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CLASS & LEVEL PLAYER NAME
Vedalken Izzet Engineer (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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O _+0_ Strength \ /7 \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+3  Dexterity
+0 O +2 Constitution +7 17 60 S
© _+8 Intelligence
® +6 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / y, " , \
9dé successes O=O=0O
DEXTERITY
N FAILURES
Advantage made to O=O=O
+ 3 maintain your N DEFENSES \ HIT DICE \ DEATH SAVES /
concentration on a spell
when you take damage
K SAVING THROWS ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] ﬂ) +3 Acrobatics DEX \ N Sling
+2 ! | O _*2_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +8 Arcana INT ~ Alchemist's Supplies, Mason's Tools
O +0  Athletics STR = —r === LANGUAGES ===
O _+0  Deception CHA ABILITY SAVE DC | Celestial, Common, Draconic, Vedalken
_g— _gu—
® _+8 History INT o
O _+2 Insight wis (/ N
30 ft. (Walkin
O +0 Intimidation CHA ( 9)
® _*8 Investigation INT
O +2  Medicine wis \ SPEED /
® +8 Nature INT ) PROFICIENCIES & LANGUAGES
O =+ Perception wis , N\
QO _+0  Performance CHA === ACTIONS === War Caster
+ 2 ) Standard Actions You can use your reaction to make an opportunity
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, attack to cast a spell that has a casting time of 1
® +8 Religion INT Help, Hide, Ready, Search, Use an Object, action and targets only that creature.
Q g Opportunity Attack, Grapple, Shove, Improvise,
> 3 O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object === SPECIAL ===
Arcane Recovery * 1/ Long Rest
O _#3  Stealth DEX === REACTIONS === Once per day when you finish a short rest, you can
U CHARISMA ) O +2 Surival wis Arcane Deflection _ _ choose expended spell slots to recover - up to a
When you are hit by an attack or you fail a saving combined level of 5, and none of the slots can be 6th
+O (@) throw, you can use your reaction to gain a +2 bonus to  level or higher.
- your AC against that attack or a +4 bonus to that
O saving throw. When you use this feature, you can’t Power Surge * 4 / Long Rest
o cast spells other than cantrips until the end of your You can store magical power surges within yourself
J— next turn. up to a maximum of 4. Whenever you finish a long
rest. vour number of power suraes resets to one.
\ SKILLS J ACTIONS )
r // \\
12 PASSIVE WISDOM (PERCEPTION) Fire Bolt +8 2d10 Fire VIS
12 Unarmed Strike +4 1 Bludgeoning
PASSIVE WISDOM (INSIGHT)
18 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N WEAPON ATTACKS & CANTRIPS y
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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 5, and none of the slots can be 6th
level or higher.

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

* Arcane Deflection « XGtE 59

When you are hit by an attack or you fail a saving
throw, you can use your reaction to gain a +2 bonus to
your AC against that attack or a +4 bonus to that
saving throw. When you use this feature, you can't
cast spells other than cantrips until the end of your
next turn.

| 1 Reaction
* Tactical Wit « XGtE 60
You gain a bonus to your initiative rolls equal to your
INT modifier (+4).

* Ability Score Improvement « PHB 115

* Power Surge ¢ XGtE 60

You can store magical power surges within yourself up
to a maximum of 4. Whenever you finish a long rest,
your number of power surges resets to one. Whenever
you successfully end a spell with dispel magic or
counterspell, you gain one power surge. If you end a
short rest with no power surges, you gain one power
surge.

Once per turn when you deal damage to a creature or
object with a wizard spell, you can spend one power
surge to deal an extra +4 force damage.

| 4 / Long Rest « Special

=== VEDALKEN RACIAL TRAITS ===
* Ability Score Increase « GGtR

* Vedalken Dispassion « GGtR
You have advantage on all Intelligence, Wisdom, and
Charisma saving throws.

* Tireless Precision « GGtR

You are proficient in one of the following skills: Arcana,
History, Investigation, Medicine, Performance, or
Sleight of Hand one tool of your choice. Whenever you
make an ability check with the chosen skill or tool, roll
a d4, and add the number rolled to the check’s total.

* Languages * GGtR

You can speak, read, and write Common, Vedalken,
and one other language of your choice.

* Partially Amphibious « GGtR

You can breathe underwater for up to 1 hour.

=== FEATS ===

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

* Keen Mind « PHB 167

Increase your INT score by 1. You always know which
way is north, the number of hours left before the next
sunrise or sunset, and can accurately recall anything
you have seen or heard within the past month.

