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ARMOR Max HP Current HP Temp HP |
+11 26 198 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
7d10 + 13d6 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j )\ ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Dragonchess Set
o === LANGUAGES ===
7 N Common, Draconic, Halfling
30 ft. (Walking)
A SPEED )
i 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
=== BONUS ACTIONS ===
Dancing Silhouette: Dodge

Dancing Silhouette. You can take the Dodge action
as a Bonus Action.

Second Wind « 3/ Long Rest
You can draw upon a limited well of physical and
mental stamina and regain 1d10+7 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

Second Wind: Tactical Shift

Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

War Bond: Summon Weapon

Once bonded, you can'’t be disarmed of that
weapon unless you have the Incapacitated condition,
and you can summon it to your hand as long as its on
the same plane of existence as you.

You can have up to 2 bonded weapons. but vou can

ACTIONS
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=== WIZARD FEATURES ===
* Core Wizard Traits « PHB-2024 165
* Spellcasting  PHB-2024 165
* Ritual Adept « PHB-2024 166

* Arcane Recovery » PHB-2024 166

When you finish a Short Rest, you can recover
expended spell slots. The spell slots can have a
combined level equal to no more than 7, and none of
the slots can be level 6 or higher.

You can use this feature once per Long Rest.
| 1/ Long Rest « Special

* Circle Magic Casting * FRHoF

When you cast a spell that has a casting time of an
action or 1 minute or longer and cast it using a spell
slot, you can cast it as a Circle spell. Casting a Circle
spell follow the usual rules for spellcasting, and the
primary caster (“you” in these rules) decide the spell’'s
targets, maintain Concentration if required, provide the
spell's components, expend the slot for casting the
spell, and decide any of the options noted. The spell’'s
effects originate from you.

You take a Magic action to initiate casting a Circle
spell. When you do, you choose which Circle casting
option you're using for this casting; you must also meet
any other requirements described in that option’s text.

Casting a Circle spell requires that one or more other
spellcasters, called secondary casters, lend their
magic to the spell. They must have the Spellcasting or
Pact Magic feature to participate in a Circle spell. Each
secondary caster must take the Magic action before
the start of your turn while remaining within 30 ft. of
you to contribute to the spell. If the spell has a casting

time of 1 minute or more, you and each caster must
take the Magic action on each of your turns for the
entire casting time, you must each maintain
Concentration while doing so. If any of the caster’s
Concentration is broken, the spell fails.

If the spell fails, nothing happens. The spell slot isn’'t
expended, and any Material components aren’t
consumed. To cast the spell again, you must start
over.

| Initiate a Circle Spell: 1 Action

| Circle Spell: Augment: Special

| Circle Spell: Distribute: Special

| Circle Spell: Expand: Special

| Circle Spell: Prolong: Special

| Circle Spell: Safeguard: Special

| Circle Spell: Supplant: Special
* Scholar « PHB-2024 166
You can choose one of the skills in which you're
proficient and gain Expertise in it.
* Wizard Subclass « PHB-2024 167

| War Magic (XGtE)
* Arcane Deflection « XGtE
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
You gain a bonus to your initiative rolls equal to your
INT modifier (+5).

* Ability Score Improvement « PHB-2024 167

* Memorize Spell « PHB-2024 167

Whenever you finish a Short Rest, you can study your
spellbook and replace one of the level 1+ Wizard
spells with another level 1+ spell.

* Power Surge ¢ XGtE

You can store magical power surges within yourself up
to a maximum of 5. 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 +6 force damage.
| 5/ Long Rest « Special
* 8: Ability Score Improvement « PHB-2024 167
* Durable Magic * XGtE
While you maintain concentration on a spell, you have
a +2 bonus to AC and all saving throws.
* 12: Ability Score Improvement « PHB-2024 167
=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 91

N

FEATURES & TRAITS
Handy Haversack 1 51b Backpack 1 51b.
Tome of Clear Thought 1 -- Chest 1 25 1b.
Dragon Slayer Longsword 1 3lb Dragonchess 0 -
Pipe of Smoke Monsters 1 - Bolsa de pociones 1 11b.
Dragon-Touched Focus (Ascendant) 1 -- Bolsillo de scrolls 1 1lb.
Ring of Puzzler's Wit 1 -- Bedroll 1 7 Ib.
Dwarven Plate Armor 1 65 Ib Mess Kit 1 11b.
Orb of Time 1 - Rations (1 day) 9 18 Ib.
Rod of Security 1 - Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Saphire of the War Mage 1 -- Tinderbox 1 1lb.
491 |b. Scarab of Protection 1 - Torch 10 10 Ib.
ENCUMBERED Staff of Power 1 -
300 Ib. Shield 1 6 Ib. Dragon-Touched Focus (Ascendant) 1 -
PUSH/DRAG/LIFT Handaxe 1 21b. Scarab of Protection 1 -
600 Ib. Handaxe 1 2 lb. Staff of Power 1 --

