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Adamant. Dagger 1! 1d4 + 2 piercing

Sorcerous Burst 2 3d8 (varies)

1You can throw a dagger 20 feet, or up to 60 feet with
disadvantage on the attack roll.

2You cast sorcerous energy at one creature or object within
120 ft. Make a ranged attack roll against the target. On a
hit, the target takes damage of a type you choose: Acid,
Cold, Fire, Lightning, Poison, Psychic, or Thunder.

If you roll an 8 on a d8 for this spell, you can roll another
d8, and add it to the damage, to a maximum of +5d8.

Quick RrtuaL (1 / Long Rest): You can cast a Ritual spell
that you have prepared using its regular casting time rather
than the extended time for a Ritual. Doing so doesn't require
a spell slot.

* +2 Int increase; Expedition to the Ruins of Greyhawk, p.91
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ATTACKS & SPELLCASTING
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PASSIVE WISDOM (PERCEPTION)

J

Adamantine dagger, unholy amulet of
Wee Jas, fine gown, electrum signet ring,
mithral ring set with a diamond, bejeweled
pearl necklace, pair of mithral earrings, pair

ProFICIENCIES: Simple weapons, calligrapher's supplies 3,
Dragonchess

Lancuages: Abyssal 4, Amedi 4, Ancient Suloise 3, Draconic,
English (Oxford dialect) 4, Fruz (Cold Tongue) 4, Lendorian 4,
Olven-vocca (Elvish), Overking's Common Tongue, Rasol 4,
Thorasta (Calant dialect) 4, Trade Phoenecian 4

ExperTiSE: Whenever you make an Intelligence (Arcana) &
check or a Charisma (Deception) 7 check, your Proficiency
Bonus is doubled. This benefit is included in your Arcana and
Deception skill bonuses.

Quick Stupy: You can take the Study action as a Bonus
Action.
3 Skilled; Player's Handbook, p.201
4 Training; Dungeon Master's Guide, p.81
5 Option; Sword Coast Adventurer's Guide, p.112
6 Keen Mind; Player's Handbook, p.205
7 Skill Expert; Player's Handbook, p.207

) OTHER PROFICIENCIES & LANGUAGES

of electrum armbands, component pouch,
scroll case ("Quintessa's Dweomerguard,”
"Quintessa's Dweomerdrain")

PoucH: Torilian steel tuning fork (C-note),
crystal vial of exotic perfume, "Cubic Gate,"
"Portable Hole," deep blue "Octych"

PorTaBLE HoLE: calligrapher's supplies,
a fragment of a beautiful song written as
musical notes on two pieces of parchment,
diary, antique Dragonchess set, silk purse
(20 mithral embers 8), 6 fine gowns, bar of
soap, basket (5 loaves of bread, 2 hunks of
cheese, 1 hunk of meat), crystal decanter
of vintage wine (pollenrose)

Da1Ly Spewts Cast: "Extended Darkvision,"
"Extended Mage Armor," "Mind Blank"

8 Suel Imperium: Age of Glory, p.24
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EQUIPMENT

FonT oF Magrc: You have 15 Sorcery Points, and regain all
spent Sorcery Points when you finish a Long Rest. You can
use your Sorcery Points to fuel the options below, along with
other features, such as Metamagic, that use those points:

SPELL || SORCERY * CReATION: As a Bonus Action, you can

sLoT POINT || transform unexpended Sorcery Points into

LEVEL cosT one spell slot. Any spell slot you create
with this feature vanishes when you finish

1st 2 a Long Rest.

2nd 3

3rd 5 * ConversION: You can expend a spell slot

4th 6 to gain a number of Sorcery Points equal to

5th 7 the slot's level (no action required).

INNATE Sorcery (2 / Long Rest): An event in your past left an
indelible mark on you, infusing you with simmering magic. As
a Bonus Action, you can unleash that magic for 1 minute,
during which you gain the following benefits:

e The spell save DC of your Sorcerer spells increases by 1.

* You have Advantage on the attack rolls of Sorcerer spells
you cast.

Sorcery INCARNATE: If you have no uses of Innate Sorcery
left, you can use it if you spend 2 Sorcery Points when you
take the Bonus Action to activate it.

In addition, while your Innate Sorcery feature is active, you
can use up to two of your Metamagic options on each spell
you cast.

SoRrcerouUS RESTORATION (1 / Long Rest): When you finish a
Short Rest, you can regain expended Sorcery Points, but no
more than 7.