N

FEATURES & TRAITS
Amulet of Proof against Detection and Location 1 - Rope, Hempen (50 feet) 1 10 Ib.
Bracers of Defense 1 -- Spellbook 1 31b.
Ring of Spell Storing (2 levels) 1 - Wand 1 11b.
Potion of Healing (Greater) 3 151b. Little Bag of Sand 1 --
Potion of Healing (Superior) 1 0.5 Ib. Small Knife 2 --
Potion of Healing (Superior) 10 51b. Pearl 1 --
wither and bloom scroll level 2 1 -
Dagger 1 11b.
Book 1 51b.
WEIGHT CARRIED Ink (1 ounce bottle) 2 --
73.92 Ib. Ink Pen 1 -
ENCUMBERED Parchment (one sheet) 10 --
165 Ib. Backpack 1 51b. Amulet of Proof against Detection and Location 1 -
PUSH/DRAG/LIFT Clothes, Common 1 31b. Bracers of Defense 1 -
330 Ib. Component Pouch 1 2 lb. Ring of Spell Storing (2 levels) 1 --

EQUIPMENT




Wand- made from the ore only found in Ravnica. Bigger diameter
towards the hand and gets smaller towards the tip. 12 inches in
length. intertwining metal similar to intertwining rope. colors
intermingling of red and blue and gold.

CHARACTER APPEARANCE
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Female 38 Medium 6'6" 175
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral none blue skin dark purple shaved head |
ALIGNMENT FAITH SKIN EYES HAIR
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=== Allies === /Ihave a hard time staying focused on ... oh, and my N
brain tends to jump from one ... did | mention focus?
Tetsu- kenku rogue
PERSONALITY TRAITS
L~ .
[ "]
Science. A rigorous application of
logical principles and protocols will
lead us toward progress more surely
IDEALS
L~ —~
[ "]

ALLIES & ORGANIZATIONS

-

~

-
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I'll never forget the laboratory where
I learned my skills, or the other
attendants who learned alongside

BONDS
L~

"
| tend to ignore sleep for days when
I’'m conducting research, often at the
expense of my own health and

\\ FLAWS //

N
~"1

iris's dads name: barkeep. ask for ale.
moms name: ?

CHARACTER BACKSTORY

factory 8257

Izzet Engineer
Draconic
Religion
Nature
Mason's Tools

Armed with an inventive intellect, a love of magical
technology, and an unquenchable energy, you are
an enthusiastic participant in the research work of
the Izzet League. Though you're likely to begin your
career as a mere attendant, you can aspire to
become a skilled mage or alchemist, a laboratory
supervisor, or even a flamethrower-wielding
scorchbringer tasked with defending 1zzet
laboratories. The Izzet are obsessive, brilliant,
inspired, and an unpredictable force of chaos in
Ravnica, and you epitomize all of those qualities.

Skill Proficiencies:€Arcana,€lnvestigation

Languages:€Chooseone of Draconic, Goblin, or
Vedalken

Tool Proficiencies:€Onetype of artisan’s tools

Equipment:€Anlzzet insignia, one set of artisan’s
tools, the charred and twisted remains of a failed
experiment, a hammer, a block and tackle, a set of
common clothes, and a belt pouch containing 5 gp
(Azorius 1-zino coins)

Feature: Urban Infrastructure

The popular conception of the 1zzet League is based
on mad inventions, dangerous experiments, and
explosive blasts. Much of that perception is accurate,
but the league is also involved with mundane tasks
of construction and architecture — primarily in
crafting the infrastructure that allows Ravnicans to
enjoy running water, levitating platforms, and other
magical and technological wonders.

You have a basic knowledge of the structure of
buildings, including the stuff behind the walls. You
can also find blueprints of a specific building in order
to learn the details of its construction. Such
blueprints might provide knowledge of entry points,
structural weaknesses, or secret spaces. Your
access to such information isn’t unlimited. If
obtaining or using the information gets you in trouble
with the law, the guild can’t shield you from the
repercussions.

1zzet Guild Spells

Prerequisite: Spellcasting or Pact Magic class
feature

For you, the spells on the Izzet Guild Spells table are
added to the spell list of your spellcasting class. (If
you are a multiclass character with multiple spell
lists, these spells are added to all of them.)

1zzet Guild Spells

Spell Level Spells

Cantrip produce flame,€shockinggrasp

1st chaos bolt,€createor destroy water,€unseen
servant

2nd heat metal,€ropetrick

3rd call lightning,€elementalweapon,€glyphof
warding

4th conjure minor elementals,€divination,€Otiluke’s
resilient sphere

5th animate objects,€conjureelemental

Your spells tend to be loud, flashy, or explosive,
even when the effect is unremarkable. For example,
when you open the portal of a€ropetrick€spell,the
portal might be outlined by harmless, showy
sparkles.

If you use an arcane focus, it probably takes the form
of an intricate device that could include metal
gauntlets, glass canisters, copper tubing, and leather

