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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 2, and none of
the slots can be level 6 or higher.

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

* Abjuration Savant « PHB-2024 172

Choose two Abjuration spells, each of which must not
be higher than level 2, and add them to your spellbook
for free.

Whenever you gain access to a new level of spell slots
in this class, you can add one Wizard spell from the
Abjuration school to your spellbook for free.

* Arcane Ward « PHB-2024 172

When you cast an Abjuration spell with a spell slot, you
can create a magical ward that lasts until you finish a
Long Rest. The ward has +9 HP.

Whenever you take damage, the ward takes damage

instead, applying any Resistances or Vulnerabilities
you have before reducing the ward’s HP. If the
damage reduces the ward to 0 HP, you take any
remaining damage. While the ward has 0 HP, it can’t
absorb damage, but its magic remains.

Whenever you cast an Abjuration spell with a spell
slot, the ward regains a number of HP equal to twice
the level of the spell slot. Alternatively, as a Bonus
Action, you can expend a spell slot, and the ward
regains HP equal to twice the level of the spell slot
expended.

Once you create the ward, you can't create it again
until you finish a Long Rest.

| Arcane Ward: Hit Points: 9 / Long Rest ¢ Special

| 1/ Long Rest « Special

=== 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 ===

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +2 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.

* Carouser Ability Score Improvements « ABoH 6
| Increase two scores (+2 / +1) ¢

* Tireless Reveler « ABoH 8

When an ally you can see within 60 feet of yourself
expends Heroic Inspiration, you can gain Heroic
Inspiration if you lack it. You can use this benefit a
number of times equal to your Proficiency Bonus, and
you regain all expended uses when you finish a Short
or Long Rest.

| Gain Heroic Inspiration: 2 / Short Rest « Special
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EQUIPMENT

FEATURES & TRAITS
Dagger 1 11b. Parchment 10 --
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 11b. Book 1 51b.
Quarterstaff 1 4 1b. Lamp 1 11b.
Spellbook 1 3lb. Ink Pen 1 --
Perfume 1 -- Ink 1 --
Backpack 1 51b.
Pouch 1 1lb.
Robe 1 4 1b.
WEIGHT CARRIED Tinderbox 1 11b.
465 |b. Glass Bottle 1 21b.
ENCUMBERED Mirror 1 0.5 Ib.
120 Ib. Fine Clothes 1 6 1b.
PUSH/DRAG/LIFT Bowls 0 -
240 Ib. Oil 10 10 Ib.
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=== CANTRIPS ===
QO Prestidigitation

@)

Shocking Grasp
Fire Bolt
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=== 1st LEVEL ===
Chromatic Orb
Detect Magic [R]
Mage Armor
Catapult

Alarm [R]

Absorb Elements
Shield

Wardaway

Shield

OO0OO0OO0O0O0O0O0OO0O0

Absorb Elements

===2nd LEVEL ===
Mirror Image
Arcane Vigor

Elminster's Elusion

O O0O0Oo

Misty Step

(At will)
Wizard
Wizard
Wizard

4 Slots OO00
Wizard

Wizard

Wizard

Wizard

Wizard

Wizard

Wizard

Wizard

Abjuration Savant

Abjuration Savant

2 Slots OO
Wizard
Wizard
Wizard
Wizard

+5
+5

1A
1A
1A

1A
1A+ 10m
1A
1A
11m
1R
1R
1A
1R
1R

1A

1BA
1BA
1BA

10 ft.
Touch

120 ft.

90 ft.

Self/30 ft. Sphere
Touch

60 ft.

30 ft./20 ft. Cube
Self

Self

60 ft.

Self

Self

Self
Self
Self
Self

SPELLS

V.S
V.S
V.S

V,S,\M
V.S
V,S,\M
S
V,S,\M
S

V.S
V,S,\M
V.S
S

V.S
V.S
V.S

1 hour
Instantaneous

Instantaneous

Instantaneous
Concentation, up 0 10 minutes
8 hours
Instantaneous
8 hours

1 round

1 round
Instantaneous
1 round

1 round

1 minute
Instantaneous

Concentration, up to 10 mintes

Instantaneous

PHB-2024 307
PHB-2024 316

PHB-2024 274
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EE 150
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FRHoF 147
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PHB-2024 299
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FRHoF 144
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