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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 16, Spell Attack +8)
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 2, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| Bladesinging

* Training in War and Song *« SCAG

You gain proficiency with light armor, one type of
one-handed melee weapon of your choice, and the
Performance skill if you don’t already have it.

* Bladesong « SCAG

3 times per long rest, you can use a bonus action to
start a Bladesong, which lasts for 1 minute and grants
you the following benefits:

You gain a +5 bonus to your AC, your walking speed
increases by 10 ft., you have advantage on Acrobatics
checks, and you gain a +5 bonus to any CON saving
throw you make to maintain your concentration on a
spell.

It ends early if you are incapacitated, if you don
medium or heavy armor or a shield, or if you use two
hands to make an attack with a weapon. You can also
dismiss the Bladesong at any time you choose (no
action required).

| 3/Long Rest ¢ 1 Bonus Action
* Ability Score Improvement « PHB 115
=== ROGUE FEATURES ===
* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 129

Once per turn you can deal an extra 1d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage'’s type is the same
as the weapon'’s type.

You don’t need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn’t
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| Special
* Thieves’ Cant « PHB-2024 129
You know Thieves’ Cant and one other language of
your choice.

* Weapon Mastery « PHB-2024 129

=== VARIANT HUMAN SPECIES TRAITS ===

N
* Languages ¢ BR 31

You can speak, read, and write Common and one
extra language.

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

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

=== FEATS ===

* Fighting Initiate « TCoE 80
You learn one Fighting Style option of your choice from
the fighter class.

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

* Tough « PHB 170
Your HP maximum increases by 10.

* Dual Wielder « PHB 165

You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases
by 10. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

* Weapon Mastery « PHB-2024 129

| Longbow (Slow) «
Slow. If you hit a creature with a Longbow and deal

FEATURES & TRAITS
\\
Rapier, +1 1 2 1b. Lamp 1 1lb
Rapier, +1 1 2 lb. Ink Pen 1 --
Studded Leather 1 13 Ib. Ink 1 -
Quarterstaff 1 4 1b.
Spellbook 1 31b.
Backpack 1 51b.
Pouch 1 11b.
Pouch 1 11b.
Robe 1 4 1b.
WEIGHT CARRIED Traveler's Clothes 1 4 1b.
56 Ib. Arcane Focus 1 -
ENCUMBERED ail 10 10 1b.
165 Ib. Parchment 10 -
PUSH/DRAG/LIFT Tinderbox 1 11lb.
330 Ib. Book 1 5 Ib.
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damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Rapier (Vex) «
Vex. If you hit a creature with a Rapier and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Rapier): 1 Action
| Slow (Longbow): 1 Action

* Light Foot « OTTG 163
You gain the following benefits:

« While you aren’t wearing Heavy Armor, you gain a
+1 bonus to AC.

« When you take the Attack action, you can forgo
one of your attacks to move up to half your speed.

« Nonmagical difficult terrain costs you no extra
movement.

« You can move through a hostile creature’s space,
regardless of its size.

| Light Foot: Combat Movement: 1 Action
* Spellfire Initiate Ability Score Increase * FRHoF
| Increase two scores (+2/ +1) ¢

* Spellfire Spark « FRHoF 38
You gain the following benefits.

Magic Absorption. Once per turn, when you take
damage from a spell or magical effect, you reduce the
total damage taken by 1d4. You can't use this benefit if
you have the Incapacitated condition.

Spellfire Flame. You learn the Sacred Flame cantrip.

Int., Wis., or Cha. is your spellcasting ability for this
spell (choose when you select this feat). You can also
cast this cantrip as a Bonus Action up to 3 times per
Long Rest.

| Intelligence ¢
Int. is your spellcasting mod.

| Magical Absorption: Special
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=== CANTRIPS === (At Will)
O Blood Bolt Wizard +8 1A 90 ft. V,S Instantaneous  TCMP1 125 V/S
O Blade Ward Wizard -- 1A Self V,S Concenration, upto L minute - PHB-2024 247 D: 1m, V/S
O EyeBumn Wizard CON 16 1R 30 ft. V,S,M 1 round TCMP1 128 D: 1Rnd, V/IS/IM
O Minor lllusion Wizard - 1A 30 ft./5 ft. Cube S,M 1 minute PHB-2024298 D: 1m, 5 ft. Cube, S/IM
P Sacred Flame Spellfire Spark (Always Prepared) DEX 16 1A 60 ft. V,S Instantaneous  PHB-2024 313 V/S
P Sacred Flame Spellfire Spark (Always Prepared) DEX 16 1BA 60 ft. V.S Instantaneous ~ PHB-2024 313 1 Use (3/3), VIS

=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Wizard - iR Self S 1 round EE 150 D: 1Rnd, S
O Accelerate/Decelerate Wizard - iR 60 ft. V,S\M Instantaneous VSSPP VISIM
O False Life Wizard - 1A Self V,S\M Instantaneous = PHB-2024 271 V/S/M
O Shield Wizard - 1R Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Sleep Wizard WIS 16 1A 60 ft./5 ft. Sphere  V,S,M  Concentration, upto 1 minute - PHB-2024 317 D: 1m, 5 ft. Sphere, V/S/M
O Spelffire Flare Wizard +8 1A 60 ft. V.S Instantaneous  FRHoF 146 V/S
O Swallow Magic Wizard - 1R Self S Instantaneous  OTTG 191 S
O Witch Bolt Wizard +8 1A 60 ft. V,S,M  Concentration, upto 1 minute  PHB-2024 343 D: 1m, V/S/M
O Burning Hands Wizard DEX 16 1A Self/15 ft. Cone V,S Instantaneous ~ PHB-2024 248 15 ft. Cone, V/S

===2nd LEVEL === 3 Slots 000
O Flaming Sphere Wizard DEX 16 1A 60 ft./5 ft. Sphere V/,S,M  Concenvation,upto 1minie  PHB-2024 275 D: 1m, 5 ft. Sphere, V/S/IM
O Dragon's Breath Wizard DEX 16 1BA  Touch/15ft. Cone V,S,M Concentraion,upto1mnuie PHB-2024 266 D: 1m, 15 ft. Cone, V/S/M
O Hold Person Wizard WIS 16 1A 60 ft. V,S,M  concenation, upto 1minwte - PHB-2024 286 D: 1m, V/S/M
QO Invisibility Wizard - 1A Touch V,S,M  Concentration, upto 1 hour  PHB-2024 289 D: 1h, V/S/M
QO Shatter Wizard CON 16 1A 60 ft./10 ft. Sphere V,S,M  Instantaneous  PHB-2024316 10 ft. Sphere, V/S/M
O Web Wizard DEX 16 1A 60 ft./20 ft. Cube V,S,M  Concentiation upto 1hour  PHB-2024 340 D: 1h, 20 ft. Cube, V/S/M
O Spider Climb Wizard - 1A Touch V,S,M  concentration, upto 1 hour - PHB-2024 318  D: 1h, V/S/M
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