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H CLASS & LEVEL PLAYER NAME
Nigel Forsyth
Variant Human Sage (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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ﬁ) -1 Strength \ / \
D e ‘ O +0 Dexterit ARMOR Max HP Current HP Temp HP |
STRENGTH _+0 Dexterity
9 O _+2_ Constitution +0 10 2 O —_—
© _+5_ Intelligence
© _+4 Wisdom INITIATIVE A \§ HIT POINTS J
O -1 Charisma y / p , <
3d6 successes O=O=0O
DEXTERITY FAILURES O=O=O
1 0 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === WEAPONS ===
y \ =N Cr_ossbow, Light, Dagger, Dart, Quarterstaff,
O _+0_ Acrobatics DEX \ N Sling
‘ O _*2_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +5 Arcana INT 7 Jeweler's Tools
O -1 Athletics STR = —r === LANGUAGES ===
O -1 Deception CHA ABILITY SAVE DC | Common, Dwarvish, Elvish, Sylvan
_g— _gu—
— ® _+5  History INT o
INTELLIGENCE N
® _+4  Insight wis (/ \
30 ft. (Walkin
16 O -1 Intimidation CHA ( 9)
® _*5  Investigation INT
’@ O _+2 Medicine wis \ SPEED /
O +3 Nature INT y PROFICIENCIES & TRAINING
I wispom ® _+4  Perception WIS , N\
O -1 Performance CHA === ACTIONS === spellbook equals 2 minutes per spell level if you use
15 ) Standard Actions the quill for the transcription.
O _-L_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, - You can erase anything you write with the quill if you
L Hide, Ready, Search, Utilize, Opportunity Attack, wave the feather over the text as a bonus action,
O _+3  Religion INT : —_— - S
Grapple, Shove, Improvise, Two-Weapon Fighting, provided the text is within 5 feet of you.
O _*0_ Sleight of Hand DEX Interact with an Object, Study, Influence This quill disappears if you create another one or if
you die.
QO _+0  Stealth DEX === BONUS ACTIONS ===
\ CHARISMA ) 2 . Wizardly Quill === SPECIAL ===
O 2 Survival wis As a bonus action, you can magically create a Tiny  Arcane Recovery « 1/ Long Rest
9 O quill in your free hand. The magic quill has the Once per day when you finish a short rest, you can
- following properties: choose expended spell slots to recover - up to a
O - The quill doesn’t require ink. When you write with it, it combined level of 2, and none of the slots can be 6th
produces ink in a color of your choice on the writing evel or higher.
o d ink i lor of hoi h iti level or high
R surface.
- The time vou must spend to copy a spell into your Awakened Spellbook: Replace Damaae
\ SKILLS / \ ACTIONS )
7 N
14 PASSIVE PERCEPTION Dagger +2 1d4 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 Magic Stone +5 1d6+3 Bludgeoning  D: 1m, V/S
PASSIVE INSIGHT
Unarmed Strike +1 0 Bludgeoning
15 PASSIVE INVESTIGATION
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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
* 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 2, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| Order of Scribes

* Wizardly Quill « TCoE 77

As a bonus action, you can magically create a Tiny
quill in your free hand. The magic quill has the
following properties:

- The quill doesn’t require ink. When you write with it, it
produces ink in a color of your choice on the writing
surface.

- The time you must spend to copy a spell into your
spellbook equals 2 minutes per spell level if you use
the quill for the transcription.

- You can erase anything you write with the quill if you
wave the feather over the text as a bonus action,

provided the text is within 5 feet of you.
This quill disappears if you create another one or if you
die.

| 1 Bonus Action

* Awakened Spellbook ¢« TCoE 77

While you are holding your Awakened Spellbook, it
grants you the following benefits:

- You can use the book as a spellcasting focus for your
wizard spells.

- When you cast a wizard spell with a spell slot, you
can temporarily replace its damage type with a type
that appears in another spell in your spellbook.

- When you cast a wizard spell as a ritual, you can use
the spell’'s normal casting time. You regain use of this
feature when you finish a long rest.

| Awakened Spellbook: Replace Damage: Special

| Awakened Spellbook: Ritual Spells: 1/ 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
wizard cantrip you know with another cantrip from the
wizard spell list.

| Special

=== VARIANT HUMAN SPECIES 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.

=== FEATS ===

* Artificer Initiate « TCoE 79

You've learned a cantrip and 1st level spell from the
Artificer spell list, as well as proficiency with an artisan
tool, that you can use as a spellcasting focus for spells
that use INT as the spellcasting ability.

