D&D
1B ENOINID)

STRENGTH ‘

8

DEXTERITY

14
O}
——

CONSTITUTION

CHARISMA

8

L)

CHARACTER NAME

\

_-1_ Strength
_+2  Dexterity
_+3 Constitution
Intelligence
_+3  Wisdom

-1 Charisma

SAVING THROWS

y
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O _+2 Acrobatics DEX
O _*0_ Animal Handling wis
® +7 Arcana INT

-1 Athletics STR

-1 Deception CHA

+7_ History INT

+0  Insight wis

-1 Intimidation CHA

_*7_ Investigation INT
_*0_ Medicine wis
Nature INT
_*0  Perception WIS
Performance CHA

-1 Persuasion CHA

+4  Religion INT

+2  Sleight of Hand DEX
+2_ Stealth DEX

+0  Survival wis
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30 ft. (Walking)
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=== WEAPONS ===
Simple Weapons

=== TOOLS ===
Calligrapher's Supplies

=== LANGUAGES ===
Common, Draconic, Elvish

PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,

Interact with an Object, Study, Influence

=== SPECIAL ===
Arcane Recovery » 1/ Long Rest

Arcane Ward « 1/ Long Rest

When you cast an Abjuration spell with a spell slot,
you can simultaneously use a strand of the spell’s
magic to create a magical ward on yourself that lasts
until you finish a Long Rest.

As a Bonus Action, you can expend a spell slot and

the ward regains HP equal to twice the level of the
spell slot expended.

When you finish a Short Rest, you can recover

expended spell slots. The spell slots can have a
combined level equal to no more than 3, and none of

the slots can be level 6 or higher.

Arcane Ward: Hit Points « 14 / Long Rest
When you cast an Abjuration spell with a spell slot,

you can create a magical ward that lasts until you
finish a Long Rest. The ward has +14 HP.

You can use this feature once per Long Rest.

Whenever vou take damaae. the ward takes damaae

ACTIONS

74

10 PASSIVE PERCEPTION Dagger +5 1d4+2 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
10 DASSIVE INSIGHT Fire Bolt +7 2d10 Fire VIS
Ray of Frost +7 2d8 Cold VIS
17 PASSIVEINVESTIGATION chill Touch +7 2d10 Necrotic VIS
Darkvision 60 ft. Unarmed Strike +2 0 Bludgeoning
SENSES WEAPON ATTACKS & CANTRIPS /
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=== WIZARD FEATURES ===

* Core Wizard Traits « PHB-2024 165
* Spellcasting  PHB-2024 165
* Ritual Adept « PHB-2024 166

* Arcane Recovery » PHB-2024 166

When you finish a Short Rest, you can recover
expended spell slots. The spell slots can have a
combined level equal to no more than 3, and none of
the slots can be level 6 or higher.

You can use this feature once per Long Rest.
| 1/ Long Rest « Special

* Scholar « PHB-2024 166
You can choose one of the skills in which you're
proficient and gain Expertise in it.

* Wizard Subclass « PHB-2024 167
| Abjurer

* Abjuration Savant « PHB-2024 172

Choose two Abjuration spells, each of which must not
be higher than level 2, and add them to your spellbook
for free.

Whenever you gain access to a new level of spell slots
in this class, you can add one Wizard spell from the
Abjuration school to your spellbook for free.

* Arcane Ward « PHB-2024 172

When you cast an Abjuration spell with a spell slot, you
can create a magical ward that lasts until you finish a
Long Rest. The ward has +14 HP.

Whenever you take damage, the ward takes damage

instead, applying any Resistances or Vulnerabilities
you have before reducing the ward’s HP. If the
damage reduces the ward to 0 HP, you take any
remaining damage. While the ward has 0 HP, it can’t
absorb damage, but its magic remains.

Whenever you cast an Abjuration spell with a spell
slot, the ward regains a number of HP equal to twice
the level of the spell slot. Alternatively, as a Bonus
Action, you can expend a spell slot, and the ward
regains HP equal to twice the level of the spell slot
expended.

Once you create the ward, you can't create it again
until you finish a Long Rest.

| Arcane Ward: Hit Points: 14 / Long Rest « Special

| 1/ Long Rest ¢ Special
* Ability Score Improvement « PHB-2024 167
* Memorize Spell « PHB-2024 167
Whenever you finish a Short Rest, you can study your
spellbook and replace one of the level 1+ Wizard
spells with another level 1+ spell.

=== TIEFLING SPECIES TRAITS ===

* Creature Type « PHB-2024 197
You are a Humanoid.

* Size « PHB-2024
You are Medium or Small, chosen when you select this
species.

* Speed « PHB-2024 197
You have a Speed of 30 ft.

* Darkvision « PHB-2024 197

You have Darkvision with a range of 60 ft.

* Fiendish Legacy « PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
You gain the level 1 benefit of that legacy.

| Cthonic Legacy ¢
You have resistance to Necrotic damage and you gain
the spells outlined in the Fiendish Legacies table.

* Fiendish Legacy Spells « PHB-2024 197
| Intelligence ¢
* Otherworldly Presence « PHB-2024 197

| Intelligence
You know the Thaumaturgy cantrip. When you cast it
with this trait, the spell uses Intelligence.

