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ﬁ) +1_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+3  Dexterity
13 O +3 Constitution +3 13 36 S
© _+6_ Intelligence
® +4 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +2 Charisma / y, 6 , \
— Resistances - Cold successes O-O-0
DEXTERITY raiLures O=O=0
1 6 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +3  Acrobatics DEX \ N Sling
‘ O _*2_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +6 Arcana INT 7 Cobbler's Tools, Thieves' Tools
O +1  Athletics STR = —r === LANGUAGES ===
O _+2 Deception CHA ABILITY SAVE DC | Common, Common Sign Language
S==x F—
N —— ® _+6_ History INT
INTELLIGENCE .
O _+2 Insight wis (/ \
30 ft. (Walkin
18 O +2 Intimidation CHA ( 9)
® _*6  Investigation INT
O +2  Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & TRAINING
' wispom Y O =+ Perception wis , N\
QO _+2  Performance CHA === ACTIONS === combined level of 2, and none of the slots can be 6th
14 ) Standard Actions level or higher.
O _*2_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
O +4 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Cantrip Formulas
g Grapple, Shove, Improvise, Two-Weapon Fighting, You have scribed a set of arcane formulas in your
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and
® _*5  Stealth DEX Breath Weapon (White) » 1 / Short Rest consult those formulas in your spellbook, you can
U CHARISMA ) O +2 Surival wis As an action once per short rest, exhale in a 15 ft. replace one wizard cantrip you know with another
cone (CON DC 13, half damage on success) for 2d6 cantrip from the wizard spell list.
14 O Cold Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
- Portent » 2 / Long Rest
@] === SPECIAL === When you finish a long rest, roll two d20s and
Arcane Recovery * 1/ Long Rest record the numbers rolled. You can replace any attack
o —_— Once per day when you finish a short rest, you can  roll, saving throw, or ability check made by you or a
choose expended spell slots to recover - up to a creature that vou can see with one of these foretellina
\ SKILLS J ACTIONS )
7 N
12 PASSIVE PERCEPTION CrOSSbOW, nght +5 1d8+3 Piercing Simple, Ammunition, Loading, Range, Two-Handed, Slow, Range (80/320)
Fire Bolt +6 1d10 Fire VIS
12 PASSIVE INSIGHT
Unarmed Strike +3 2 Bludgeoning
16 PASSIVE INVESTIGATION
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== WIZARD FEATURES ===

* Additional Wizard Spells » TCoE 75

Your Wizard has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 113

| 2/ Long Rest « Special

* Cantrip Formulas « TCoE 76

You have scribed a set of arcane formulas in your
spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and consult
those formulas in your spellbook, you can replace one

| Breath Weapon (White): 1 / Short Rest » 1 Action
* Damage Resistance * BR 34
You have resistance to the damage type associated
with your draconic ancestry.