MeTamacIc: You have the ability to twist your spells to suit
your needs. You can use only one Metamagic option on a spell
when you cast it, unless otherwise noted:

e D1sTanT SPeLL: When you cast a spell that has a range of
at least 5 feet, you can spend 1 Sorcery Point to double the
spell's range. Or when you cast a spell that has a range of
Touch, you can spend 1 Sorcery Point to make the spell's
range 30 feet.

* ExTenpep SpeLL: When you cast a spell that has a duration
of 1 minute or longer, you can spend 1 Sorcery Point to
double its duration to a maximum duration of 24 hours. If the
affected spell requires Concentration, you have Advantage on
any saving throw you make to maintain that Concentration.

* QuickeNep SpetL: When you cast a spell that has a casting
time of an action, you can spend 2 Sorcery Points to change
the casting time to a Bonus Action for this casting.

* SusTLE SPELL: When you cast a spell, you can spend
1 Sorcery Point to cast it without any Verbal, Somatic, or
Material components, except components that are consumed

by the spell or that have a cost specified in the spell.

FEATURES & TRAITS
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CHARACTER NAME

23 5 ft. 5in. 123 Ib.
AGE HEIGHT WEIGHT
Creamy ivory (azure glow) Fine porcelain Pure snow
EYES SKIN HAIR
E— —

CHARACTER APPEARANCE

"Their purity would be the purity of the flame, tempering the pure,
searing the unworthy, and branding the inferior..."
— from THE JOURNAL OF KEVELLT MAUK

7$<

% SCARLET BROTHERHOOD *

The Scarlet Brotherhood can trace its lineage all the way back to
the vanished Suel Imperium. Although the hierarchy of the Scarlet
Sign places monks at the top, followed by assassins and thieves, it

has operatives of all sorts pursuing its subtle and dangerous ends:

to see the Suel dominate the Flanaess.

GoaLs

* Protect the purity of the Suel race.

« Infiltrate the centers of power in the Flanaess.

* Establish a new order with the Suel people at its apex.

* Send agents to recover lost Suel magic by any means necessary.

BeLIEFS

e The Suel race is inherently superior to all others.

« Totalitarianism is the only philosophy that will achieve our goals.

« Influence is preferable to control, control is preferable to force,
force is preferable to failure.

Most agents of the Scarlet Brotherhood will have been raised in
the Tilvanot Peninsula itself and sent out into the world, but some
few people of pure Suel blood are recruited from outside. Those
who operate openly offer seemingly wise advice; those who are
less open about their ties are ruthless in their obedience to the
order. All believe in the inherent superiority of the Suel race and
its destiny to rule the world, although they are wise enough to hide
that belief from outsiders who might misinterpret it (or interfere
with the Brotherhood's plan to see that destiny come to pass).

— https://www.greyhawkgrognard.com/

ALLIES & ORGANIZATIONS

-
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You were born on Needfest 4, 6090 sp (575 cy),
offspring of the Neheli, a surviving house of the Suel
Imperium's decadent elite. Growing up in the March
of Bissel amidst political and physical conflict, your
family's wealth enabled you to avoid such trouble by
attending the University of Magical Arts in the city of
Greyhawk, where you bolstered the innate sorcery of
your pure bloodline with a latent talent for wizardry.
Traversing the length and breadth of the Flanaess,
from the fiend-infested Amedio Jungle to the "Ghost
Tower of Inverness"—whose "Soul Gem" drained the
very color from your flesh—the trials and tribulations
you faced were rewarded with a position of respect
within Greyhawk's "Guild of Wizardry," and the skill
needed to craft spells bearing your legendary name.

But that was another time... another place...

PErRsoNAL GoaL—A WitcH 1N TIMmE: After your sorcery
manifested you dreamed of becoming the first "Mage
of Power" since Slerotin the Last. Having learned the
language, culture, and lore of your ancestors—even
allying with the obsessive Scarlet Brotherhood—your
life's goal neared fruition in 6113 sp, as you explored
the Sea of Dust, the remnants of the Suel Imperium,
and activated a timeless artifact, the "Null Obelisk,"
which allowed you to cross the ages and experience
the glory days of your people. Yet, despite the care
you thought you had taken during your sojourn, the
return trip wasn't nearly as kind; you found yourself
trapped in a different timeline—before the Greyhawk
Wars, before the fall of Aerdy, before the discovery of
Slerotin's Pass; a time in which you were never born.
With your knowledge of what's to come, will you look
for a way back, or will you reshape the future?