=== FEATS ===

* Fey Touched » PHB-2024 204
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Fey Magic. Choose one level 1 spell from the
Divination or Enchantment school of magic. You
always have that spell and the Misty Step spell
prepared. Once per Long Rest, you can cast each of
these spells without expending a spell slot. 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.

| Intelligence
* Magic Initiate (Wizard) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your

N

FEATURES & TRAITS
Dagger 1 11b. Ink Pen 1 -
Dagger 1 11b. Ink 1 .
Quarterstaff 1 41b.
Spellbook 1 3 1b.
Parchment 8 -
Backpack 1 51p.
Calligrapher's Supplies 1 5 lb.
Robe 1 4 1b.
Robe 1 4 1b.
WEIGHT CARRIED Book 1 51b.
49 lb. oil 10 101b.
ENCUMBERED Parchment 10 -
120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Book 1 5 Ib.
240 Ib. Lamp 1 11lb.
EQUIPMENT )
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spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence
* Sage Ability Score Improvements « PHB-2024 183

| Increase two scores (+2/ +1) ¢

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Blade Ward Wizard -- 1A Self V,S Concenration, up to L minute - PHB-2024 247 D: 1m, V/S
QO Fire Bolt Wizard +7 1A 120 ft. V,S Instantaneous  PHB-2024 274 \//S
O Light Wizard - 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM
O Ray of Frost Wizard +7 1A 60 ft. V,S Instantaneous  PHB-2024 311 V/S
O Message Magic Initiate (Wizard) -- 1A 120 ft. SM 1 round PHB-2024 298 D: 1Rnd, S/M
QO Toll the Dead Magic Initiate (Wizard) WIS 15 1A 60 ft. V.S Instantaneous ~ PHB-2024 334 V/S
QO Chill Touch Fiendish Legacy Spells +7 1A Touch V.S Instantaneous ~ PHB-2024 249 V/S
O Thaumaturgy Otherworldly Presence -- 1A 30 ft. \Y 1 minute PHB-2024 333 D: 1m, V

=== 1st LEVEL === 4 Slots OO0O0
O Witch Bolt Wizard +7 1A 60 ft. V,S,M  concenation, upto 1minwte - PHB-2024 343 D: 1m, V/S/M
O Shield Wizard - 1R Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O False Life Wizard - 1A Self V,S\M Instantaneous  PHB-2024271 V/S/M
O Chromatic Orb Wizard +7 1A 90 ft. V,S,M Instantaneous  PHB-2024249 V/S/M
P Hex Fey Touched (Always Prepared) -- 1BA 90 ft. V,S,M  Concentration, upto 1 hour - PHB-2024 285 1/LR, D: 1h, V/S/IM
O Witch Bolt Magic Initiate (Wizard) +7 1A 60 ft. V,S,M  concentiation, upto 1 minwe - PHB-2024 343 1/LR, D: 1m, V/S/M
O False Life Fiendish Legacy Spells - 1A Self V,S,M Instantaneous  PHB-2024271 1/LR, V/IS/M
O False Life Fiendish Legacy Spells - 1A Self V,S,M Instantaneous  PHB-2024271 V/S/M
QO Shield Abjuration Savant - 1R Self V,S 1 round PHB-2024 316 D: 1Rnd, V/S

===2nd LEVEL === 3 Slots 000
O Snilloc's Snowball Swarm Wizard DEX 15 1A 90 ft./5 ft. Sphere  V,S,M Instantaneous EE 165 5 ft. Sphere, V/ISIM
QO Shatter Wizard CON15 1A 60 ft./10 ft. Sphere V/,S,M  Instantaneous  PHB-2024316 10 ft. Sphere, V/S/M
O Misty Step Fey Touched - 1BA  Self \Y Instantaneous ~ PHB-2024299 1/LR,V
P Misty Step Fey Touched (Always Prepared) -- 1BA  Self \% Instantaneous ~ PHB-2024299 'V
O Ray of Enfeeblement Fiendish Legacy Spells CON 15 1A 60 ft. V,S Concentration, up to L minute PHB-2024 311 1/LR, D: 1m, V/S
O Ray of Enfeeblement Fiendish Legacy Spells CON15 1A 60 ft. V,S Concentation, upto 1 minute  PHB-2024 311 D: 1m, V/S
O Arcane Vigor Abjuration Savant - 1BA  Self V,S Instantaneous ~ PHB-2024 242 /S

=== 3rd LEVEL === 2 Slots OO
QO Vampiric Touch Wizard +7 1A Self V,S Concentration, up to L minute  PHB-2024 337 D: 1m, V/S
O Melf's Minute Meteors Wizard DEX 15 1A Self V,S,M  concentration, upto 10 minutes  EE 161 D: 10m, V/IS/IM
O Leomund's Tiny Hut [R] Wizard -- 11m  Self/10 ft. Sphere V,S,M 8 hours PHB-2024 2901 D: 8h, 10 ft. Sphere, V/S/M
O Remove Curse Wizard - 1A Touch V,S Instantaneous  PHB-2024 312 V/S
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