D&D
1B ENOINID)

Maeve Caerwyn

e — —
Wizard 5 SrChanchi
CLASS & LEVEL PLAYER NAME

Human Daughter of Moonshae (C (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
N—— ———
7 N
ﬁ) -1 Strength \ / \
D e ) ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+3  Dexterity
8 O _+2 Constitution +3 13 42 ==
© _+7_ Intelligence
© _+3 Wisdom INITIATIVE A \ HIT POINTS J
O -1 Charisma y / y S
5d6 successes O=O=0O
[ DEXTERITY
Advantage on CON saving throws FAILURES O=O=O
that you make to maintain
1 6 Concentration. \{ DEFENSES \ HIT DICE \ DEATH SAVES /
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === WEAPONS ===
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l O ) Standard Actions from you, you can take a Reaction to cast a spell at
O _-L_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, the creature rather than making an Opportunity Attack.
O +4 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, The spell must have a casting time of one action and
e g Grapple, Shove, Improvise, Two-Weapon Fighting, must target only that creature.
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=== SPECIAL ===
O _#3  Stealth DEX === BONUS ACTIONS === Arcane Recovery « 1/ Long Rest
U CHARISMA O 0 Survival wis Bladesong (Invoke) « 4 / Long Rest When you finish a Short Rest, you can recover
You can invoke the Bladesong, provided you aren't  expended spell slots. The spell slots can have a
8 O wearing armor or using a Shield. You can invoke the combined level equal to no more than 3, and none of
- Bladesong 4 times per Long rest, and regain one the slots can be level 6 or higher.
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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 3, 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

| Bladesinger
* Bladesong ¢ FRHoF
As a Bonus Action, you invoke the Bladesong,
provided you aren’t wearing armor or using a Shield.
You can invoke the Bladesong 4 times per Long Rest,
and regain one expended use when you use Arcane

Recovery.

The Bladesong lasts for 1 min and ends early if you
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have the Incapacitated condition, if you don armor or a
Shield, or if you use two hands to make an attack with
a weapon. You can dismiss the Bladesong at any time
(no action required).

While the Bladesong is active, you gain the following
benefits.

Agility. You gain a +4 bonus to your AC, and your
Speed increases by 10 ft. In addition, you have
Advantage on Dex. (Acrobatics) checks.

Bladework. Whenever you attack with a weapon with
which you have proficiency, you can use your Int.
modifier for the attack and damage rolls instead of
using Str. or Dex.

Focus. When you make a Con. saving throw to
maintain Concentration, you can add +4 to the total.

Invoke the Bladesong by clicking on this feature and
selecting the drop down called Invoke the Bladesong.
Deselect it to dismiss the Bladesong.

| Bladesong (Invoke): 4 / Long Rest « 1 Bonus Action
* Training In War and Song * FRHoF
You gain proficiency with all Melee Martial weapons
that don’t have the Two-Handed or Heavy property.
You can use a Melee weapon with which you have
proficiency as a Spellcasting Focus for your Wizard
spells.
You also gain proficiency in one of the following skills
of your choice: Acrobatics, Athletics, Performance, or
Persuasion.
* Ability Score Improvement « PHB-2024 167

* Memorize Spell « PHB-2024 167

EQUIPMENT

FEATURES & TRAITS
Battleaxe, +1 1 41b Book 1 51b.
Clockwork Amulet 1 - Lamp 1 11b.
Potion of Healing 1 051b Ink Pen 1 --
Pole of Collapsing 1 - Ink 1 -
Wand of Pyrotechnics 1 - Hat of Wizardry 1 --
Backpack 1 5 lb.
Chest 1 25 Ib.
Mage Armor Spell 1 -
Dagger 1 11b.
WEIGHT CARRIED Dagger 1 11b.
60.5 Ib. Spellbook 1 3lb.
ENCUMBERED ail 10 10 1b.
120 Ib. Parchment 10 -
PUSH/DRAG/LIFT Robe 1 41lb.
240 |b. Tinderbox 1 1lb.




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.

=== 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.

* Ability Score Increases * PHB-2024

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.
=== FEATS ===
* 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

* Spellfire Spark « FRHoF 38
You gain the following benefits.

Magic Absorption. Once per turn, when you take
damage from a spell or magical effect, you reduce the
total damage taken by 1d4. You can't use this benefit if
you have the Incapacitated condition.

Spellfire Flame. You learn the Sacred Flame cantrip.
Int., Wis., or Cha. is your spellcasting ability for this
spell (choose when you select this feat). You can also
cast this cantrip as a Bonus Action up to 3 times per
Long Rest.

| Intelligence
Int. is your spellcasting mod.

| Magical Absorption: Special
* Tough » PHB-2024 202
When you take this feat, your HP maximum increases

by 10. Whenever you gain a character level thereatfter,
your HP maximum increases an additional 2 HP.

ADDITIONAL FEATURES & TRAITS
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Wizard
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=== CANTRIPS ===
True Strike
Booming Blade
Mage Hand
Prestidigitation

Sacred Flame

T DO OO0O0

Sacred Flame

=== 1st LEVEL ===

Absorb Elements

Jump

Shield

Mage Armor

Detect Magic [R]
Comprehend Languages [R]
Alarm [R]

Identify [R]

OO0OO0O0O0O0O0O0

===2nd LEVEL ===
Misty Step
Mirror Image

Invisibility

O O0O0Oo

Shadow Blade

===3rd LEVEL ===

o

Counterspell

QO Fireball

(At Will)

Wizard

Wizard

Wizard

Wizard

Spellfire Spark (Always Prepared)

Spellfire Spark (Always Prepared)

4 Slots 0000
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard
Wizard

3 Slots OO0
Wizard
Wizard
Wizard
Wizard

2 Slots 00
Wizard
Wizard

+7
+7

DEX 15
DEX 15

1A
1A
1A
1A
1A
1BA

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

1BA
1A
1A
1BA

CON15 1R

DEX 15

1A

Self

Self/5 ft. Sphere
30 ft.

10 ft.

60 ft.

60 ft.

Self

Touch

Self

Touch

Self/30 ft. Sphere
Self

30 ft./20 ft. Cube

Touch

Self
Self
Touch
Self

60 ft.

150 ft./20 ft. Sphere

SPELLS

SM Instantaneous
SM 1 round

V,S 1 minute

V,S 1 hour

V,S Instantaneous
V,S Instantaneous
S 1 round

V,S\M 1 minute

V.S 1 round

V,S,M 8 hours

V,S Concentation, up 0 10 minutes
V,S,M 1 hour

V,S\M 8 hours

V,S\M Instantaneous
\ Instantaneous
V,S 1 minute

V,S,M  Concentration, up to 1 hour
V,S Concentration, up o 1 minute
S Instantaneous
V,S\M Instantaneous

PHB-2024 336
SCAG 142
PHB-2024 293
PHB-2024 307
PHB-2024 313

PHB-2024 313

EE 150

PHB-2024 290
PHB-2024 316
PHB-2024 293
PHB-2024 262
PHB-2024 252
PHB-2024 239

PHB-2024 287

PHB-2024 299
PHB-2024 299
PHB-2024 289

XGtE 164

PHB-2024 258

PHB-2024 274

SIM

D: 1Rnd, 5 ft. Sphere, S/IM
D: 1m, V/S

D: 1h, VIS

VIS

1 Use (3/3), VIS

D: 1Rnd, S
D: 1m, VISIM

D: 1Rnd, V/S

D: 8h, VISIM

D: 10m, 30 ft. Sphere, VIS
D: 1h, VIS/IM

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

\%

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

S
20 ft. Sphere, V/ISIM
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