ALIGNMENT—CHAoTIC EviL: A life of comfort and ease,
your every need attended to, has instilled within you
a heightened sense of self-importance. You act upon
your own whims and desires, without any thought to
the consequences... and you desire nothing less than
ultimate dominion over reality. Seeing people as just
tools to be used, pawns to be manipulated, or toys to
be played with, you entice others to perform at your
behest, ensuring that they can play their part in your
grandiose schemes, while keeping your true motives
hidden behind the glow of eldritch sight. No deed too
depraved, no secret too sacred, could keep you from
achieving the quintessence of your magical art—even
offering aid to those you see as beneath you; after
all, you'd never let just anyone break your toys.

CHARACTER BACKSTORY

"The Suel Imperium recognized sorcery as a fortuitous mutation, while the Baklunish Empire saw it as the rare seed of a potential
spiritual flowering. Both cultures appreciated this gift of sorcery as a commodity to be nurtured or manipulated if need be. Upon the
backs of the demiurges who eventually arose from this power, both empires climbed to unequaled heights."

ANCIENT SORCERY: Your innate magic comes from an arcane lineage born during an age of glory—the Suel Imperium. Your ancestors
wielded spells that rivaled the gods and crafted artifacts that shook the pillars of heaven. A millennium after their fall a trace of their
legendary power courses through your veins; will you follow your ancestors' footsteps, or use their legacy to forge a new path?

ArcHAIC Arcana: Your bloodline grants you an intuitive understanding of spellcraft. Whenever you reach a Sorcerer level and the
Prepared Spells number in the Sorcerer Features table increases, you can choose any of your new prepared spells from the Sorcerer
and Wizard spell lists, and the chosen spells count as Sorcerer spells for you. In addition, whenever you replace a spell prepared for
this class, you can replace it with a spell from those lists.

EvLprrTcH S1eHT: Your eyes glow with the clarity of magical awareness. You can cast "Detect Magic" without expending a spell slot.

GIFT oF Sorcery: Your ability to alter magic extends to other creatures as well. Whenever a creature you can see within 5 feet of you
casts a spell, you can take a Reaction to touch the creature and apply one of your Metamagic options to its spell.

MemoRrIA MacIca (1 / Long Rest): You have learned how to channel the spells of your mighty ancestors. You can cast any spell from
the Sorcerer or Wizard spell lists by expending a spell slot of the spell's level or higher and spending Sorcery Points equal to the slot's
level. You must otherwise obey all the restrictions for selecting the spell, and it counts as a Sorcerer spell for you.

ResourceruL: You gain Heroic Inspiration whenever you finish a Long Rest.

— Player's Guide to Saltmarsh, p.103
ADDITIONAL FEATURES & TRAITS

OcrycH 2: This triangular plane of deep blue metal, about the size of a garden spade's blade, emanates an aura of conjuration.
Designed to be set within the tips of the "Eight-Pointed Star" of Maure Castle, the multi-hued "Octychs" open mystical pathways
to hidden demiplanes, wherein rest the apprentices of Slerotin the Last—custodians to the lost secrets of Suel "Power Magic."

Cusic GaTe 19: This cube is 3 inches across and radiates palpable magical energy. Five sides are keyed to parallel worlds—Aerth,
Earth, Oerth, Uerth, and Yarth; the sixth side is shattered and inoperable. The cube has 3 charges and will regain 1d3 expended
charges daily at dawn. As a Magic action, you can expend 1 of the cube's charges to cast one of the following spells: pressing one
side of the cube, you cast "Gate," opening a portal to the plane of existence keyed to that side; pressing one side of the cube
twice, you cast "Plane Shift" (Charisma save DC 17), transporting the targets to the plane of existence keyed to that side.

PorTaBLE HoLE: This fine black cloth, soft as silk, is folded up to the dimensions of a handkerchief. You can take a Magic action
to unfold a "Portable Hole" and place it on or against a solid surface, whereupon the "Portable Hole" creates an extradimensional
space 6 feet wide and 10 feet deep. You can take a Magic action to close a "Portable Hole" by taking hold of the edges of the cloth
and folding it up; anything within remain in the extradimensional space. No matter what's in it, the hole weighs next to nothing.

