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Sorcerous Origins
Different sorcerers claim different origins for their 
innate magic. Although many variations exist, most 
of these origins fall into two categories: an eldritch 
bloodline and the influence of wild magic.

Greenheart                                                            
You might have been born to a dryad parent or raised in 
an enchanted woods whose eldritch power seeped into 
your soul but, whatever the reason, the inherent magic 
of nature runs through you. Unlike druids you did not 
choose your connection to the natural world, the natural 
world chose its connection to you. Greenheart sorcerers 
tend to have dark brown and bright green features and 
smell of the native flora of their homelands. Sorcerers 
of this origin are exceptionally resilient and observant of 
their surroundings.

Verdant Soul
Starting at 1st level, your hit point maximum increases 
by 2 and increases by 2 again whenever you gain a level 
in this class. Whenever you spend a sorcery point you 
heal 2 hit points for every sorcery  point you spent.

World Whisperer
Starting at 1st level, you may choose a druid cantrip for 
one of your starting cantrips and you know a druid spell 
that does not count against your spells known. You learn 
additional druid spells that do not count against your 
spells known at 6th, 14th, and 18th level. These spells 
count as sorcerer spells for you.

Land’s Stride
Starting at 6th level, moving through nonmagical 
difficult terrain costs you no extra movement. You can 
also pass through nonmagical plants without being 
slowed by them and without taking damage from them if 
they have thorns, spines, or a similar hazard.

In addition, you have advantage on saving throws 
against plants that are magically created or manipulated 
to impede movement, such as those created by the 
entangle spell.

Virile Vitality
Starting at 14th level, you are immune to poison and 
disease. Additionally, the primal magic coursing through 
your veins causes you to age more slowly. For every 10 
years that pass, your body ages only 1 year.

Greenheart, Greenblood
Starting at 18th level, you can use a bonus action on 
your turn to convert hit points into sorcery points. Roll 
and expend a hit die and lose hit points equal to the 
result + your constitution modifier. You regain 1 sorcery 
point.
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Spiritualist                                                    
After a brush with death, either your own near death 
experience or the witness of a horrific death, you are 
haunted by a phantom that exists on the ethereal realm 
but which you, none the less, can see. Whether you 
were horrified or pleased by your new companion you 
soon discovered that their unique relationship with 
you unlocked your own ability to manifest supernatural 
powers. While you and your ectoplasmic companion 
are bound to one another til death do you part, your 
phantom does all that it can to help you further your 
goals.

Brush With Death
At 1st level, your brush with death has led to you being 
haunted by a phantom. This phantom functions as if it 
were a familiar created by the find familiar spell except 
in the following ways;
• The phantom uses the stats of a homunculus (MM, pg. 

188) but is undead rather than celestial, construct, fey, 
or fiend.

• The phantom is immune to the frightened condition.
• The phantom has hit points equal to twice your 

sorcerer level plus your charisma modifier.
• The phantom exists on the ethereal plane bordering 

whatever world you currently dwell in or, if you are in 
a realm that does not border the ethereal, invisible on 
the same plane.

• When you cast a spell granted by your Pathos of the 
Passed feature your phantom can deliver the spell 
as it it had cast the spell. Your phantom must be 
within 100 feet of you, and it must use its reaction to 
deliver the spell when you cast it. If the spell requires 
an attack roll or saving throw, you use your attack 
modifier or saving throw DC for the roll.

Pathos of the Passed

At 1st level, your phantom companion’s passing infused 
it with overwhelming emotion. Choose one of the 
following pathos for your phantom and you gain the 
corresponding spells at the listed sorcerer level. These 
spells do not count against the number of sorcerer 
spells you know.

 Devotion

   Sorcerer Level      Spells

Jealousy

   Sorcerer Level      Spells

Rage

   Sorcerer Level      Spells

teRRoR

   Sorcerer Level      Spells

  *Unless you gain this spell from another source, your 
spirit guardians appear as undead (rather than celestial, 
fey, or fiendish) and deal psychic damage (rather than 
radiant or necrotic).

Passion Play
Starting at 6th level, you can use a bonus action to 
manifest your phantom in the material realm for one 
minute. While materialized your phantom utilizes the 
following statistics based on its pathos, replacing its 
normal homunculus statistics.

expeditious retreat
invisibility
fear
phantasmal killer
contagion

1st
3rd 
5th
7th
9th

witch bolt
phantasmal force
vampiric touch
blight
bigby’s hand

1st
3rd 
5th
7th
9th

charm person
alter self
hypnotic pattern
locate creature
dominate person

1st
3rd 
5th
7th
9th

shield
enhance ability
spirit guardians*
death ward
antilife shell

1st
3rd 
5th
7th
9th
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While materialized your phantom can gains additional 
exceptions to the find familiar spell;
 .  Your phantom can take the Attack action.
 .  Your materialized phantom has no hit points but 
instead must make a Constitution saving throw (adding 
your proficiency modifier) each time damage is dealt to 
it with a DC equal to half the damage dealt to it. If it fails 
this saving throw it dematerializes and returns to its 
statistics as described in your Brush With Death feature.
   You can use this feature to compel your phantom to 
manifest additional times by expending 1 sorcery point 
when you use your bonus action. You regain your ability 
to use this feature without expending a sorcery point 
when you complete a long rest.

Peerless Medium
Starting at 6th level, you can cast the spell unseen 
servant as a ritual. If you mistreat your unseen servant 
or show it disrespect the spell immediately ends. 

Geist’s Rebuke
Starting at 14th level, the pathos of your phantom 
echoes through your own arcane power. Whenever you 
are hit by a melee attack, you can use your reaction to 
inflict personal vengeance on your attacker. The nature 
of the vengeance and type of saving throw required 
varies based on the pathos of your phantom but the 
difficulty is your spell save DC.
Devotion.  If the creature fails its Wisdom saving 

throw, the triggering attack’s damage is reduced by half 
your sorcerer level.
Jealousy. If the creature fails its Dexterity saving 

throw, the creature is restrained until the start of its next 
turn.
Rage. If the creature fails its Constitution saving 

throw, the creature takes half your sorcerer level in 
damage using the damage type of this phantom’s A 
Death Revisited feature.
Terror. If the creature fails its Wisdom saving throw, 

the creature is frightened until the start of its next turn.

Master of Seance
Starting at 14th level, you can cast the spell contact 
other plane as a ritual. When you do so you can only 
contact the dead. 

Do Not Go Gentle
Starting at 18th level, when you would drop to 0 hit 
points you can expend 5 sorcery points to possess your 
phantom and force it to manifest. While you possess the 
phantom you can cast all of your sorcerer spells using 
your own spell attack modifier and spell save DC. At the 
end of each of your turns you make a death saving throw 
as normal. If you stabilize you lose possession of your 
phantom return unconscious to your own body. If you 
fail three death saves your phantom is dematerialized 
and reduced to 0 hit points. If you are healed while 
using this feature you lose possession of your phantom 
and return conscious to your body.
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