EQUIPMENT
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You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+7 HP.
You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/ Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91
* Action Surge « PHB-2024 91
On your turn you can take one additional action,
except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special
* Tactical Mind « PHB-2024 91
When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special
* Fighter Subclass « PHB-2024 92

| Eldritch Knight
* Spellcasting « PHB-2024 97

* War Bond « PHB-2024 97

You learn a ritual that creates a magical bond between
yourself and a weapon. You perform the ritual over the
course of 1 hour, which can be done during a Short
Rest. The ritual fails if another Fighter is bonded to the
weapon or if the weapon is a magic item that someone
else has attuned to.

Once bonded, you can’t be disarmed of that weapon
unless you have the Incapacitated condition. As a
Bonus Action, you can summon it to your hand as long
as its on the same plane of existence as you.

You can have up to 2 bonded weapons, but you can
only summon one at a time with a Bonus Action. If you
try to bond with a 3rd weapon, you must break the
bond with one of the other two.

| War Bond: Ritual Bonding: 1 Hour

| War Bond: Summon Weapon: 1 Bonus Action
*4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
* Extra Attack « PHB-2024 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « PHB-2024 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action
* 6: Ability Score Improvement « PHB-2024 92
* War Magic « PHB-2024 97

When you take the Attack action, you can replace one
of the attacks with a casting of one of your Wizard

ADDITIONAL FEATURES & TRAITS

cantrips that has a casting time of an action.

| 1 Action

=== HUMAN SPECIES TRAITS ===

* Creature Type « PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢« PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

=== FEATS ===

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Cold Caster « FRHoF 39

Ability Score Increase. +1 Int., Wis., or Cha.

Cantrip. You learn the Ray of Frost cantrip or another
Wizard cantrip, if you know it already. The spell’'s
spellcasting ability is the ability increased by this feat.
Frostbite. When you hit a creature with an attack roll
and deal Cold damage, the creature subtracts 1d4

N

Longsword

Ink (1 ounce bottle)

Clothes, Common

Waterskin

Small Knife

Scimitar of Speed

Shield of Missile Attraction
Spellguard Shield

Adamantine Plate

Flame Tongue Longsword

Tome of the Stilled Tongue
Dragon's Wrath Weapon (Ascendant)
Dragon's Wrath Weapon (Stirring)
Alchemy Jug

Cloak of Displacement

1 31lb loun Stone of Mastery 1 --

1 - Anillo de la liga (Ring of mental Shielding) + Marca de Thilatro 1 --

1 31b. Vorpal Scimitar 1 3lb
1 51b. Wand of Wonder 1 --

1 -- EFREETI CHAIN MAILE 1 20 Ib.
1 31b. Chain Mail 1 55 Ib.
1 6 Ib. Plate 1 65 Ib.
1 6 Ib. Clothes, Common 20 60 Ib.
1 65 Ib. Fine Clothes 2 12 Ib.
1 31b. Potion of Cloud Giant Strength 1 --

1 - Potion of Invisibility 1 --

1 3lb. Potion of Giant Size (Leg, Cons) 1 --

1 31b. Daylight nvI3 1 --

1 12 Ib. Madenning Darkness nvi8 1 --

1 - Potion of Vitality 2 --

ADDITIONAL EQUIPMENT
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from the next saving throw it makes before the end of
your next turn. Once per turn.

| Intelligence « FRHoF 39
| Frostbite: 1 / Other ¢ Special

* Mage Slayer « PHB-2024 205
Ability Score Increase. Increase your Str. or Dex. by 1.

Concentration Breaker. When you damage a creature
that is concentrating, it has Disadvantage on the
saving throw it makes to maintain Concentration.

Guarded Mind. If you fail an Int., Wis., or Cha. saving
throw, you can cause yourself to succeed instead. You
can't use this again until after a Short or Long Rest.

| Guarded Mind: 1 / Short Rest « Special

* War Caster « PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell
must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction

* Ability Score Improvement « PHB-2024 202

Increase one ability score by 2 or two ability scores by
1.

* Boon of Fortune's Favor « FRHoF 43

Ability Score Increase. Increase one ability score of
your choice by 1, to a maximum of 30.