ADDITIONAL NOTES




Wizard

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
— —
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=== CANTRIPS === (At Will)
QO Fire Bolt Wizard +8 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Mage Hand Wizard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Minor lllusion Wizard - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
Q Prestidigitation Wizard - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
=== 1st LEVEL === 4 Slots OO00
O Detect Magic [R]<C> Wizard -- 1A Self/30 ft. Sphere  V,S Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Identify [R] Wizard - 11m Touch V,S,M Instantaneous PHB 252  V/SIM
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Chaos Bolt Wizard +8 1A 120 ft. V.S Instantaneous  XGtE 151  V/S
O Create or Destroy Water Wizard -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
O Unseen Servant [R] Wizard - 1a+10m 60 ft. V,S,M 1 hour PHB 284  D: 1h, VISIM
O Grease Wizard DEX 16 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/S/M
O Alarm [R] Wizard - 11m 30ft V,S,M 8 hours PHB 211  D: 8h, VISIM
===2nd LEVEL === 3 Slots 00O
O Blur<C> Wizard - 1A Self \ Concenuation, upto tminte - PHB 219 D: 1m, V
QO Invisibility <C> Wizard - 1A Touch V,S,M  concentration, upto 1hour  PHB 254 D: 1h, V/IS/IM
O Heat Metal <C> Wizard - 1A 60 ft. V,S,M  concenration, spro1minwee - PHB 250 D: 1m, V/S/M
O Maximilian's Earthen Grasp <C> Wizard STR16 1A 30 ft./5 ft. Square  V,S,M  Concentration, upto 1 minute  EE 161 D: 1m, 5 ft. Square, V/S/IM
O Misty Step Wizard - 1BA  Self \ Instantaneous PHB 260 V
O Rope Trick Wizard - 1A Touch V,S,M 1 hour PHB 272 D: 1h, VISIM
O Scorching Ray Wizard +8 1A 120 ft. V,S Instantaneous  PHB 273 VIS
O See Invisibility Wizard - 1A Self V,S\M 1 hour PHB 274  D: 1h, VISIM
O Spider Climb <C> Wizard - 1A Touch V,S,M  Concentration, upto 1hour  PHB 277 D: 1h, V/ISIM
O Wither and Bloom Wizard CON 16 1A 60 ft./10 ft. Sphere  V/,S,M  Instantaneous = SACoC 38 10 ft. Sphere, V/S/IM
=== 3rd LEVEL === 3 Slots OO0
O Fireball Wizard DEX 16 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous ~ PHB 241 20 ft. Sphere, V/SIM
O Glyph of Warding Wizard DEX 16 1h Touch V,S,M  Unil dispelled or tiggered  PHB 245 Special: Spell Glyph (See Description)*, D: Until Dispelled or Triggered, V/SIM
O Dispel Magic Wizard - 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, V/S
QO Counterspell Wizard - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
QO Call Lightning <C> Wizard DEX 16 1A 120 ft/60 ft. Cylinder V/,S Concentration, up o 10minues - PHB 220 D: 10m, 60 ft. Cylinder, V/S
O Leomund’s Tiny Hut [R] Wizard - 11m  Self/10 ft. Sphere V,S,M 8 hours PHB 255 D: 8h, 10 ft. Sphere, V/S/IM
O Fly<C> Wizard -- 1A Touch V,S,M  concentration, up o 10 minutes - PHB 243 D: 10m, V/ISIM
O Haste <C> Wizard -- 1A 30 ft. V,S,M  concentration, pto 1 minute - PHB 250 D: 1m, V/SIM
QO Lightning Bolt Wizard DEX 16 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 100 ft. Line, V/IS/IM
O Tongues Wizard - 1A Touch V.M 1 hour PHB 283 D: 1h, VIM
O Slow<C> Wizard WIS 16 1A 120 ft./40 ft. Cube V,S,M  cConcenvation.wpo1minwe - PHB 277 D: 1m, 40 ft. Cube, V/S/M
=== 4th LEVEL === 3 Slots OO0
QO Conjure Minor Elementals <C> Wizard -- im 90 ft. V.S Concenuation, upto 1hour - PHB 226 Creatures: (See Description)*, D: 1h, V/S
O Divination [R] Wizard -- 1a+10m  Self V,S,M Instantaneous PHB 234  V/SIM
QO Otiluke’s Resilient Sphere <C> Wizard DEX 16 1A 30 ft. V,S,M  concenvation, spro1minwe - PHB 264 D: 1m, V/S/M
O Polymorph <C> Wizard WIS 16 1A 60 ft. V,S,M  concentration, upto 1hour  PHB 266 D: 1h, VISIM
O Wall of Fire <C> Wizard DEX 16 1A 120 ft. V,S,M  concentration, spro1mnwe - PHB 285 D: 1m, V/S/M
O Blight Wizard CON 16 1A 30 ft. V.S Instantaneous  PHB 219  V/S
R SPELLS N
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
S —
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O Dimension Door Wizard - 1A 500 ft. \Y Instantaneous PHB 233 V
=== 5th LEVEL === 1 Slots O
O Animate Objects <C> Wizard - 1A 120 ft. V,S Concentration, upto L minwe  PHB 213 D: 1m, VIS
O Conjure Elemental <C> Wizard -- im 90 ft. V,S,M  concenration, upro 1hour  PHB 225 Special: (See Description)*, D: 1h, V/S/M
O Bigby's Hand <C> Wizard - 1A 120 ft. V,S,M  concenuation, upto tminie - PHB 218 D: 1m, V/SIM
QO Teleportation Circle Wizard - im 10 ft. V.M 1 round PHB 282 D: 1Rnd, V/IM
O Synaptic Static Wizard INT16 1A 120 ft./20 ft. Sphere  V,S Instantaneous  XGtE 167 20 ft. Sphere, V/S
SPELLS
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