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CLASS & LEVEL PLAYER NAME
Variant Human Sage (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+4 19 192 -
INITIATIVE CLASS \ HIT POINTS J
/4 /, / \
. . 19d6
Resistances - Acid successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j )\ WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS j —== LANGUAGES ===
2 Common, Draconic, Dwarvish, Elvish
ABILITY SAVE DC |
/ N\
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Master Transmuter « 1 / Long Rest

As an action you can destroy your transmuter's
stone (it can’t be remade until you finish a long rest) to
gain one of the following effects:

Major Transformation - You can transmute one
nonmagical object (no larger than a 5-ft. cube) into
another nonmagical object of similar size and mass
and of equal or lesser value. You must spend 10

minutes handling the object to transform it.

Panacea - You remove all curses, diseases, and
poisons affecting a creature that you touch with the
transmuter’s stone. The creature also regains all its
HP.

Restore Life - You cast the raise dead spell on a
creature you touch with the transmuter’s stone,
without expending a spell slot or needing to have the
spell in your spellbook.

Restore Youth - You touch the transmuter’s stone to a
willing creature, and that creature’s apparent age is
reduced by 3d10 years, to a minimum of 13 years.
This effect doesn’t extend the creature’s lifespan.

SKILLS \ ACTIONS )
4 N
12 PASSIVE WISDOM (PERCEPTION) Dagger, +3 +13 1d4+7 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Staff of the Woodlands +9 1d6+3 Bludgeoning  10/10 Charges, Simple, Versatile
12 PASSIVE WISDOM (INSIGHT)
Ray of Frost +15 4d8 Cold VIS
21 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Stl’lke +7 2 Bludgeoning
SENSES g WEAPON ATTACKS & CANTRIPS /
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=== WIZARD FEATURES ===
* Hit Points « PHB 113
* Proficiencies  PHB 113

* Spellcasting *« PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 19, Spell Attack +11)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.

* Arcane Recovery « PHB 115

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 10, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| School of Transmutation

* Transmutation Savant « PHB 119
The gold and time you must spend to copy a
transmutation spell into your spellbook is halved.

* Minor Alchemy « PHB 119

You can temporarily alter the physical properties of
one nonmagical object, changing it from one
substance into another. You perform a special
alchemical procedure on an object, and for each 10
minutes you spend performing it, you can transform up
to 1 cubic foot of material. After 1 hour, or until you
lose your concentration (as if you were concentrating
on a spell), the material reverts to its original
substance.

| Special

* Ability Score Improvement « PHB 115

* Transmuter’s Stone « PHB 119

You can spend 8 hours creating a transmuter’s stone.
You or another creature gains a benefit of your choice
when you create it as long as the stone is in the
creature’s possession:

Darkvision out to a range of 60 feet, an increase to
speed of 10 feet while the creature is unencumbered,
proficiency in CON saving throws, resistance to acid,
cold, fire, lightning, or thunder damage, or each time
you cast a transmutation spell of 1st level or higher,
you can change the effect of your stone if the stone is
on your person.

If you create a new transmuter’s stone, the previous
one ceases to function.

| 8 Hours

* Shapechanger « PHB 119

You add the polymorph spell to your spellbook, if it is
not there already. Once per short rest, you can cast
polymorph without expending a spell slot. When you
do so, you can target only yourself and transform into
a beast whose challenge rating is 1 or lower.

* Master Transmuter « PHB 119

As an action you can destroy your transmuter's stone
(it can’t be remade until you finish a long rest) to gain
one of the following effects:

Major Transformation - You can transmute one
nonmagical object (no larger than a 5-ft. cube) into
another nonmagical object of similar size and mass
and of equal or lesser value. You must spend 10
minutes handling the object to transform it.

Panacea - You remove all curses, diseases, and

N
poisons affecting a creature that you touch with the
transmuter’s stone. The creature also regains all its
HP.

Restore Life - You cast the raise dead spell on a
creature you touch with the transmuter’s stone, without
expending a spell slot or needing to have the spell in
your spellbook.

Restore Youth - You touch the transmuter’s stone to a
willing creature, and that creature’s apparent age is
reduced by 3d10 years, to a minimum of 13 years.
This effect doesn’t extend the creature’s lifespan.

| 1/Long Rest « 1 Action

* Spell Mastery « PHB 115

You can cast chosen 1st level and 2nd level spells at
their lowest level without expending a spell slot when
you have them prepared. If you want to cast either
spell at a higher level, you must expend a spell slot as
normal.