ARrT OBJECTS: Unholy amulet of Wee Jas made of cherry gold set with rubies (150 gp), seven fine gowns (25 gp each), electrum
signet ring (50 gp), mithral ring set with a clear diamond (1,100 gp), fine azure pearl necklace set with a blood ruby, two golden
sapphires, and a silver teardrop pearl (1,250 gp), pair of mithral earrings (100 gp each), pair of electrum armbands (20 gp each),
crystal vial of exotic perfume (100 gp), crystal decanter of vintage pollenrose wine (Suendrako, 5094 sp; 300 gp), Dragonchess
set of beautifully carved and enameled pieces made by Emperor Inzhilem II of House Neheli-Arztin (3116 sp; 2,500 gp, 30 Ib.).

Crone: An inert duplicate of you that acts as a safeguard against death; if you die, your soul transfers to the clone.
9 3e Return to the Ghost Tower of Inverness, p.26 / 1° Expedition to the Ruins of Greyhawk, p.91

TREASURE
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advantage on the saving throw and creatures
with lightning vulnerability have disadvantage
on the saving throw. The second form has no
effect on constructs, oozes, plants, or undead.

At Higher Levels. When you cast this spell
using a spell slot of 3rd level or higher, the
damage of the first form increases by 1d4, or the
paralyzation duration increases by 1 round, for
each slot level above 2nd.

Quintessa's Dweomerdrain
5th-level abjuration

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Special

Choose a magic item within your reach and
make a melee spell attack against it. On a hit, the
magic item must make a Charisma saving throw. If
the magic item fails this save, it is drained of its
power. A non-sentient magic item has a Charisma
modifier of +0, and the magic item receives a
proficiency bonus to its saving throw depending
on its rarity (see table). An item in a creature's
possession uses its own Charisma save bonus or
its possessor's, whichever is higher. An item in
your own possession may forgo this saving throw.

TABLE 32: QUINTESSA'S DWEOMERDRAIN
Magic Item Rarity Saving Throw Bonus Die Roll

Common +2 1d4 x 5 gp
Uncommon +3 1d4 x 25 gp
Rare +4 1d10 x 100 gp
Very Rare +5 1d10 x 1,000 gp
Legendary +6 1d10 x 10,000 gp

On a failed save, you drain a pool of raw magic
from the item and retain it for the purpose of
casting spells that require a material component.
The raw magic drained has a gold piece value
dependent on the item's rarity (see table), and the

Version 1.4

item is rendered nonmagical. You may draw from
this pool whenever you cast a spell that requires a
material component, such as the powder of a
crushed black pearl needed for circle of death,
paying any leftover cost yourself; however, the
material component to be substituted may not be
one that is required for the spell to function, such
as the inscribed sapphire needed for Drawmij's
instant summons, or the vessel needed for clone.
Drained magic is retained for 1 hour; afterwards,
any raw magic that was not spent will vanish.
This spell does not work on artifacts.

Quintessa's Dweomerguard
1st-level abjuration

Casting Time: 1 action

Range: Touch

Components: V, S, M (a diamond worth at least
100 gp per level of the spell slot expended, set into a
piece of jewelry to be worn by the warded subject)
Duration: 24 hours

You touch a willing creature. Until the spell ends,
the subject ignores the effects of one common or
uncommon magic item, either on hand or
specified by name, history, description, or the like
(such as a "circlet of blasting" or "the sword of
Kimbertos Scotti of House Lizhal, King of Keoland").
Dweomerguard does not remove a cursed item
from the subject's possession, but it will nullify its
effects. Magic weapons still deal damage as a non-
magical weapon of the same type.

Only one casting of dweomerguard can affect a
subject at a time; if a second is cast, the first (if
still active) is dispelled.

At Higher Levels. When you cast this spell using
a spell slot of a higher level, you can guard the
subject from the effects of a rare magic item with a
spell slot of 3rd level or higher, a very rare magic
item with a spell slot of 5th level or higher, a
legendary magic item with a spell slot of 7th level
or higher, and an artifact with a 9th level spell slot.
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	CharacterName: ❖ Qᴜɪɴᴛᴇssᴀ ❖
	Inspiration: 
	STR: −2
	ProfBonus: +5
	AC: 15
	Initiative: +2
	Speed: 30 feet
	PersonalityTraits : I take great pains to always look my best and follow the latest fashions, so no one could doubt that I am a cut above the unwashed masses.          
	STRmod: 7
	ST Strength: −2   
	DEX: +2
	ST Dexterity: +2   
	ST Constitution: +6   
	Ideals: If I can attain more power, no one will tell me what to do.
 