Saving Throw Reroll. When you fail a saving throw,
you can reroll it and must use the new roll. Once you
use this benefit, you can’t do so again until the start of
your next turn.

| Saving Throw Reroll: 1 / Other « Special

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases
by 40. Whenever you gain a character level thereatfter,
your HP maximum increases an additional 2 HP.

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +6 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Weapon Mastery « PHB-2024 91

| Longsword (Sap) ¢
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

| Quarterstaff (Topple) «
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 6 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Scimitar (Nick) ¢

ADDITIONAL FEATURES & TRAITS

Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Sap (Longsword): 1 Action
| Topple (Quarterstaff): 1 Action
| Nick (Scimitar): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Whip (Slow) ¢
Slow. If you hit a creature with a Whip and deal
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.

| Slow (Whip):
* Guard Ability Score Improvements « PHB-2024 181
| Increase two scores (+2 / +1) ¢

* Boon of Looming Shadows * ABoH 11

Ability Score Increase. Increase one ability score of
your choice by 1, to a maximum of 30.

Shadowy Stretch. When you take the Attack action,
your reach for your Melee weapon attacks increases
by 10 feet until the end of your turn.

Dancing Silhouette. You can take the Dodge action as
a Bonus Action.

| Dancing Silhouette: Dodge: 1 Bonus Action

N

ADDITIONAL EQUIPMENT




—
Masculino 23
GENDER AGE

Neutral Mystra
ALIGNMENT FAITH

——
Medium 1'85 180

SIZE HEIGHT WEIGHT
Moreno de can Verdes-marrone Rubio trigue
SKIN EYES HAIR

fic

E——

A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—

/

Fascinado por lo arcano.

PERSONALITY TRAITS
|~

[
Desarrollo personal, conocerse y mejorarse
para conocer y mejorar el mundo.

- Miichos de Ins aiie viven merecen marir v

IDEALS
L~

o~
~"1

N
~]

[
Toda mi vida he buscado respuestas a una
pregunta. Que es un hombre.

BONDS
L~

"
Muchas veces hablo sin pensar en los demas,
0 como les puede afectar.

-

~

-

"