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat » BR 31
You gain one feat of your choice.

WEIGHT CARRIED
3.2 1b.
ENCUMBERED

180 Ib.

PUSH/DRAG/LIFT

360 Ib.

FEATURES & TRAITS
Ring of Air Elemental Command 1 -
Robe of the Archmagi 1 -
Rod of Security 1 -
Staff of the Woodlands 1 -
Well of Many Worlds 1 -
Ring of Earth Elemental Command 1 -
Ring of Water Elemental Command 1 -
Dagger, +3 1 1lb

Robe of the Archmagi 1 --
Staff of the Woodlands 1 -
Ring of Earth Elemental Command 1 --

EQUIPMENT
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=== FEATS ===

* Ritual Caster (Wizard) « PHB

When you choose this feat, you acquire a ritual book
holding two 1st-level ritual spells from the wizard's
spell list. If you come across a spell in written form,
such as a magical spell scroll or a wizard's spellbook,
you can add it to your ritual book if it's on that spell list,
the spell's level can be no higher than half your level
(rounded up), and it must have the ritual tag. The
process of copying the spell into your ritual book takes
2 hours per level of the spell, and costs 50 gp per
level.

* Tough « PHB 170
Your HP maximum increases by 38.

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

* Spell Sniper (Wizard) « PHB 170

When you cast a spell that requires you to make an
attack roll, the spell's range is doubled. Your ranged
spell attacks ignore half cover and three-quarters
cover. You learn one cantrip that requires an attack roll
from your chosen class spell list (INT is your
spellcasting ability for it).

