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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. 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
| Order of Scribes (TCoE)

* Wizardly Quill « TCoE

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

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

| 1 Bonus Action

* Awakened Spellbook « TCoE

While you are holding your Awakened Spellbook, 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.

- When you cast a wizard spell as a ritual, you can use
the spell’'s normal casting time. You regain use of this
feature when you finish a long rest.

| Awakened Spellbook: Replace Damage: Special

| Awakened Spellbook: Ritual Spells: 1/ Long Rest ¢
Special

=== ELADRIN SPECIES TRAITS ===

* Eladrin Season ¢ MotM 13

You can choose between the following Eladrin
Seasons: Autumn, Winter, Spring, and Summer. Your
Trance trait lets you change your season.

| Spring ¢
Cheerfulness and celebration, marked by merriment
and hope as winter’s sorrow passes.

* Creature Type » MotM 13
You are a Humanoid but are also considered an elf for
any prerequisite or effect that requires you to be an elf.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Size « MotM 13

N

You are Medium.

* Speed « MotM 13
Your walking speed is 30 ft.

* Darkvision « MotM 13

You can see in dim light within 60 ft. of you as if it were
bright light, and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Fey Ancestry » MotM 13
You have advantage on saving throws you make to
avoid or end the charmed condition.

* Fey Step « MotM 13

As a bonus action, you can teleport up to 30 ft. to an
unoccupied space you can see. You can use this 2
times per long rest. At 3rd level, your Fey Step gains
an additional effect based on your season.

| Spring - Intelligence «
| Fey Step (Spring): 1 Bonus Action
| 2/ Long Rest « 1 Bonus Action

* Keen Senses ¢« MotM 13
You are proficient in Perception.

* Trance » MotM 13

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you can change your
season, and gain two proficiencies - each one a
weapon or tool of your choosing from the Player’s
Handbook. This lasts until you finish your next long
rest.

FEATURES & TRAITS
\\
Dagger 1 1lb Lamp 1 1lb
Dagger 1 11b. Ink Pen 1 --
Quarterstaff 1 4 1b. Ink 1 --
Spellbook 1 31b.
oil 3 3.
Parchment 10 -
Backpack 1 5 lb.
Calligrapher's Supplies 1 5 lb.
Robe 1 4 1b.
WEIGHT CARRIED Lamp 1 1lb.
50 Ib. Fine Clothes 1 61b.
ENCUMBERED Oil 10 10 Ib.
120 Ib. Parchment 10 -
PUSH/DRAG/LIFT Tinderbox 1 11b.
240 Ib. Book 1 51b.

EQUIPMENT
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=== FEATS ===

* Magic Initiate (Wizard) « PHB-2024 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 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.

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) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Minor lllusion

Ray of Frost

Mage Hand
Message

Elementalism

=== 1st LEVEL ===

Comprehend Languages [R]

Detect Magic [R]
Chromatic Orb
Disguise Self
Find Familiar [R]

Mage Armor

===2nd LEVEL ===

Mirror Image

(At will)

Wizard

Wizard

Wizard

Magic Initiate (Wizard)
Magic Initiate (Wizard)

4 Slots OO00
Wizard
Wizard
Wizard
Wizard
Wizard

Magic Initiate (Wizard)

2 Slots OO
Wizard

1A
1A
1A
1A
1A

1A
1A
1A
1A
1h
1A

1A

30 ft./5 ft. Cube S,M

60 ft. V.S
30 ft. V.S
120 ft. SM

30 ft./5 ft. Cube V,S

Self V,S.M

Self/30 ft. Sphere  V,S

90 ft. V,S\M
Self V,S
10 ft. V,S\M
Touch V,S,\M
Self V,S
SPELLS

1 minute
Instantaneous
1 minute

1 round

Instantaneous

1 hour
Concentaton,up 0 10 minutes
Instantaneous
1 hour
Instantaneous

8 hours

1 minute

PHB-2024 298

PHB-2024 311

PHB-2024 293

PHB-2024 298

PHB-2024 267

PHB-2024 252

PHB-2024 262

PHB-2024 249

PHB-2024 262

PHB-2024 272

PHB-2024 293

PHB-2024 299

D: 1m, 5 ft. Cube, S/M
VIS

D: 1m, V/S

D: 1Rnd, S/IM

5 ft. Cube, VIS

D: 1h, V/ISIM

D: 10m, 30 ft. Sphere, V/S

VISIM

D: 1h, VIS

VISIM

1/LR, D: 8h, VISIM

D: 1m, VIS
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