MARA Halfling Sorcerer 4

22 120(€):44P 2 feet 5 inches
Wasi(e1s§ 31 pounds Small

[618) N8l Hill Dwarf

Armor Class 12

15 with mage armor

STR

DEX

CON Proficiency Bonus
Saving Throws

Skills

INT

Passive Perception
Armor

Weapons

Tools

Languages

CHA 18(+4)

Maneuver DC

Passive Insight

Traveler
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Hit Points Hit Dice Speed

24 4 (1d6+2) 25 ft., burrow 10 ft.

Connection

Memento

Pay the Piper.

Source of Inspiration Fulfillment Feature

Inspiration Feature

CURRENT HIT POINTS

INITIATIVE

Ability or Skill Check

RESISTANCES & [MMUNITIES

Hit Dice Maximum
Hit Points

TEMPORARY HIT POINTS

DEATH SAVES

SUPPLY

Max
Carried

Fatigue

Successes [ [ [] OO0oOooon
Strife

Failures O OO Oooooooo
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QACTION @28% @ REACTION @MNIJTE
COMBAT

ATTACKS

Parrying. When Mara is wielding this weapon and not using a shield, once
before her next turn she can gain an expertise die to her AC against a single
melee attack made against her by a creature she can see. Mara cannot use

Attack To Hit Range Target Damage

Slingstaff & 1d6-1 this property while incapacitated, paralyzed, rattled, restrained, or stunned.

+1 reach 5 ft .
(staff) target  bludgeoning
Slingstaff 0 5 ranged one 1d6
(sling) 30/120 ft target piercing

Claws.
Claws 0 +1 reach 5 ft one ]d4._1
target slashing
. ranged one 5(1d10) . .

Fire Bolt 0 +6 120 ft target fire Halfling Nimbleness.

SPELLCASTING

Manifestation: Hurricane.

CASTER LEVEL i NGRS CININ(CFNIINUREG Charisma SPELL SAVEDC AE3 SPELL ATTACKS X9

CANTRIPS
Y R e AN o Melee Weapon Attack: +6 to hit,

reach 5 ft., one target. Hit: 1d6+4 bludgeoning damage. The weapon counts
as if it were made with a different material for the purpose of overcoming
resistance and immunity to nonmagical attacks and damage: either bone,
bronze, cold iron, steel, stone, or wood.

B XN Ranged Spell Attack: +6 to hit, range 120 ft., one target.
Hit: 5 (1d10) fire damage.

KA Once before the start of her next turn, when she makes a
Charisma ability check against one non-hostile creature within 30 feet, Mara
gains an expertise die. If she rolls a 1 on the ability or skill check, the target
realizes its judgment was influenced by magic and may become hostile.

B IEZTAYMA Until the spell ends, an object which Mara can touch, and
is no larger than 10 feet in any dimension, emits bright light for 1 hour in a
20-foot radius and dim light an additional 20 feet. Light emanating from the
target may be any color. Completely covering the target with something that
is not transparent blocks the light. The spell ends when Mara uses an action
to dismiss it or if she casts it again. If the target object is held or worn by a
hostile creature, it gets a Dexterity saving throw to avoid the effect.

SORCERY POINTS SORCERY POINTS
KB Mara can expend one

spell slot and either gain a number of sorcerer
points equal to the slot’s level or create a spell
slot by expending sorcery points (1st-level: Max
2 points, 2nd-level: 3 points).

KR After casting a spell of 1st-level or higher, Mara can teleport a
short distance to an unoccupied space she can see. The maximum range of this
teleportation is equal to 5 feet plus 5 feet perv level of the spell.

N2 B LT MC Y09 Mara can expend sorcery points to enhance spells

with metamagic.

e Distant Spell (1): When Mara casts a spell that has a range of 5 feet or greater,
she can spend 1 sorcery point to double the range of the spell. Alternatively, if
she casts a spell that has a range of Touch, Mara can spend 1 sorcery point to
make the range of the spell 20 feet.

® Manifestation (1): When Mara casts a spell that deals lightning or thunder
damage, she can spend 1 sorcery point to produce a thunderous blast around her.
Each Large or smaller creature within 5 feet of Mara makes a DC 14 Strength
saving throw or is pushed back 10 feet and knocked prone.

o Subtle Spell (1): When Mara casts a spell, she can spend 1 sorcery point to cast
it without any vocalized or seen components.

® Quickened Spell (2): When Mara casts a spell that has a casting time of 1 action,
she can spend 2 sorcery points to change the casting time to 1 bonus action for
this casting.

[@ WL ZAAMIIN Mara can repair a single rip or break in an object

she can touch. The break must be smaller than 1 foot in all dimensions.
The spell leaves no trace that the object was damaged. Magic items and
constructs may be repaired in this way, but their magic is not restored.

(B VLl AN Mara wields arcane energies to produce

minor effects. Choose one of the following:

e create a single burst of magic that manifests to one of the senses (for
example a burst of sound, sparks, or an odd odor).

e clean or soil an object of 1 cubic foot or less.

e light or snuff a flame.

e chill, warm, or flavor nonliving material of 1 cubic foot or less for
1 hour

e color or mark an object or surface for 1 hour.
e create an ordinary trinket or illusionary image that fits in her hand
and lasts for 1 round.
Mara may cast this spell multiple times, though only three effects may be
active at a time. Dismissing each effect requires an action.

{ST-LEVEL @swoms) [0 O O O
Y Al Each object in a 20-foot cube within

60 feet is outlined in light (of a color of Mara’s choice) for up to 1 minute.
Any creature in the area when the spell is cast is also outlined unless it
makes a DC 14 Dexterity saving throw. Until the spell ends, affected
objects and creatures shed dim light in a 10-foot radius.

Any attack roll against an affected object or creature has advantage. The
spell also negates the benefits of invisibility on affected creatures and objects.

[A VTR i MO Melee Spell Attack: +6 to hit, reach 5 ft., one

target. Hit: 3d8 force damage.

KA IO T AN Until the spell ends, one willing, unarmored

creature is protected by a shimmering magical force. Its AC becomes 13
+ its Dexterity modifier. The spell ends after 8 hours, or if the target dons
armor, or if Mara use an action to dismiss it.

KRIEEIADN When Mara is hit by an attack or targeted by magic
missile, she gains a +5 bonus to AC (including against the triggering
attack) and immunity to magic missile. These benefits last until the start
of her next turn.

2ND-LEVEL 3stoTs) [] [ [

KA NGO S A WA RO tecslswste) )il Mara or a creature she touches
is invisible for 1 hour. The spell ends if the invisible creature attacks or
casts a spell.

Ko RIS Mara teleports to an unoccupied space she can see
within 30 feet. Mara can’t cast this spell and a 1st-level or higher spell on
the same turn.
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EXPLORATION

Beyond the Boundary. Lingering Touch.

Burrow.

SOCIAL

Mara is immune to the effects of the frightened condition, whether caused by magic or by natural phenomena. She might still feel fear, but she
is able to ignore it; alternatively she might be unable to even experience that emotion, and is unable to understand it in others.

) 01208 T VU RO R e a g Jeiz)] Mara puts out a subtle pulse that causes all creatures within 60 feet to take notice of her, allowing her to speak
and be heard even in the midst of chaos. During combat, this notice lasts only a split second—not long enough to distract, but allowing Mara to make a
Charisma check as part of the bonus action used to activate this feature.

OPECIAL |TEMS

Y L N eial After drinking this potion Mara gains resistance to necrotic damage for 1 hour.

NOTES
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