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




— —
Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
// \\
PERSONALITY TRAITS
L~ 1
[ ~"1]
IDEALS
L~ —~
[ ~"1]
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
1 ‘f )\ /
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
QO Control Flames Wizard -- 1A 60 ft./5 ft. Cube S Instantaneous  EE 152 5 ft. Cube, S
O Gust Wizard STR21 1A 30 ft. V,S Instantaneous  EE 157 VIS
O Mending Wizard - im Touch V,S,M Instantaneous PHB 259 VISIM
O Mold Earth Wizard - 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
QO Shape Water Wizard - 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
O Ray of Frost Spell Sniper (Wizard) +15 1A 120 ft. V.S Instantaneous  PHB 271 V/S
=== 1st LEVEL === 4 Slots OO00
O Longstrider Wizard -- 1A Touch V,S,M 1 hour PHB 256 D: 1h, V/ISIM
O Animal Friendship Staff of the Woodlands wis21 1A 30 ft. V,S,M 24 hours PHB 212 1 Charge (10/10), D: 24h, V/SIM
O Speak with Animals Staff of the Woodlands -- 1A Self V.S 10 minutes PHB 277 1 Charge (10/10), D: 10m, V/S
O Comprehend Languages [R] Ritual Caster (Wizard) -- 1a+1m  Self V,S,M 1 hour PHB 224  D:1h, VISIM
O Identify [R] Ritual Caster (Wizard) -- 11m Touch V,S,M Instantaneous PHB 252  V/S/IM
O Lacquering woods [R] Ritual Caster (Wizard) DEX 21 1h+1om 60 ft/20 ft. Sphere V,S,M 8 hours D: 8h, 20 ft. Sphere, V/SIM
O Longstrider Spell Mastery - 1A Touch V,S,M 1 hour PHB 256  D: 1h, V/SIM
===2nd LEVEL === 3 Slots 000
O Alter Self <C> Wizard - 1A Self V.S Concentration, upto thour  PHB 211 D: 1h, V/S
O Earthbind <C> Wizard STR21 1A 300 ft. \ Concentation, upto Lminute - EE 154 D:1m, V
O Barkskin <C> Staff of the Woodlands - 1A Touch V,S,M  concenration, upro1howr - PHB 217 2 Charges (10/10), D: 1h, V/S/M
O Locate Animals or Plants Staff of the Woodlands - 1A Self V,S,M Instantaneous PHB 256 2 Charges (10/10), V/S/IM
O Pass without Trace <C> Staff of the Woodlands - 1A Self V,S,M  concentration,wpto 1howr - PHB 264 D: 1h, V/IS/IM
O Skywrite [R]<C> Ritual Caster (Wizard) - 1a+10m - Sight V.S Concentration, upto 1hour - EE 165 D: 1h, VIS
O Alter Self <C> Spell Mastery - 1A Self V,S Concenration, upto 1hour - PHB 211 D: 1h, V/S
=== 3rd LEVEL === 3 Slots 000
QO Erupting Earth Wizard DEX 21 1A 120 ft/20 ft. Cube V,S,M Instantaneous EE 155 20 ft. Cube, V/ISIM
O Speak with Plants Staff of the Woodlands - 1A Self V.S 10 minutes PHB 277 3 Charges (10/10), D: 10m, V/S
=== 4th LEVEL === 3 Slots OO0
O Control Water <C> Wizard STR21 1A 300 ft. V,S,M  concentration, up o 10 minutes - PHB 227 D: 10m, V/S/IM
QO Fabricate Wizard - 10m 120 ft. V,S Instantaneous  PHB 239 VIS
QO Stone Shape Wizard - 1A Touch V,S,M Instantaneous PHB 278 VISIM
O Stoneskin <C> Ring of Earth Elemental Command -~ 1A Touch V,S,M  concenration, upro 1hour - PHB 278 3 Charges (5/5), D: 1h, V/S/IM
QO Stone Shape Ring of Earth Elemental Command  -- 1A Touch V,S,M Instantaneous PHB 278 2 Charges (5/5), VISIM
O Polymorph <C> Shapechanger WIS 21 1A 60 ft. V,S,M  concenuation, upto 1hour  PHB 266 1/SR, D: 1h, V/SIM
=== 5th LEVEL === 3 Slots OO0
QO Control Winds <C> Wizard STR21 1A 300 ft./100 ft. Cube  V/,S Concentration, upto Lhour  EE 152 D: 1h, 100 ft. Cube, VIS
O Transmute Rock Wizard DEX 21 1A 120 ft/40 ft. Cube V,S,M  Until dispelled EE 169 D: Until Dispelled, 40 ft. Cube, V/S/M
O Awaken Staff of the Woodlands - 8h Touch V,S,M Instantaneous PHB 216 5 Charges (10/10), V/ISIM
O Wall of Stone <C> Ring of Earth Elemental Command  -- 1A 120 ft. V,S,M  concenation.wpo0minwes - PHB 287 3 Charges (5/5), D: 10m, V/S/M
QO Telepathic Bond [R] Ritual Caster (Wizard) - 1a+10m 30 ft. V,S,M 1 hour PHB D: 1h, VISIM
=== 6th LEVEL === 2 Slots 0O
O Create Homunculus Wizard - 1h Touch V,S\M Instantaneous  XGtE 152  V/S/M
O Flesh to Stone <C> Wizard CON21 1A 60 ft. V,S,M  concenation, spro1minwe - PHB 243 D: 1m, V/S/M
O Investiture of Stone <C> Wizard DEX 21 1A Self V.S Concenuation, upto 10 minutes - EE 159 D: 10m, VIS
O Move Earth <C> Wizard - 1A 120 ft. V,S,M  concenuation, upro2howrs - PHB 263 D: 2h, VIS/M
R SPELLS N
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O Wwall of Thorns <C> Staff of the Woodlands DEX 21 1A 120 ft. V,S,M  concentration, upto 10 minutes - PHB 287 6 Charges (10/10), D: 10m, V/S/M
=== T7th LEVEL === 1 Slots O
O Reverse Gravity <C> Wizard DEX 21 1A 100 ft./50 ft. Cylinder \/,S,M  Concenuation, upto 1 minuie  PHB 272 D: 1m, 50 ft. Cylinder, V/S/M
=== 8th LEVEL === 1 Slots O
O Control Weather <C> Wizard - 10m Self/5 miles Sphere  V/,S,M  concentration, upto 8 hous  PHB 228 D: 8h, 5 miles Sphere, V/ISIM
O Dominate Monster <C> Ring of Earth Elemental Command WIS 17 1A 60 ft. V.S Concenuation, upto 1hour - PHB 235 2 Charges (5/5), Ext. D: (See Description)*, D: 1h, V/S
=== 9th LEVEL === 1 Slots O
O Invulnerability <C> Wizard - 1A Self V,S\M  concenvaion, wpo20minuees - XGtE 160  D: 10m, V/IS/M
O Mass Polymorph <C> Wizard wis21 1A 120 ft. V,S,M  concentration, upto 1hour - XGtE 160  D: 1h, V/S/M
O True Polymorph <C> Wizard wis21 1A 30 ft. V,S,M  concentration, pto 1hour  PHB 283 D: 1h, V/S/M
O Time Stop Wizard -- 1A Self \Y Instantaneous  PHB 283 V
O Wish Wizard - 1A Self \% Instantaneous  PHB 288 V
SPELLS
3\ P2
! /|