	ST Intelligence: +5   
	DEXmod : 15
	ST Wisdom: −1   
	ST Charisma: +10
	Bonds: I've been searching my whole life for the lost art of Suel "Power Magic."
	CON: +1
	Acrobatics: +2   
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 13
	Animal: −1   
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	Arcana: +15
	Athletics: −2   
	Deception : +15
	History : +10
	Insight: −1   
	Intimidation: +10
	Investigation : +10
	Medicine: −1   
	Nature: +5   
	Perception : −1   
	Performance: +10
	Persuasion: +10
	HD: 
	Flaws: I always have the most scathingly brilliant ideas!
 
	INT: +5
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Yes
	INTmod: 20*
	WIS: −1
	WISmod: 9
	CHA: +5
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Yes
	Check Box 26: Off
	Check Box 27: Yes
	Check Box 28: Yes
	Check Box 29: Off
	Check Box 30: Yes
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Yes
	Check Box 36: Yes
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	HPCurrent: 
	HPTemp: 
	Religion: +10
	SleightofHand: +2   
	Stealth : +2   
	CHamod: 20
	Survival: −1   
	AttacksSpellcasting:  ¹  You can throw a dagger 20 feet, or up to 60 feet with disadvantage on the attack roll.

 ²  You cast sorcerous energy at one creature or object    within 120 ft. Make a ranged attack roll against the target. On a hit, the target takes damage of a type you choose: Acid, Cold, Fire, Lightning, Poison, Psychic, or Thunder.
   If you roll an 8 on a d8 for this spell, you can roll another d8, and add it to the damage, to a maximum of +5d8.

   Qᴜɪᴄᴋ Rɪᴛᴜᴀʟ (1 / Long Rest): You can cast a Ritual spell that you have prepared using its regular casting time rather than    the    extended    time    for    a    Ritual.    Doing    so    doesn't    requirea spell slot.


* +2 Int increase; Expedition  to  the  Ruins  of  Greyhawk, p.91
	Passive: 9
	CP: 
	ProficienciesLang:    Pʀᴏꜰɪᴄɪᴇɴᴄɪᴇs: Simple weapons, calligrapher's supplies ³, Dragonchess

   Lᴀɴɢᴜᴀɢᴇs: Abyssal ⁴, Amedi ⁴, Ancient Suloise ⁵, Draconic, English (Oxford dialect) ⁴, Fruz (Cold Tongue) ⁴, Lendorian ⁴, Olven-vocca (Elvish), Overking's Common Tongue, Rasol ⁴, Thorasta (Calant dialect) ⁴, Trade Phoenecian ⁴

   Exᴘᴇʀᴛɪsᴇ: Whenever you make an Intelligence (Arcana) ⁶ check or a Charisma (Deception) ⁷ check, your Proficiency Bonus is doubled. This benefit is included in your Arcana and Deception skill bonuses.

   Qᴜɪᴄᴋ Sᴛᴜᴅʏ: You can take the Study action as a Bonus Action.
                                           ³ Skilled; Player's Handbook, p.201
                              ⁴ Training; Dungeon Master's Guide, p.81
                     ⁵ Option; Sword Coast Adventurer's Guide, p.112
                                    ⁶ Keen Mind; Player's Handbook, p.205
                                  ⁷ Skill Expert; Player's Handbook, p.207
	SP: 
	EP: 
	GP: 
	PP: 50
	Equipment:    Adamantine dagger, unholy amulet of Wee Jas, fine gown, electrum signet ring, mithral ring set with a diamond, bejeweled pearl necklace, pair of mithral earrings, pair of electrum armbands, component pouch, scroll case ("Quintessa's Dweomerguard," "Quintessa's Dweomerdrain")

   Pᴏᴜᴄʜ: Torilian steel tuning fork (C-note), crystal vial of exotic perfume, "Cubic Gate," "Portable Hole," deep blue "Octych"

   Pᴏʀᴛᴀʙʟᴇ Hᴏʟᴇ: calligrapher's supplies, 
a fragment of a beautiful song written as musical notes on two pieces of parchment, diary, antique Dragonchess set, silk purse (20 mithral embers ⁸), 6 fine gowns, bar of soap, basket (5 loaves of bread, 2 hunks of cheese, 1 hunk of meat), crystal decanter of vintage wine (pollenrose)