| White Dragon « BR 34

EQUIPMENT

* Proficiencies  PHB 113 wizard cantrip you know with another cantrip from the Cold Damage
wizard spell list.
* Spellcasting « PHB 114
You can cast prepared wizard spells using INT as your | Special
spellcasting modifier (Spell DC 14, Spell Attack +6)
and wizard spells in your spellbook as rituals if they * Ability Score Improvement « PHB 115
have the ritual tag. You can use an arcane focus as a
spellcasting focus.
=== DRAGONBORN SPECIES TRAITS ===
* Arcane Recovery « PHB 115
Once per day when you finish a short rest, you can * Ability Score Increase « BR
choose expended spell slots to recover - up to a Choose an ability score to increase by 2 and increase
combined level of 2, and none of the slots can be 6th another ability score by 1.
level or higher.
* Draconic Ancestry * BR 34
| 1/ Long Rest « Special You gain a breath weapon and damage resistance
with your chosen dragon type.
* Arcane Tradition « PHB 115
| White Dragon * BR 34
| School of Divination Cold
* Divination Savant « PHB 116 * Breath Weapon « BR 34
The gold and time you must spend to copy a divination Once per short rest as an action, exhale destructive
spell into your spellbook is halved. energy based on your Draconic Ancestry. Each
creature in the area must make a DC 13 saving throw
* Portent « PHB 116 (type determined by your ancestry), taking 2d6 ([6th]
When you finish a long rest, roll two d20s and record 3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half
the numbers rolled. You can replace any attack roll, damage on a successful one.
saving throw, or ability check made by you or a
creature that you can see with one of these foretelling | White Dragon « BR 34
rolls. You must choose to do so before the roll, and As an action once per short rest, exhale in a 15 ft.
you can replace a roll in this way only once per turn. cone (CON DC 13, half damage on success) for 2d6
Each roll can only be used once. Cold Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
FEATURES & TRAITS
Dagger 1 1lb. Waterskin 1 51b.
Crossbow, Light 1 51b. Book 1 51b.
Book 1 51b. Ink (1 ounce bottle) 1 --
Backpack 1 5 lb. Ink Pen 1 --
Backpack 1 5 lb. Parchment (one sheet) 10 --
Component Pouch 1 21b. Little Bag of Sand 1 --
Pick, Miner's 1 10 Ib. Small Knife 1 --
Robes 1 4 1b.
Spellbook 1 3lb.
Bedroll 1 7 Ib.
WEIGHT CARRIED
99 |b Mess Kit 1 1lb.
ENCUMBERED Rations (1 day) 10 20 Ib.
0 lb. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
0 lb. Torch 10 10 Ib.
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=== CANTRIPS === (At Will)
QO Fire Bolt Wizard +6 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Minor lllusion Wizard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Mage Hand Wizard - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, V/S
O Mind Sliver Wizard INT14 1A 60 ft. \% Instantaneous  TCoE 108 V
=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Wizard - iR Self S 1 round EE 150 D: 1Rnd, S
O Detect Magic [R] Wizard -- 1a+10m  Self/30 ft. Sphere V,S Concenaiion, uproominvtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Find Familiar [R] Wizard -- th+1om 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Mage Armor Wizard - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
QO Silvery Barbs Wizard -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Unseen Servant [R] Wizard -- 1a+10m 60 ft. V,S,M 1 hour PHB 284  D: 1h, V/SIM
O Identify [R] Wizard - im Touch V,S,M Instantaneous PHB 252  V/S/M
O Sleep Wizard - 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, VIS/IM
O Fog Cloud Wizard - 1A 120 t/20 ft. Sphere  V/,S Concentration, upto 1hour - PHB 243 D: 1h, 20 ft. Sphere, VIS
===2nd LEVEL === 3 Slots 00O
O Rope Trick Wizard - 1A Touch V,S,M 1 hour PHB 272  D: 1h, VISIM
O Web Wizard DEX 14 1A  60ft/20ft. Cube V,S,M Conceniatonwpioinow PHB 287  D: 1h, 20 ft. Cube, V/S/M
O Locate Object Wizard - 1A Self V,S,M  concenaion.wpoomnwes  PHB 256 D: 10m, V/S/M
O Levitate Wizard CON 14 1A 60 ft. V,S,M  concenraion.spoomnwes PHB 255 D: 10m, V/S/M
O Misty Step Wizard - 1BA  Self \ Instantaneous PHB 260 V
O Augury [R] Wizard - 11m  Self V,S,M Instantaneous PHB 215 V/S/M
O Magic Mouth [R] Wizard - 11m 30 ft. V,S,M Until dispelled PHB 257  D: Until Dispelled, V/S/M
O Detect Thoughts Wizard WIS 14 1A Self V,S,M  concenration, upto 1 minute - PHB 231 D: 1m, V/SIM
O Scorching Ray Wizard +6 1A 120 ft. V,S Instantaneous  PHB 273 VIS
QO Tasha's Mind Whip Wizard INT14 1A 90 ft. \Y 1 round TCoE 115 D: 1Rnd, V
O Suggestion Wizard wis 14 1A 30 ft. V.M Concentration, upto8 hows - PHB 279 D: 8h, VIM
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