.
Completely covering the source of the darkness with an opaque
object, such as a bowl or a helm, blocks the darkness. If any of this
spell’s area overlaps with an area of light created by a spell of 2nd
level or lower, the spell that created the light is dispelled.

Eyes of the Dark (Sorcerer) Player’s Handbook

Flame Blade
2nd-level evocation

1 bonus action

Self

Concentration, up to 10 minutes

V, S, M (leaf of sumac)

You evoke a fiery blade in your free hand. The blade is similar in size
and shape to a scimitar, and it lasts for the duration. If you let go of
the blade, it disappears, but you can evoke the blade again as a
bonus action. You can use your action to make a melee spell attack
with the fiery blade. On a hit, the target takes 3d6 fire damage. The
flaming blade sheds bright light in a 10-foot radius and dim light for
an additional 10 feet.
    At Higher Levels. When you cast this spell using a spell slot of 4th
level or higher, the damage increases by 1d6 for every two slot levels
above 2nd.

Legacy of Cania Player’s Handbook

Misty Step
2nd-level conjuration

1 bonus action

Self

Instantaneous

V

Briefly surrounded by silvery mist, you teleport up to 30 feet to an
unoccupied space that you can see.

Spellcasting (Sorcerer) Player’s Handbook
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Crossbow bolts are used with a crossbow to make a ranged
attack.

An arcane focus is a special item— an orb, a crystal, a rod, a
specially constructed staff, a wand—like length of wood, or
some similar item designed to channel the power of arcane
spells. A sorcerer, warlock, or wizard can use such an item
as a spellcasting focus.

Includes a backpack, a bedroll, a mess kit, a tinderbox, 10
torches, 10 days of rations, and a waterskin. The pack also
has 50 feet of hempen rope strapped to the side of it.

The breastplate and shoulder protectors of this armor are
made of leather that has been stiffened by being boiled in
oil. The rest of the armor is made of softer and more
flexible materials.

A shield is made from wood or metal and is carried in one
hand. Wielding a shield increases your Armor Class by 2.
You can benefit from only one shield at a time.



Many creatures in the worlds of D&D, especially those that
dwell underground, have darkvision. Within a specified
range, a creature with darkvision can see in darkness as if
the darkness were dim light, so areas of darkness are only
lightly obscured as far as that creature is concerned.
However, the creature can’t discern color in darkness, only
shades of gray.

You have resistance to fire damage. You know the mage hand cantrip. When you reach 3rd
level, you can cast the burning hands spell as a 2nd-level
spell once with this trait and regain the ability to do so
when you finish a long rest. When you reach 5th level, you
can cast the flame blade spell once with this trait and
regain the ability to do so when you finish a long rest.
Charisma is your spellcasting ability for these spells.

Choose a sorcerous origin, which describes the source of
your innate magical power: Draconic Bloodline or Wild
Magic, both detailed at the end of the class description.
    Your choice grants you features when you choose it at
1st level and again at 6th, 14th, and 18th level.

You are a creature of shadow, for your innate magic comes from
the Shadowfell itself. You might trace your lineage to an entity from
that place, or perhaps you were exposed to its fell energy and
transformed by it.
    The power of shadow magic casts a strange pall over your
physical presence. The spark of life that sustains you is muffled, as if
it struggles to remain viable against the dark energy that imbues
your soul. At your option, you can pick from or roll on the Shadow
Sorcerer Quirks table to create a quirk for your character.
    Shadow Sorcerer Quirks
    d6    Quirk
    1    You are always icy cold to the touch.
    2    When you are asleep, you don’t appear to breathe (though
you must still breathe to survive).
    3    You barely bleed, even when badly injured.
    4    Your heart beats once per minute. This event sometimes
surprises you.
    5    You have trouble remembering that living creatures and
corpses should be treated differently.
    6    You blinked. Once. Last week.