   Dᴀɪʟʏ Sᴘᴇʟʟs Cᴀsᴛ: "Extended Darkvision," "Extended Mage Armor," "Mind Blank"

           ⁸ Suel Imperium: Age of Glory, p.24
	Features and Traits:    Fᴏɴᴛ ᴏꜰ Mᴀɢɪᴄ: You have 15 Sorcery Points, and regain all spent Sorcery Points when you finish a Long Rest. You can use your Sorcery Points to fuel the options below, along with other features, such as Metamagic, that use those points:
╔════╦══════╗
║    sᴘᴇʟʟ  ║   sᴏʀᴄᴇʀʏ ║    • Cʀᴇᴀᴛɪᴏɴ: As a Bonus Action, you can
║ sʟᴏᴛ  ║   ᴘᴏɪɴᴛ     ║ transform unexpended Sorcery Points into
║ ʟᴇᴠᴇʟ ║    ᴄᴏsᴛ   ║ one spell slot. Any spell slot you create
╠════╬══════╣ with this feature vanishes when you finish
║ 1st    ║     2        ║ a Long Rest.
║ 2nd   ║     3        ║ 
║ 3rd   ║     5        ║    • Cᴏɴᴠᴇʀsɪᴏɴ: You can expend a spell slot
║ 4th       ║     6        ║ to gain a number of Sorcery Points equal to
║ 5th       ║     7        ║ the slot's level (no action required).
╚════╩══════╝
   Iɴɴᴀᴛᴇ Sᴏʀᴄᴇʀʏ (2 / Long Rest): An event in your past left an indelible mark on you, infusing you with simmering magic. As a Bonus Action, you can unleash that magic for 1 minute, during which you gain the following benefits:
   •  The spell save DC of your Sorcerer spells increases by 1.
   •  You have Advantage on the attack rolls of Sorcerer spells you cast.

   Sᴏʀᴄᴇʀʏ Iɴᴄᴀʀɴᴀᴛᴇ: If you have no uses of Innate Sorcery left, you can use it if you spend 2 Sorcery Points when you take the Bonus Action to activate it.
   In addition, while your Innate Sorcery feature is active, you can use up to two of your Metamagic options on each spell you cast.

   Sᴏʀᴄᴇʀᴏᴜs Rᴇsᴛᴏʀᴀᴛɪᴏɴ (1 / Long Rest): When you finish a Short Rest, you can regain expended Sorcery Points, but no more than 7.

   Mᴇᴛᴀᴍᴀɢɪᴄ: You have the ability to twist your spells to suit your needs. You can use only one Metamagic option on a spell when you cast it, unless otherwise noted:

   • Dɪsᴛᴀɴᴛ Sᴘᴇʟʟ: When you cast a spell that has a range of at least 5 feet, you can spend 1 Sorcery Point to double the spell's range. Or when you cast a spell that has a range of Touch, you can spend 1 Sorcery Point to make the spell's range 30 feet.

   • Exᴛᴇɴᴅᴇᴅ Sᴘᴇʟʟ: When you cast a spell that has a duration of 1 minute or longer, you can spend 1 Sorcery Point to double its duration to a maximum duration of 24 hours. If the affected spell requires Concentration, you have Advantage on any saving throw you make to maintain that Concentration.

   • Qᴜɪᴄᴋᴇɴᴇᴅ Sᴘᴇʟʟ: When you cast a spell that has a casting time of an action, you can spend 2 Sorcery Points to change the casting time to a Bonus Action for this casting.

   • Sᴜʙᴛʟᴇ Sᴘᴇʟʟ: When you cast a spell, you can spend 1 Sorcery Point to cast it without any Verbal, Somatic, or Material components, except components that are consumed by the spell or that have a cost specified in the spell.
	CharacterName 2: ❖ Qᴜɪɴᴛᴇssᴀ ❖
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	Allies: "Their purity would be the purity of the flame, tempering the pure, searing the unworthy, and branding the inferior…"
                                               — from Tʜᴇ Jᴏᴜʀɴᴀʟ ᴏꜰ Kᴇᴠᴇʟʟɪ Mᴀᴜᴋ

   The Scarlet Brotherhood can trace its lineage all the way back to the vanished Suel Imperium. Although the hierarchy of the Scarlet Sign places monks at the top, followed by assassins and thieves, it has operatives of all sorts pursuing its subtle and dangerous ends: to see the Suel dominate the Flanaess.


