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Calligrapher's Supplies
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=== LANGUAGES ===
Common, Elvish, Gnomish

PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== SPECIAL ===
Arcane Recovery + 1 /Long Rest
Once per Long Rest, whenever you finish a Short

Rest, you can choose expended spell slots to recover.

The spell slots can have a combined level up to 1.

SENSES

ACTIONS )
4 N
13 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
13 DASSIVE INSIGHT Dagger +4 1d4+2 Piercing  simple, Finesse, Light, Thrown, Nick, Range (20/60)
Quarterstaff +1 1de-1 Bludgeoning  Simple, Versatile, Topple
15 pssemvesticamon Fire Bolt +5  1d10Fire VIS
Darkvision 60 ft. Ray of Frost +5 1d8 Cold V/S
Unarmed Strike +1 0 Bludgeoning

WEAPON ATTACKS & CANTRIPS y
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=== WIZARD FEATURES ===

* Core Wizard Traits « free-rules 165

* Spellcasting - free-rules 165

* Ritual Adept * free-rules 166

* Arcane Recovery - free-rules 166

When you finish a Short Rest, you can choose
expended spell slots to recover. The spell slots can
have a combined level equal to 1, but none of the
slots can be level 6 or higher.

You can use this feature once per Long Rest.

11 /Long Rest * Special

=== ELF SPECIES TRAITS ===

* Creature Type - free-rules 190
You are a Humanoid.

* Size - free-rules 190
You are Medium.

* Speed - free-rules 190
Your speed is 30 ft.

* Darkvision * free-rules 190
You have Darkvision with a range of 60 ft.

* Elven Lineage - free-rules 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

I High EIf Lineage *
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can
replace the cantrip at level 1 with a different cantrip

from the Wizard spell list.
* Elven Lineage Spells * free-rules 189
| High EIf - Intelligence *

* Fey Ancestry « free-rules 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses - free-rules 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance - free-rules 190

You don’t need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

* Languages * free-rules 37
Your character knows at least three languages:

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the
chosen spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence *
* Sage Ability Score Improvements « PHB-2024 183

| Increase two scores (+2/ +1) +

Common plus two languages you roll or choose from

the Standard Languages table. Knowledge of a

language means your character can communicate in

it, read it, and write it.

=== FEATS ===

* Magic Initiate (Wizard) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell (Ice Knife) from

the Wizard spell list. You always have that spell
prepared. You can cast it once without a spell slot,
and you regain the ability to cast it in that way when
you finish a Long Rest. You can also cast the spell
using any spell slots you have.

N

FEATURES & TRAITS
Dagger 1 11b. Ink Pen 1 --
Dagger 1 11b. Ink 1 -
Quarterstaff 1 4 Ib.
Quarterstaff 1 4 1b.
Parchment 8 -
Backpack 1 5 lb.
Calligrapher's Supplies 1 51b.
Robe 1 4 1b.
Robe 1 4 1b.
WEIGHT CARRIED Book 1 5.
50 Ib. Oil 10 10 Ib.
ENCUMBERED Parchment 10 -
120 Ib. Tinderbox 1 11b
PUSH/DRAG/LIFT Book 1 5b.
240 Ib. Lamp 1 11lb.

EQUIPMENT




— —
Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/. N\
// \\
PERSONALITY TRAITS
L~ .
[ ~"1]
IDEALS
L~ —~
[ ~"1
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N FLAWS Y
1 { 1 {
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




SPELLS

SPELL SAVE DC SPELL ATTACK
AB BONUS
—
li .‘\

=== CANTRIPS === (At Will)
O Ray of Frost Wizard +5 1A 60 ft. V,S Instantaneous freemiesst /S
O Fire Bolt Wizard +5 1A 120 ft. V,S Instantaneous freerues274  \//S
O Blade Ward Wizard - 1A Self V,S  Cowematonwo  preazazer D 1m, V/S
0 Mage Hand Magic Initiate (Wizard) - 1A 30 ft. V,S 1 minute freerues203  D: 1m, V/S
O Message Magic Initiate (Wizard) - 1A 120 ft. S,M 1 round freerues208  D: 1RNd, S/M
G Minor lllusion Elven Lineage Spells  -- 1A softstt.owe SM 1 minute  feewes2s D:1m, 5 ft. Cube, S/M