\\ FLAWS

N
~"1

&

CHARACTER BACKSTORY

ADDITIONAL NOTES




Fighter / Wizard

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
li .‘\
=== CANTRIPS === (At Will)
QO True Strike Fighter +13 1A Self SM Instantaneous  PHB-2024 336 S/M
O Booming Blade Fighter +13 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Light Wizard - 1A Touch V.M 1 hour PHB-2024 292 D: 1h, V/IM
O Mage Hand Wizard - 1A 30 ft. V,S 1 minute PHB-2024 293 D: 1m, V/S
O Sword Burst Wizard DEX 19 1A Self/5 ft. \% Instantaneous  SCAG 143 V
O Blade Ward Wizard - 1A Self V,S Goncentraion, upto Lminue - PHB-2024 247 D: 1m, V/S
O Mind Sliver Wizard INT19 1A 60 ft. \Y 1 round PHB-2024298 D: 1Rnd, V
O Ray of Frost Cold Caster +13 1A 60 ft. V.S Instantaneous ~ PHB-2024311 V/S
=== 1st LEVEL === 4 Slots OO0O0
O Magic Missile Fighter -- 1A 120 ft. V.S Instantaneous ~ PHB-2024 295 V/S
O Thunderwave Fighter CON19 1A Self/15 ft. Cube V,S Instantaneous ~ PHB-2024 334 15 ft. Cube, V/S
O Detect Magic [R] Fighter -- 1A Self/30 ft. Sphere  V,S Concentraion,up 10 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Chromatic Orb Wizard +13 1A 90 ft. V,S,M Instantaneous  PHB-2024249 V/S/M
O False Life Wizard - 1A Self V,S,M Instantaneous  PHB-2024271 V/S/M
O Feather Fall Wizard - 1R 60 ft. V.M 1 minute PHB-2024 271 D: 1m, V/IM
O Find Familiar [R] Wizard - th+tom 10 ft. V,S,M Instantaneous  PHB-2024272 V/S/M
O Fog Cloud Wizard - 1A 120 ft./20 ft. Sphere  V/,S Concentration, up to 1 hour - PHB-2024 276 D: 1h, 20 ft. Sphere, VIS
O Identify [R] Wizard - 11m  Touch V,S,M Instantaneous  PHB-2024287 V/S/M
O Sleep Wizard WIS 19 1A 60 ft./5 ft. Sphere V/,S,M  Concentation, o 1mmie  PHB-2024317 D: 1m, 5 ft. Sphere, V/S/M
O Tenser's Floating Disk [R] Wizard - 1a+10m 30 ft. V,S,M 1 hour PHB-2024 332 D: 1h, V/SIM
O Magic Missile Staff of Power - 1A 120 ft. V,S Instantaneous ~ PHB-2024 295 1 Charge (20/20), VIS
===2nd LEVEL === 3 Slots 000
O Nystul's Magic Aura Fighter - 1A Touch V,S,M 24 hours PHB-2024 302 D: 24h, V/SIM
O Mirror Image Fighter - 1A Self V,S 1 minute PHB-2024 299 D: 1m, V/S
O Arcane Vigor Wizard - 1BA  Self V,S Instantaneous ~ PHB-2024 242 /S
O Hold Person Wizard WIS19 1A 60 ft. V,S,M  Concentiation, up to 1 minute - PHB-2024 286 D: 1m, V/S/M
O Misty Step Wizard -- 1BA  Self \Y Instantaneous ~ PHB-2024299
O See Invisibility Wizard - 1A Self V,S,M 1 hour PHB-2024 314 D: 1h, V/S/M
O Darkvision Wizard - 1A Touch V,S,M 8 hours PHB-2024 260 D: 8h, V/S/M
QO Shatter Wizard CON19 1A 60 /10 ft. Sphere V,S,M  Instantaneous  PHB-2024316 10 ft. Sphere, VIS/M
QO Tasha's Mind Whip Wizard INT19 1A 90 ft. \Y 1 round TCoE 115 D: 1Rnd, V
O Locate Object Wizard - 1A Self V,S,M  Concentration, up o 10minutes - PHB-2024 293 D: 10m, V/S/M
QO Scorching Ray Wizard +13 1A 120 ft. V,S Instantaneous ~ PHB-2024 314 V/S
O Rime's Binding Ice Dragon-Touched Focus (Ascendant) CON 19 1A Self/30 ft. Cone S,M Instantaneous  FToD 21 1 Charge, 30 ft. Cone, S/M
O Ray of Enfeeblement Staff of Power CON 19 1A 60 ft. V,S Concentration, up o 1 minute PHB-2024 311 1 Charge (20/20), D: 1m, V/S
QO Levitate Staff of Power CON 19 1A 60 ft. V,S,M  concenation. pto 10minwies - PHB-2024 291 2 Charges (20/20), D: 10m, V/S/M
=== 3rd LEVEL === 3 Slots 000
QO Fireball Wizard DEX 19 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous  PHB-2024 274 20 ft. Sphere, V/S/M
O Fly Wizard - 1A Touch V,S,M  concenvaton, upto 10minwees  PHB-2024 276  D: 10m, V/S/M
O Glyph of Warding Wizard DEX 19 1h Touch V,S,M  uniil dispelled or triggered  PHB-2024 279 D: Until Dispelled or Triggered, V/S/M
O Haste Wizard - 1A 30 ft. V,S,M  concenvation, upto tminwie  PHB-2024 284 D: 1m, V/S/M
O Slow Wizard WIS19 1A 120 ft/40 ft. Cube V/,S,M  Concentation,upto 1minute  PHB-2024 318 D: 1m, 40 ft. Cube, V/S/M
=== 4th LEVEL === 3 Slots 000
O Banishment Wizard CHA19 1A 30 ft. V,S,M  concentiation, upro 1 minwe - PHB-2024 245 D: 1m, V/S/M
O Mordenkainen's Private Sanctum Wizard - 10m 120 ft. V,S,M 24 hours PHB-2024 301 D: 24h, V/IS/M
SPELLS
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Q Otiluke's Resilient Sphere Wizard DEX 19 1A 30 ft. V,S,M  concenuation, upto tminute - PHB-2024 303 D: 1m, V/S/M
O Summon Construct Wizard - 1A 90 ft. V,S,M  Concentration, upto 1 hour - PHB-2024 324 Special: Use the spell slot's level for the spell's level in the stat block.*, D: 1h, V/S/M
QO Stoneskin Wizard -- 1A Touch V,S,M  Concentration, upto thour  PHB-2024 320 D: 1h, V/S/M
QO Conjure Minor Elementals Wizard - 1A Self/15 ft. Emanation  V/,S Concentraion, up o 10 minutes  PHB-2024 255 D: 10m, 15 ft. Emanation, V/S
O Locate Creature Wizard - 1A Self V,S,M  Concentration, upto thour - PHB-2024 292 D: 1h, V/S/M
O Raulothim's Psychic Lance Dragon-Touched Focus (Ascendant) INT 19 1A 120 ft. \Y Instantaneous  FToD 21 1 Charge, V

