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Strength \

_+2  Dexterity
_+1  Constitution
Intelligence
_+4  Wisdom

+0  Charisma

Advantage Made to avoid or end
the Charmed condition

L SKILLS ),

N
Acrobatics DEX \

O +2

O _*2_ Animal Handling wis
® +5 Arcana INT

O -1 Athletics STR
O _+0  Deception CHA
® _+5  History INT

® _+4 Insight wis

O +0 Intimidation CHA
O _+3  Investigation INT
O +2  Medicine wis

O _+3  Nature INT

® _+4  Perception WIS
QO _+0  Performance CHA
QO _+0_ Persuasion CHA
O _+3  Religion INT

QO _*2_ Sleight of Hand DEX
® _+4 Stealth DEX

QO _*2_ Survival wis
o__

o__
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30 ft. (Walking)

Q SPEED

/4

Celestial, Common, Common Sign
Language, Elvish, Sylvan
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Wizard 2 fyrk
CLASS & LEVEL PLAYER NAME
EIf Sage (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+2 12 12 -
INITIATIVE CLASS \ HIT POINTS J
// /7 2d6 / \
Immunities - Magical Sleep successes OO0
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS j === LANGUAGES ===

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 day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 1, and none of the slots can be 6th

level or higher.

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

properties:

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

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

74

ACTIONS
r // \\
14 PASSIVE PERCEPTION Unarmed Strike +1 0 Bludgeoning
14 PASSIVE INSIGHT
13 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES g WEAPON ATTACKS & CANTRIPS y
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CLASS & LEVEL PLAYER NAME
Elf Sage (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
P — —
7 N

=== 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 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 1, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special

* 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, an
write it.

* Ability Score Increases ¢ free-rules

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one scores by 2 and a different score by 1.

* Arcane Tradition
| Order of Scribes

Using specially prepared inks and ancient incantations
passed down by your wizardly order, you have
awakened an arcane sentience within your spellbook.

While you are holding the book, 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, which
magically alters the spell's formula for this casting only.
The latter spell must be of the same level as the spell
slot you expend.

* When you cast a wizard spell as a ritual, you can use
the spell's normal casting time, rather than adding 10
minutes to it. Once you use this benefit, you can't do so
again until you finish a long rest.

If necessary, you can replace the book over the course
of a short rest by using your Wizardly Quill to write
arcane sigils in a blank book or a magic spellbook to
which you're attuned. At the end of the rest, your
spellbook's consciousness is summoned into the new
book, which the consciousness transforms into your
spellbook, along with all its spells. If the previous book
still existed somewhere, all the spells vanish from its
pages.

=== 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.

| 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 e 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

FEATURES & TRAITS

Quarterstaff 1 4 1b.

Crystal 1 1lb.
Ink (1 ounce bottle) 1 -

Backpack 1 5 lb.

Clothes, Common 1 31b.

Spellbook 1 3lb.
Small Knife 1 -

Book 1 51b
Ink (1 ounce bottle) 1 -
WEIGHT CARRIED Ink Pen L -
21 Ib. Parchment (one sheet) 10 -
ENCUMBERED Little Bag of Sand 1 -
120 Ib. Small Knife 1 -

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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Ead's lineage of elves has had a long tradition of
preserving knowledge, in the form of books and
parchment rolls. Over the centuries, the libraries
were scattered over the ocean, now hosted on
about a dozen small islands; each throned by a
library, which is guarded by few elves. Her parents
are wizards, too, and as a child, she would spend
many lone hours in the library, reading every and
any book that would fit into her hands. She has a
strong bond with owls, as they would regularly
swoop through the library's old windows at night.
One thing early sparked her interest: it is said that
once, many ages ago, there existed a flourishing
culture around exchanging and distributing
knowledge, with many elves all over the realm
contributing. Over time, the Elven Wars destroyed
those old bonds, and knowledge was lost, slowly
swallowed by the vast ocean. Only few books
remain that tell the tale, and Ead read every and
any one of it.

Ead wants to visit the remaining islands, learn
more about the past and find the locations of the
now-lost places that once held great knowledge.
Thirsting for more knowledge, destined to recover
what was once lost, Ead embarks on a journey
into the unknown. She smuggles herself onto a
ship, with nothing but her clothes, magic staff,
newly gained spellbook, and her familiar, an owl.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Mage Hand Wizard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Shape Water Wizard -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
QO Toll the Dead X Wizard - 1A 60 ft. V,S Instantaneous VIS
Q Prestidigitation Elven Lineage Spells - 1A 10 ft. V,S 1 hour free-rules 307 D: 1h, V/S

=== 1st LEVEL === 3 Slots OO0
O Disguise Self Wizard - 1A Self V.S 1 hour PHB 233 D:1h, VIS
O Find Familiar [R] Wizard -- th+10m 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Alarm [R] Wizard -- 11m 30ft. V,S,M 8 hours PHB 211  D: 8h, V/ISIM
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 VIS
O Sleep Wizard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D: 1m, 20 ft. Sphere, V/SIM
O Detect Magic [R] Wizard -- 1A+10m  Self/30 ft. Sphere  V,S Concenation, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
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
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