=== 1st LEVEL === 2 Slots OO
O Magic Missile Wizard -- 1A 120 ft. V,S Instantaneous feenies2os  V/S
Q Witch Bolt Wizard +5 1A 60 ft. V.S, (Joeematonwlo prsacasss  D: 1m, V/S/M
O Grease Wizard DEX 1A cotnotsqe VS, 1 minute freeries260 [ 1m, 10 ft. Square, V/S/M
C Burning Hands Wizard DEX 1A seiitsf.Cone  V,S Instantaneous teenies2zes 15 ft. Cone, V/S
C Mage Armor Wizard -- 1A Touch V,S, 8 hours feeries203  D: 8h, V/S/M
O Feather Fall Wizard -- 1R 60 ft. V,M 1 minute freendes271 : 1m, V/M
O Ice Knife Always Prepared pEx13/ A eoftstsphee G M Instantaneous PHe024267 1/l R, 5 ft. Sphere, S/IM

N




Wizard Spells - Level 0 (Cantrips)

Cantrips are spells that you can use without spending spell slots. You can just
keep using them as much as you like without worrying about running out...

Blade Ward

Abjuration Cantrip

Casting Time: 1 action Range: Self Components: V, S Duration: 1 Minute (C)

Whenever a creature makes an attack roll against you before the spell ends, the attacker
subtracts 1d4 from the attack roll.

Fire Bolt

Evocation Cantrip

Casting Time: 1 action Range: 120 feet Components: V, S Duration: Instantaneous

You hurl a mote of fire at a creature or an object within range. Make a ranged spell attack
against the target. On a hit, the target takes 1d10 Fire damage. A flammable object hit by this
spell starts burning if it isn’t being worn or carried.

The damage increases by 1d10 when you reach levels 5 (2d10), 11 (3d10), and 17 (4d10).

Mage Hand

Conjuration Cantrip

Casting Time: 1 action Range: 30 feet Components: V, S Duration: 1 Minute

A spectral, floating hand appears at a point you choose within range. The hand lasts for the
duration. The hand vanishes if it is ever more than 30 feet away from you or if you cast this
spell again. When you cast the spell, you can use the hand to manipulate an object, open an
unlocked door or container, stow or retrieve an item from an open container, or pour the
contents out of a vial. As a Magic action on your later turns, you can control the hand thus
again. As part of that action, you can move the hand up to 30 feet. The hand can’t attack,
activate magic items, or carry more than 10 pounds.



Message

Transmutation Cantrip

Casting Time: 1 Action Range: 120 feet Components: S, M Duration: 1 Round

You point toward a creature within range and whisper a message. The target (and only the
target) hears the message and can reply in a whisper that only you can hear.

You can cast this spell through solid objects if you are familiar with the target and know it is
beyond the barrier. Magical silence; 1 foot of stone, metal, or wood; or a thin sheet of lead
blocks the spell.

Minor lllusion
lllusion Cantrip

Casting Time: 1 Action Range: 30 feet Components: S, M Duration: 1 Minute

You create a sound or an image of an object within range that lasts for the duration. See the
descriptions below for the effects of each. The illusion ends if you cast this spell again.

If a creature takes a Study action to examine the sound or image, the creature can determine
that it is an illusion with a successful Intelligence (Investigation) check against your spell save
DC. If a creature discerns the illusion for what it is, the illusion becomes faint to the creature.

Sound. If you create a sound, its volume can range from a whisper to a scream. It can be your
voice, someone else’s voice, a lion’s roar, a beating of drums, or any other sound you choose.
The sound continues unabated throughout the duration, or you can make discrete sounds at
different times before the spell ends.

Image. If you create an image of an object—such as a chair, muddy footprints, or a small chest
—it must be no larger than a 5-foot Cube. The image can’t create sound, light, smell, or any
other sensory effect. Physical interaction with the image reveals it to be an illusion, since things
can pass through it.

Ray of Frost

Evocation Cantrip

Casting Time: 1 Action Range: 60 feet Components: V, S Duration: Instantaneous

A frigid beam of blue-white light streaks toward a creature within range. Make a ranged spell
attack against the target. On a hit, it takes 1d8 Cold damage, and its Speed is reduced by 10
feet until the start of your next turn.

The damage increases by 1d8 when you reach levels 5 (2d8), 11 (3d8), and 17 (4d8).



Wizard Spells - Level 1

Level one spells and above require that you burn spell slots cast them. As a first
level wizard you have two first level spell slots which means you can cast two
first level spells before running out. To get your spell slots back you will need to
take a long rest.