=== 5th LEVEL === 2 Slots OO
O Bigby's Hand Wizard - 1A 120 ft. V,S,M  concenvation, upto 1minwie  PHB-2024 245 D: 1m, V/S/M
O Steel Wind Strike Wizard +13 1A 30 ft. SM Instantaneous ~ PHB-2024 319 S/M
QO Teleportation Circle Wizard - im 10 ft. V.M 1 round PHB-2024 332 D: 1Rnd, V/IM
O Wall of Force Wizard - 1A 120 ft. V,S,M  concenvaion, upto10minwees - PHB-2024 338 D: 10m, V/S/M
O Planar Binding Wizard CHA19 1h 60 ft. V,S,M 24 hours PHB-2024 305 D: 24h, V/SIM
O Scrying Wizard WIS 19 10m  Self V.SM  coensaion.wpioomnues - PHB-2024 314 D: 10m, V/SIM
O Hold Monster Dragon-Touched Focus (Ascendant) WIS 19 1A 90 ft. V,S,M  concentaion, wpro1mine - PHB 251 1 Charge, D: 1m, V/S/M
O Legend Lore Dragon-Touched Focus (Ascendant) -- 10m  Self V,S,M Instantaneous PHB 254 1 Charge, V/SIM
O Rary's Telepathic Bond Dragon-Touched Focus (Ascendant) -- 1A 30 ft. V,S,M 1 hour PHB 270 1 Charge, D: 1h, V/IS/M
O Fireball Staff of Power DEX19 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous  PHB-2024274 5 Charges (20/20), 20 ft. Sphere, V/SIM
QO Lightning Bolt Staff of Power DEX19 1A Self/100 ft. Line V,S,M Instantaneous  PHB-2024 292 5 Charges (20/20), 100 ft. Line, V/S/M
O Cone of Cold Staff of Power CON19 1A Self/60 ft. Cone V,S,M Instantaneous  PHB-2024 253 5 Charges (20/20), 60 ft. Cone, V/S/M
O Hold Monster Staff of Power WIS 19 1A 90 ft. V,S,M  concentaion. up o 1minue - PHB-2024 285 5 Charges (20/20), D: 1m, V/S/M
O Wall of Force Staff of Power - 1A 120 ft. V,S,M  concenaion pro 10minwees - PHB-2024 338 5 Charges (20/20), D: 10m, V/S/M

=== 6th LEVEL === 1 Slots O
O Contingency Wizard - 10m  Self V,S,M 10 days PHB-2024 256 D: 10d, V/S/M
O Disintegrate Wizard DEX 19 1A 60 ft. V,S,M Instantaneous  PHB-2024263 V/S/M
QO Fizban's Platinum Shield Wizard - 1BA 60 ft. V,S,M  concentration, upto 1 minute - FTOD 20 D: 1m, V/SIM
O Globe of Invulnerability Wizard - 1A Self/10 ft. Emanation \/,S,M  Concentration, upto 1minute  PHB-2024 279 D: 1m, 10 ft. Emanation, V/S/M
O Tenser's Transformation Wizard - 1A Self V,S,M  concentration, up o 10minutes - XGtE 168 ~ D: 10m, V/S/IM
QO Fizban's Platinum Shield Dragon-Touched Focus (Ascendant) -- 1BA 60 ft. V,S,M  concentration, upto 1 minute - FTOD 20 1 Charge, D: 1m, VISIM
O Globe of Invulnerability Staff of Power - 1A Self/10 ft. Emanation \/,S,M  Concentation upto 1minuie - PHB-2024 279 6 Charges (20/20), D: 1m, 10 ft. Emanation, V/S/M

=== T7th LEVEL === 1 Slots O
QO Draconic Transformation Wizard DEX 19 1BA  Self/60 ft. Cone V,S,M  concentration, upto 1 minuie  FTOD 19 D: 1m, 60 ft. Cone, V/IS/IM
O Plane Shift Wizard - 1A Touch V,S,M Instantaneous  PHB-2024305 \/S/M
O Symbol Wizard - im Touch/60 ft. Sphere  \/,S,M  until dispelled or triggered - PHB-2024 329 D: Until Dispelled or Triggered, 60 ft. Sphere, V/S/M
O Simulacrum Wizard -- 12h Touch V,S,M Until dispelled ~ PHB-2024317 D: Until Dispelled, V/S/M
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