At 2nd level, you tap into a deep wellspring of magic within
yourself. This wellspring is represented by sorcery points, which
allow you to create a variety of magical effects.
    SORCERY POINTS
    You have 2 sorcery points, and you gain more as you reach
higher levels, as shown in the Sorcery Points column of the
Sorcerer table. You can never have more sorcery points than
shown on the table for your level. You regain all spent sorcery
points when you finish a long rest.
    FLEXIBLE CASTING
    You can use your sorcery points to gain additional spell slots, or
sacrifice spell slots to gain additional sorcery points. You learn
other ways to use your sorcery points as you reach higher levels.
    Creating Spell Slots.You can transform unexpended sorcery
points into one spell slot as a bonus action on your turn. The
Creating Spell Slots table shows the cost of creating a spell slot of
a given level. You can create spell slots no higher in level than
5th.
    CREATING SPELLSLOTS
    Spell Slot Level    Sorcery Point Cost
    1st    2
    2nd    3
    3rd    5
    4th    6
    5th    7

    Converting a Spell Slot to Sorcery Points.As a bonus action on
your turn, you can expend one spell slot and gain a number of
sorcery points equal to the slot’s level.

At 3rd level, you gain the ability to twist your spells to suit
your needs. You gain two of the following Metamagic
options of your choice. You gain another one at 10th and
17th level.
    You can use only one Metamagic option on a spell when
you cast it, unless otherwise noted.

When you cast a spell that has a range of 5 feet or greater,
you can spend 1 sorcery point to double the range of the
spell. When you cast a spell that has a range of touch, you
can spend 1 sorcery point to make the range of the spell 30
feet.

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.



Starting at 1st level, you have darkvision with a range of
120 feet. When you reach 3rd level in this class, you learn
the darkness spell, which doesn’t count against your
number of sorcerer spells known. In addition, you can cast
it by spending 2 sorcery points or by expending a spell slot.
If you cast it with sorcery points, you can see through the
darkness created by the spell.

Many creatures in the worlds of D&D, especially those that
dwell underground, have darkvision. Within a specified
range, a creature with darkvision can see in darkness as if
the darkness were dim light, so areas of darkness are only
lightly obscured as far as that creature is concerned.
However, the creature can’t discern color in darkness, only
shades of gray.

Starting at 1st level, your existence in a twilight state
between life and death makes you difficult to defeat. When
damage reduces you to 0 hit points, you can make a
Charisma saving throw (DC 5 + the damage taken). On a
success, you instead drop to 1 hit point. You can’t use this
feature if you are reduced to 0 hit points by radiant
damage or by a critical hit.
    After the saving throw succeeds, you can’t use this
feature again until you finish a long rest.

You adopt a particular style of fighting as your specialty.
Choose one of the following options. You can’t take a
Fighting Style option more than once, even if you later get
to choose again.
    ARCHERY
    You gain a +2 bonus to attack rolls you make with ranged
weapons.
    DEFENSE
    While you are wearing armor, you gain a +1 bonus to AC.
    DUELING
    When you are wielding a melee weapon in one hand and
no other weapons, you gain a +2 bonus to damage rolls
with that weapon.
    GREAT WEAPON FIGHTING
    When you roll a 1 or 2 on a damage die for an attack you
make with a melee weapon that you are wielding with two
hands, you can reroll the die and must use the new roll,
even if the new roll is a 1 or a 2. The weapon must have the
two-handed or versatile property for you to gain this
benefit.
    PROTECTION
    When a creature you can see attacks a target other than
you that is within 5 feet of you, you can use your reaction
to impose disadvantage on the attack roll. You must be
wielding a shield.
    TWO-WEAPON FIGHTING
    When you engage in two-weapon fighting, you can add

You excel at defending narrow passages, doorways, and
other tight spaces. As a bonus action, you can enter a
defensive stance that lasts until the start of your next turn.
While in your defensive stance, you can make opportunity
attacks without using your reaction, and you can use your
reaction to make a melee attack against a creature that
moves more than 5 feet while within your reach.

You have a limited well of stamina that you can draw on to
protect yourself from harm. On your turn, you can use a
bonus action to regain hit points equal to 1d10 + your
fighter level.
    Once you use this feature, you must finish a short or long
rest before you can use it again.

Starting at 2nd level, you can push yourself beyond your
normal limits for a moment. On your turn, you can take one
additional action on top of your regular action and a
possible bonus action.
    Once you use this feature, you must finish a short or long
rest before you can use it again. Starting at 17th level, you
can use it twice before a rest, but only once on the same
turn.
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