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Features and Traits



As an acolyte, you command the respect of those who share your faith, and you can perform the
religious ceremonies of your deity. You and your adventuring companions can expect to receive
free healing and care at a temple, shrine, or other established presence of your faith, though you
must provide any material components needed for spells. Those who share your religion will
support you (but only you) at a modest lifestyle.

You might also have ties to a specific temple dedicated to your chosen deity or pantheon, and you
have a residence there. This could be the temple where you used to serve, if you remain on good
terms with it, or a temple where you have found a new home. While near your temple, you can call
upon the priests for assistance, provided the assistance you ask for is not hazardous and you
remain in good standing with your temple.

Shelter of the Faithful



Starting at 1st level, divine power guards your destiny. If you fail a saving throw or miss with an
attack roll, you can roll 2d4 and add it to the total, possibly changing the outcome.

Once you use this feature, you can’t use it again until you finish a short or long rest.

Favoured by the gods



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.

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.

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.

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.

Any spell slot you create with this feature vanishes when you finish a long rest.

Font of Magic

Sorcery Points

Flexible Casting

Creating Spell Slots



Your link to the divine allows you to learn spells normally associated with the cleric class. When
your Spellcasting feature lets you learn a sorcerer cantrip or a sorcerer spell of 1st level or higher,
you can choose the new spell from the cleric spell list or the sorcerer spell list. You must otherwise
obey all the restrictions for selecting the spell, and it becomes a sorcerer spell for you.

In addition, choose an affinity for the source of your divine power: good, evil, law, chaos, or
neutrality. You learn an additional spell based on that affinity, as shown below. It is a sorcerer spell
for you, but it doesn't count against your number of sorcerer spells known. If you later replace this
spell, you must replace it with a spell from the cleric spell list.

Divine Magic

http://dnd5e.wikidot.com/spells:cleric
http://dnd5e.wikidot.com/spells:sorcerer


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.

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.

You can use Empowered Spell even if you have already used a different Metamagic
option during the casting of the spell.

Subtle Spell. When you cast a spell, you can spend 1 sorcery point to cast it without any
somatic or verbal components.

Metamagic



Source: Tasha's Cauldron of Everything

Your exposure to the Feywild's magic has changed you, granting you the following benefits:

Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.

You learn the Misty Step spell and one 1st-level spell of your choice. The 1st-level spell
must be from the Divination or Enchantment school of magic. You can cast each of these
spells without expending a spell slot. Once you cast either of these spells in this way, you
can't cast that spell in this way again until you finish a long rest. You can also cast these
spells using spell slots you have of the appropriate level. The spells' spellcasting ability is
the ability increased by this feat.

Fey Touched

https://wiki.apointless.space/books/adventurers-unite/page/misty-step
http://dnd5e.wikidot.com/spells:divination
http://dnd5e.wikidot.com/spells:enchantment