Gᴏᴀʟs
• Protect the purity of the Suel race.
• Infiltrate the centers of power in the Flanaess.
• Establish a new order with the Suel people at its apex.
• Send agents to recover lost Suel magic by any means necessary.


Bᴇʟɪᴇꜰs
• The Suel race is inherently superior to all others.
• Totalitarianism is the only philosophy that will achieve our goals.
• Influence is preferable to control, control is preferable to force,
   force is preferable to failure.


   Most agents of the Scarlet Brotherhood will have been raised in the Tilvanot Peninsula itself and sent out into the world, but some few people of pure Suel blood are recruited from outside. Those who operate openly offer seemingly wise advice; those who are less open about their ties are ruthless in their obedience to the order. All believe in the inherent superiority of the Suel race and its destiny to rule the world, although they are wise enough to hide that belief from outsiders who might misinterpret it (or interfere with the Brotherhood's plan to see that destiny come to pass).
                                       — https://www.greyhawkgrognard.com/
	FactionName: ❖ Sᴄᴀʀʟᴇᴛ Bʀᴏᴛʜᴇʀʜᴏᴏᴅ ❖
	Backstory:    You were born on Needfest 4, 6090 sᴅ (575 ᴄʏ), offspring of the Neheli, a surviving house of the Suel Imperium's decadent elite. Growing up in the March of Bissel amidst political and physical conflict, your family's wealth enabled you to avoid such trouble by attending the University of Magical Arts in the city of Greyhawk, where you bolstered the innate sorcery of your pure bloodline with a latent talent for wizardry. Traversing the length and breadth of the Flanaess, from the fiend-infested Amedio Jungle to the "Ghost Tower of Inverness"—whose "Soul Gem" drained the very color from your flesh—the trials and tribulations you faced were rewarded with a position of respect within Greyhawk's "Guild of Wizardry," and the skill needed to craft spells bearing your legendary name.
   But that was another time… another place…

   Pᴇʀsᴏɴᴀʟ Gᴏᴀʟ—A Wɪᴛᴄʜ ɪɴ Tɪᴍᴇ: After your sorcery manifested you dreamed of becoming the first "Mage of Power" since Slerotin the Last. Having learned the language, culture, and lore of your ancestors—even allying with the obsessive Scarlet Brotherhood—your life's goal neared fruition in 6113 sᴅ, as you explored the Sea of Dust, the remnants of the Suel Imperium, and activated a timeless artifact, the "Null Obelisk," which allowed you to cross the ages and experience the glory days of your people. Yet, despite the care you thought you had taken during your sojourn, the return trip wasn't nearly as kind; you found yourself trapped in a different timeline—before the Greyhawk Wars,  before  the  fall  of  Aerdy,  before  the  discovery  of Slerotin's Pass; a time in which you were never born. With your knowledge of what's to come, will you look for a way back, or will you reshape the future?

   Aʟɪɢɴᴍᴇɴᴛ—Cʜᴀᴏᴛɪᴄ Eᴠɪʟ: A life of comfort and ease, your every need attended to, has instilled within you a heightened sense of self-importance. You act upon your own whims and desires, without any thought to the consequences… and you desire nothing less than ultimate dominion over reality. Seeing people as just tools to be used, pawns to be manipulated, or toys to be played with, you entice others to perform at your behest, ensuring that they can play their part in your grandiose schemes, while keeping your true motives hidden behind the glow of eldritch sight. No deed too depraved, no secret too sacred, could keep you from achieving the quintessence of your magical art—even offering aid to those you see as beneath you; after all, you'd never let just anyone break your toys.
 
	Feat+Traits:    "The Suel Imperium recognized sorcery as a fortuitous mutation, while the Baklunish Empire saw it as the rare seed of a potential spiritual flowering. Both cultures appreciated this gift of sorcery as a commodity to be nurtured or manipulated if need be. Upon the backs of the demiurges who eventually arose from this power, both empires climbed to unequaled heights."

   Aɴᴄɪᴇɴᴛ Sᴏʀᴄᴇʀʏ: Your innate magic comes from an arcane lineage born during an age of glory—the Suel Imperium. Your ancestors wielded spells that rivaled the gods and crafted artifacts that shook the pillars of heaven. A millennium after their fall a trace of their legendary power courses through your veins; will you follow your ancestors' footsteps, or use their legacy to forge a new path?