Burning Hands
Evocation Spell

Casting Time: 1 Action Range: Self Components: V, S Duration: Instantaneous

A thin sheet of flames shoots forth from you. Each creature in a 15-foot Cone makes a
Dexterity saving throw, taking 3d6 Fire damage on a failed save or half as much damage on a
successful one. Flammable objects in the Cone that aren’t being worn or carried start burning.

Using a Higher-Level Spell Slot: The damage increases by 1d6 for each spell slot level above
1.

Feather Fall

Transmutation Spell

Casting Time: 1 Reaction Range: 60 ft Components: V, M Duration: 1 Minute

Nonflammable grease covers the ground in a 10-foot square centered on a point within range
and turns it into Difficult Terrain for the duration. When the grease appears, each creature
standing in its area must succeed on a Dexterity saving throw or have the Prone condition. A
creature that enters the area or ends its turn there must also succeed on that save or fall Prone.

Grease
Conjuration Spell

Casting Time: 1 Action Range: 60 ft Components:V, S, M Duration: 1 Minute

Nonflammable grease covers the ground in a 10-foot square centered on a point within range
and turns it into Difficult Terrain for the duration. When the grease appears, each creature
standing in its area must succeed on a Dexterity saving throw or have the Prone condition. A
creature that enters the area or ends its turn there must also succeed on that save or fall Prone.



Ice Knife
Conjuration Spell

Casting Time: 1 Action Range: 60 ft Components: S, M Duration: Instantaneous

You create a shard of ice and fling it at one creature within range. Make a ranged spell attack
against the target. On a hit, the target takes 1d10 Piercing damage. Hit or miss, the shard then
explodes. The target and each creature within 5 feet of it must succeed on a Dexterity saving
throw or take 2d6 Cold damage.

Using a Higher-Level Spell Slot: The Cold damage increases by 1d6 for each spell slot level
above 1.

Mage Armor
Abjuration Spell

Casting Time: 1 Action Range: Touch Components:V, S, M Duration: 8 Hours

You touch a willing creature who isn’t wearing armor. Until the spell ends, the target’s base AC
becomes 13 plus its Dexterity modifier. The spell ends early if the target dons armor.

Magic Missile
Evocation Spell

Casting Time: 1 Action Range: 120 ft Components: V, S Duration: Instantaneous

You create three glowing darts of magical force. Each dart strikes a creature of your choice that
you can see within range. A dart deals 1d4 + 1 Force damage to its target. The darts all strike
simultaneously, and you can direct them to hit one creature or several.

Using a Higher-Level Spell Slot: The spell creates one more dart for each spell slot level
above 1.

Witch Bolt

Evocation Spell

Casting Time: 1 Action Range: 60 ft Components:V, S, M Duration: 1 Minute (C)

A beam of crackling energy lances toward a creature within range, forming a sustained arc of
lightning between you and the target. Make a ranged spell attack against it. On a hit, the target
takes 2d12 Lightning damage. On each of your subsequent turns, you can take a Bonus Action
to deal 1d12 Lightning damage to the target automatically, even if the first attack missed. The
spell ends if the target is ever outside the spell’s range or if it has Total Cover from you.

Using a Higher-Level Spell Slot: The initial damage increases by 1d12 for each spell slot level
above 1.
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* Elven Lineage Spells • free-rules 189 

   | High Elf - Intelligence •  

* Fey Ancestry • free-rules 190 
You have Advantage on saving throws you make to avoid or end the Charmed condition. 

* Keen Senses • free-rules 190 
You have proficiency in the Insight, Perception, or Survival skill. 

* Trance • free-rules 190 
You don’t need to sleep, and magic can’t put you to sleep. You can finish a Long Rest in 4 hours if you spend those hours in a trancelike meditation, during which you retain consciousness. 

* Languages • free-rules 37 
Your character knows at least three languages: Common plus two languages you roll or choose from the Standard Languages table. Knowledge of a language means your character can communicate in it, read it, and write it. 


=== FEATS === 

* Magic Initiate (Wizard) • free-rules 201 
Two Cantrips. You learn two cantrips of your choice from the Wizard spell list. Int., Wis., or Cha. is your spellcasting ability for this feat's spells. 

Level 1 Spell. Choose a level 1 spell (Ice Knife) from the Wizard spell list. You always have that spell prepared. You can cast it once without a spell slot, and you regain the ability to cast it in that way when you finish a Long Rest. You can also cast the spell using any spell slots you have.