N

EQUIPMENT

FEATURES & TRAITS
Dagger 1 11b. Small Knife 1 --
Polished stones. 20 1.51b. Ink (1 ounce bottle) 1 -
Backpack 1 51b. Spellbook 1 31b.
Bedroll 1 7 Ib. Rations (1 day) 9 18 Ib.
Case, Map or Scroll 1 1lb.
Case, Map or Scroll 1 1lb.
Pouch 1 11b.
Rope, Hempen (50 feet) 1 10 Ib.
Sack 1 0.5 Ib.
WEIGHT CARRIED Waterskin 1 51b.
62.4 |b. Clothes, Common 1 31b.
ENCUMBERED Mess Kit 1 1lb.
135 Ib. Paper (one sheet) 10 -
PUSH/DRAG/LIFT Tinderbox 1 11lb.
270 Ib. Jeweler's Tools 1 2 lb.
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M 25 Medium 5'9™ 130
GENDER AGE HEIGHT WEIGHT
Lawful Neutral Pale Blue Sandy Blond
ALIGNMENT FAITH EYES HAIR
— —
L \ L \
/
7. \
I’'m used to helping out those who
aren’t as smart as | am, and |
patiently explain anything and
everything to others.
PERSONALITY TRAITS
L~ .
[ "]
Knowledge. The path to power and self-improvement is
through knowledge. (Neutral)
Logic. Emotions must not cloud our logical thinking.
(Lawful)
IDEALS
L~ —~
[ "]
| work to preserve a library, university,
scriptorium, or monastery.
My life’s work is a series of tomes related to a
specific field of lore.
BONDS
L~ ]
[N ~~"]
| can’t keep a secret to save my life, or
anyone else’s.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
A\ (f A\ T

Nigel grew up in (insert agricultural area), a small
farming community located near (insert well
renowned library or wizard College or monastery).
His father tended the orchards, and his mother
was a housekeeper. They lived in a small
parsonage on the property edge. Nigel was a
sickly boy. Always suffering from one maladity or
another. This served him better than one would
expect. Not only did it strengthen his constitution
thru the constant exposure to various illnesses,
but it also gave him time to read and study.

During those times when Nigel wasn't afflicted by
some random bug, he would play in the orchards
and surrounding farmlands. His favorite pastime
was to collect the polished and smoothed stones
from a nearby creekbed. His second favorite game
was to throw those rocks at rotting fruit and any
pests that were eating the harvest. To this day,
Nigel loves to polish and smooth stones. He keeps
a pouch full on his person at all times.

As he grew older Nigel would often climb to a
perch next to an open window at the (library,
college, monastery) where he could listen to the
resident (teachers, wizards, clerics) give lectures
and debate intellectual matters. In spite of being
repeatedly scolded and beaten by the grounds
keepers, he would find new and better ways to
eavesdrop on the inner goings on. A quest for
knowledge had been ignited in him that wouldn't
be denied.

Sometime during Nigel's tween years, he was
caught sneaking back a book he had€stolen. The
book was in rough shape due to an accidental
dunk in the creek. During a tear filled disciplinary
discussion, he revealed he couldn't read the book
and only took it because he wanted to see what
was inside. Out of respect for the years of service
Nigels parents had provided, the (head wizard,
monks, patron)€decided as a punishment and as
reparation for the damaged tome, Nigel would
serve as page. His duties included keeping the
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=== CANTRIPS === (At Will)
O Blade Ward Wizard -- 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S, Arceri
O Light Wizard DEX 13 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, V/M, lllumine
O Mold Earth Wizard - 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Magic Stone Artificer Initiate +5 1BA  Touch V,S 1 minute EE 160 D: 1m, VIS
=== 1st LEVEL === 4 Slots OO00
O Find Familiar [R] Wizard - th+1om 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Expeditious Retreat Wizard -- 1BA  Self V.S Concenraiion, upto ominvtes - PHB 238 D: 10m, V/S, Exfugi
O Shield Wizard -- 1R Self V.S 1 round PHB 275 D: 1Rnd, V/S, clipeo
O Chromatic Orb Wizard +5 1A 90 ft. V,S\M Instantaneous PHB 221  V/S/M, CHROMATICON ORBIS INCENDI!
O Witch Bolt Wizard +5 1A 30 ft. V,S,M  concentration, upro1minwe - PHB 289 D: 1m, V/S/M, Abhorent
O Absorb Elements Wizard - 1R Self S 1 round EE 150 D: 1Rnd, S
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256  D: 8h, V/SIM
O Identify [R] Wizard - 11m  Touch V,S,M Instantaneous PHB 252  V/S/M
O silent Image Wizard - 1A 60 ft./15 ft. Cube V,S,M  concenvaion.woromnwes PHB 276 ~ D: 10m, 15 ft. Cube, V/S/IM
O Catapult Artificer Initiate DEX 13 1A 60 ft. S Instantaneous  EE 150 1R, S
===2nd LEVEL === 2 Slots 0O
O Earthbind Wizard STR13 1A 300 ft. \ Concentation, upto Lminute - EE 154 D:1m, V
O Rime's Binding Ice Wizard CON 13 1A Self/30 ft. Cone S,M Instantaneous  FToD 21 30 ft. Cone, SIM
R SPELLS N
! /|