   Aʀᴄʜᴀɪᴄ Aʀᴄᴀɴᴀ: Your bloodline grants you an intuitive understanding of spellcraft. Whenever you reach a Sorcerer level and the Prepared Spells number in the Sorcerer Features table increases, you can choose any of your new prepared spells from the Sorcerer and Wizard spell lists, and the chosen spells count as Sorcerer spells for you. In addition, whenever you replace a spell prepared for this class, you can replace it with a spell from those lists. 

   Eʟᴅʀɪᴛᴄʜ Sɪɢʜᴛ: Your eyes glow with the clarity of magical awareness. You can cast "Detect Magic" without expending a spell slot.

   Gɪꜰᴛ ᴏꜰ Sᴏʀᴄᴇʀʏ: Your ability to alter magic extends to other creatures as well. Whenever a creature you can see within 5 feet of you casts a spell, you can take a Reaction to touch the creature and apply one of your Metamagic options to its spell.

   Mᴇᴍᴏʀɪᴀ Mᴀɢɪᴄᴀ (1 / Long Rest): You have learned how to channel the spells of your mighty ancestors. You can cast any spell from the Sorcerer or Wizard spell lists by expending a spell slot of the spell's level or higher and spending Sorcery Points equal to the slot's level. You must otherwise obey all the restrictions for selecting the spell, and it counts as a Sorcerer spell for you.

   Rᴇsᴏᴜʀcᴇꜰᴜʟ: You gain Heroic Inspiration whenever you finish a Long Rest.








                                                                                                                                            — Player's Guide to Saltmarsh, p.103
	Treasure:    Oᴄᴛʏᴄʜ ⁹: This triangular plane of deep blue metal, about the size of a garden spade's blade, emanates an aura of conjuration. Designed to be set within the tips of the "Eight-Pointed Star" of Maure Castle, the multi-hued "Octychs" open mystical pathways 
to hidden demiplanes, wherein rest the apprentices of Slerotin the Last—custodians to the lost secrets of Suel "Power Magic."

   Cᴜʙɪᴄ Gᴀᴛᴇ ¹⁰: This cube is 3 inches across and radiates palpable magical energy. Five sides are keyed to parallel worlds—Aerth, Earth, Oerth, Uerth, and Yarth; the sixth side is shattered and inoperable. The cube has 3 charges and will regain 1d3 expended charges daily at dawn. As a Magic action, you can expend 1 of the cube's charges to cast one of the following spells: pressing one side of the cube, you cast "Gate," opening a portal to the plane of existence keyed to that side; pressing one side of the cube twice, you cast "Plane Shift" (Charisma save DC 17), transporting the targets to the plane of existence keyed to that side.

   Pᴏʀᴛᴀʙʟᴇ Hᴏʟᴇ: This fine black cloth, soft as silk, is folded up to the dimensions of a handkerchief. You can take a Magic action 
to unfold a "Portable Hole" and place it on or against a solid surface, whereupon the "Portable Hole" creates an extradimensional space 6 feet wide and 10 feet deep. You can take a Magic action to close a "Portable Hole" by taking hold of the edges of the cloth and folding it up; anything within remain in the extradimensional space. No matter what's in it, the hole weighs next to nothing.

   Aʀᴛ Oʙᴊᴇᴄᴛs: Unholy amulet of Wee Jas made of cherry gold set with rubies (150 gp), seven fine gowns (25 gp each), electrum signet ring (50 gp), mithral ring set with a clear diamond (1,100 gp), fine azure pearl necklace set with a blood ruby, two golden sapphires, and a silver teardrop pearl (1,250 gp), pair of mithral earrings (100 gp each), pair of electrum armbands (20 gp each), crystal vial of exotic perfume (100 gp), crystal decanter of vintage pollenrose wine (Suendrako, 5094 sᴅ; 300 gp), Dragonchess set of beautifully carved and enameled pieces made by Emperor Inzhilem II of House Neheli-Arztin (3116 sᴅ; 2,500 gp, 30 lb.).

   Cʟᴏɴᴇ: An inert duplicate of you that acts as a safeguard against death; if you die, your soul transfers to the clone.
                                                 ⁹ 3e Return to the Ghost Tower of Inverness, p.26 / ¹⁰ Expedition to the Ruins of Greyhawk, p.91
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