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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 13, Spell Attack +5)
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 1, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special

=== GITHZERAI SPECIES TRAITS ===

* Ability Score Increases * MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM
You are a Humanoid.

You are Medium.

* Speed « MotM
Your walking speed is 30 ft.

* Githzerai Psionics *« MotM 19

You learn mage hand and the hand is invisible when
you cast it using this trait. At 3rd level you can cast
shield, and at 5th level you can cast detect thoughts,
without requiring material components. Once you cast
either spell, you can’t cast that spell again until you
finish a long rest. You can also cast these spells using
any spell slots you have of the appropriate level.

Your spellcasting modifier is either Intelligence,
Wisdom, or Charisma (choose when you select this
race).

| Intelligence
Intelligence is your spellcasting ability for these spells
when you cast them with this trait.

* Mental Discipline « MotM 19

You have advantage on saving throws you make to
avoid or end the charmed and frightened conditions on
yourself.

* Psychic Resilience « MotM 19
You have resistance to psychic damage.

N

* Size « MotM
FEATURES & TRAITS
Dagger 1 11b.
Crystal 1 1lb.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Tinderbox 1 11b.
Torch 10 10 Ib.
Rations (1 day) 10 20 Ib.
Waterskin 1 51b.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
72 Ib. Spellbook 1 3lb.
ENCUMBERED Crowbar 1 51b.
150 Ib. Clothes, Common 1 3 lb.

PUSH/DRAG/LIFT

300 Ib.
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The Goldheart family was a family of powerful
nobles but in the search for more power Adrans
father Agros raised Adran to be a assassin/spy his
goal to gain information on and eliminate political
rivals of Agros. for years Adran trained in the arts
of wizardry honing his craft to serve his father
proadly but just before he was ready Agros plans
became known to the public. his father was
executed his assets seized and the Goldheart
name tarnished. Adran wondered the world
aimlessly. his father instilled the belief that his only
purpose was to be his spy so what was he
supposed to do now. after about a year of
aimlessness Adran came across the Myth and
Marrow Guild. he started taking up there quests
god knows he could use the money, but the guild
provides something far more important than
money. The guild provides Adran with a purpose
and deep down through these quest Adran is on a
search a search for he he truly is.
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=== CANTRIPS === (At Will)
O Minor lllusion Wizard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Toll the Dead Wizard WIS 13 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
O Mind Sliver Wizard INT 13 1A 60 ft. \% Instantaneous  TCoE 108 V
O Mage Hand Githzerai Psionics - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
=== 1st LEVEL === 2 Slots OO
O Disguise Self Wizard - 1A Self V.S 1 hour PHB 233 D:1h, VIS
O Sleep Wizard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/ISIM
O Fog Cloud Wizard -- 1A 120 ft./20 ft. Sphere  V/,S Concentration, up to 1 hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Ice Knife Wizard DEX13/+45 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, S/IM
O Absorb Elements Wizard - iR Self S 1 round EE 150 D: 1Rnd, S
O Alarm [R] Wizard -- 11m 30ft. V,S,M 8 hours PHB 211  D:8h, V/ISIM
O Expeditious Retreat Wizard -- 1BA  Self V.S Concenration, upto 0minutes - PHB 238 D: 10m, V/S
O Feather Fall Wizard - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Jump Wizard - 1A Touch V,S,M 1 minute PHB 254  D:1m, VISIM
O Unseen Servant [R] Wizard - 1a+10m 60 ft. V,S,M 1 hour PHB 284  D: 1h, VISIM
R SPELLS N
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