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QO _+0  Performance CHA === ACTIONS === Circle Spell: Augment
8 ) Standard Actions When you cast a spell with a range of at least 5 ft.,
® _*2_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, you can increase the range of the spell by 1,000 ft. per
O +3  Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, secondary caster contributing to the spell, up to a max
g Grapple, Shove, Improvise, Two-Weapon Fighting, of a 1-mile increase.
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence
— Circle Spell: Distribute
QO _+3 Stealth DEX === SPECIAL === When you cast a spell that requires Concentration,
U CHARISMA ) O 1 Surival wis Arcane Recovery « 1/ Long Rest you can distribute the mental load of the spell among
—_— When you finish a Short Rest, you can recover you and the secondary casters. Once the casting is
10 O expended spell slots. The spell slots can have a complete, you and all secondary casters can maintain
- combined level equal to no more than 2, and none of Concentration on this spell. As long as at least one
O the slots can be level 6 or higher. caster who contributed to the spell maintains this
o Concentration, the spell’s effects remain active.
- You can use this feature once per Long Rest.
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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

* 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

| Evoker
* Evocation Savant « PHB-2024 174
Choose two Evocation 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
Evocation school to your spellbook for free.

* Potent Cantrip « PHB-2024 174

When you cast a cantrip at a creature and you miss
with the attack roll or the target succeeds on the
saving throw, the target takes half the damage (if any)
but suffers no additional effect.

=== 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.

N

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 11b.
Robe 1 4 1b.
WEIGHT CARRIED Tinderbox 1 11b.
46.5 Ib. Dice ! -
ENCUMBERED Glass Bottle 1 2 1b.
120 Ib. Mirror 1 0.5 Ib.
PUSH/DRAG/LIFT Fine Clothes 1 6 Ib.
240 Ib. Oil 10 10 Ib.
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* 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

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Fire Bolt
Mage Hand

Prestidigitation

=== 1st LEVEL ===
Alarm [R]

Absorb Elements
Shield

Detect Magic [R]
Mage Armor
Spellfire Flare
Chromatic Orb

Comprehend Languages [R]

===2nd LEVEL ===
Misty Step

Augury [R]
Scorching Ray
Shatter

(At will)
Wizard
Wizard
Wizard

4 Slots OO00
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard

2 Slots OO
Wizard

Wizard

Evocation Savant

Evocation Savant

+5
+5

+5
CON 13

1A
1A
1A

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

1A +10m

1BA
11m
1A
1A

120 ft.
30 ft.
10 ft.

30 ft./20 ft. Cube
Self

Self

Self/30 ft. Sphere
Touch

60 ft.

90 ft.

Self

Self
Self
120 ft.

60 ft./10 ft. Sphere

SPELLS

V.S
V.S
V.S

V,S,\M
S

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

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

Instantaneous
1 minute

1 hour

8 hours

1 round

1 round

Concentation, up 0 10 minutes
8 hours
Instantaneous
Instantaneous

1 hour

Instantaneous
Instantaneous
Instantaneous

Instantaneous

PHB-2024 274
PHB-2024 293

PHB-2024 307

PHB-2024 239
EE 150

PHB-2024 316
PHB-2024 262
PHB-2024 293
FRHoF 146
PHB-2024 249

PHB-2024 252

PHB-2024 299
PHB-2024 244
PHB-2024 314

PHB-2024 316

VIS
D: 1m, VIS
D: 1h, VIS

D: 8h, 20 ft. Cube, V/S/M
D: 1Rnd, S

D: 1Rnd, VIS

D: 10m, 30 ft. Sphere, V/S
D: 8h, VIS/IM

VIS

VISIM

D: 1h, VISIM

\

VISIM

\/S}

10 ft. Sphere, V/ISIM
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