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Advantage against being charmed, and
magic can't put you to sleep
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concentration on a spell when you take
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Common, Draconic, Dwarvish, Elvish,
Halfling
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CLASS & LEVEL PLAYER NAME
Half-Elf Sage 34,000
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P — —
/7 \
ARMOR Max HP Current HP Temp HP |
+2 12 55 -
INITIATIVE CLASS \ HIT POINTS )
/4 // 8d6 / \
Resistances - Necrotic successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ ——— WEAPONS ===
=N Crossbow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS j === LANGUAGES ===

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,

Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== REACTIONS ===
War Caster

You can use your reaction to make an opportunity

attack to cast a spell that has a casting time of 1
action and targets only that creature.

=== SPECIAL ===
Arcane Recovery * 1/ Long Rest

Once per dav when vou finish a short rest, vou can

choose expended spell slots to recover - up to a
combined level of 4, and none of the slots can be 6th
level or higher.

Cantrip Formulas

You have scribed a set of arcane formulas in your
spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and
consult those formulas in your spellbook, you can
replace one wizard cantrip you know with another
cantrip from the wizard spell list.

Sculpt Spells

When you cast an evocation spell that affects other
creatures that you can see, you can choose a number
of them eaual to 1 + the spell’s level. The chosen

\ ACTIONS 74
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13 PASSIVE WISDOM (PERCEPTION) Staff of Light +3 1d6 Bludgeoning 10/10 Charges, Simple, Versatile
13 PASSIVEISDOM (NSIGHT) Chill Touch +9 2d8 Necrotic D: 1Rnd, V/S
Fire Bolt +9 2d10 Fire VIS
18 PASSIVE INTELLICENCE (INVESTICATION) Shocking Grasp +9 2d8 Lightning VIS
Darkvision 60 ft. Unarmed Strike +3 1 Bludgeoning

SENSES

WEAPON ATTACKS & CANTRIPS y
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=== WIZARD FEATURES ===

* Additional Wizard Spells »« TCoE 75
Your Wizard has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 113
* Proficiencies  PHB 113

* Spellcasting « PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 16, Spell Attack +8)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.

* Arcane Recovery « PHB 115

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 4, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| School of Evocation

* Evocation Savant « PHB 117
The gold and time you must spend to copy an
evocation spell into your spellbook is halved.

* Sculpt Spells « PHB 117

When you cast an evocation spell that affects other
creatures that you can see, you can choose a number
of them equal to 1 + the spell’s level. The chosen
creatures automatically succeed on their saving throws
against the spell, and they take no damage if they
would normally take half damage on a successful
save.

| Special

* Cantrip Formulas ¢ TCoE 76

You have scribed a set of arcane formulas in your
spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and consult
those formulas in your spellbook, you can replace one
wizard cantrip you know with another cantrip from the
wizard spell list.

| Special
* Ability Score Improvement « PHB 115
* Potent Cantrip « PHB 117
When a creature succeeds on a saving throw against
your cantrip, the creature takes half the cantrip’s
damage (if any) but suffers no additional effect from
the cantrip.
=== HALF-ELF RACIAL TRAITS ===
* Ability Score Increase * BR 39

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

* Languages ¢ BR 39

=== FEATS ===

AN
* Shadow Touched (Intelligence) « TCoE 80

You learn the invisibility spell and one 1st-level
illusion/necromancy spell of your choice and can cast
each of these spells without expending a spell slot,
recharging on a long rest.

You can also cast these spells using spell slots you
have of the appropriate level.

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

FEATURES & TRAITS
Shadowfell Gloves 1 - Small Knife 1 -
Staff of Light 1 -
Gloaming Shroud 1 -
Ink (1 ounce bottle) 1 -
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Clothes, Common 1 31b.
Component Pouch 1 2 lb.
Mess Kit 1 11b.
WEIGHT CARRIED Rations (1 day) 10 20 Ib.
67.2 |b. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Spellbook 1 31b.
150 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
300 Ib. Waterskin 1 5 Ib.

EQUIPMENT
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ALLIES & ORGANIZATIONS

I’'m convinced that people are always
trying to steal my secrets.

| ... speak ... slowly ... when talking
... toidiots, ... which ... almost ...

PERSONALITY TRAITS
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Power. Knowledge is the path to power and
domination. (Evil)
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I've been searching my whole life for the
answer to a certain question.

BONDS
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Unlocking an ancient mystery is worth the
price of a civilization.
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Wizard
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—
li .‘\
=== CANTRIPS === (At Will)
O Light Wizard DEX 16 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
QO Shocking Grasp Wizard +9 1A Touch V,S Instantaneous  PHB 275  V/S
QO Fire Bolt Wizard +9 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Chill Touch Wizard +9 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
O Light Staff of Light DEX 16 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 4 Slots OO00
O Burning Hands Wizard DEX 16 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Sleep Wizard - 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/ISIM
O Unseen Servant [R] Wizard -- 1a+10m 60 ft. V,S,M 1 hour PHB 284  D: 1h, VISIM
O Ray of Sickness Shadow Touched (Intelligence) conie/+9 1A 60 ft. V,S Instantaneous  PHB 271 1/LR, VIS
===2nd LEVEL === 3 Slots 000
O Acid Arrow Wizard +9 1A 90 ft. V,S,M Instantaneous PHB VISIM
O Detect Thoughts <C> Wizard WIS 16 1A Self V,S,M  concentiation, spro1mnwe - PHB 231 D: 1m, V/SIM
O Flaming Sphere <C> Wizard DEX 16 1A 60 ft./5 ft. Sphere V/,S,M  concenation, o1 mnue  PHB 242 D: 1m, 5 ft. Sphere, V/S/IM
O Knock Wizard - 1A 60 ft. \ Instantaneous  PHB 254  V
O Ray of Enfeeblement <C> Wizard CcoN16/+9 1A 60 ft. V,S Concenuation po 1mine - PHB 271 D: 1m, VIS
O Web<C> Wizard DEX 16 1A 60 ft./20 ft. Cube V,S,M  Concenration,upto1hour  PHB 287  D: 1h, 20 ft. Cube, V/S/IM
O Darkness <C> Gloaming Shroud - 1A 60 ft./15 ft. Sphere  V/,M concenraion, p o 10minutes - PHB 230 1 Charge (2/2), D: 10m, 15 ft. Sphere, VIM
QO Invisibility <C> Shadow Touched (Intelligence) -- 1A Touch V,S,M  cConcenuation. upro1howr  PHB 254 1/LR, D: 1h, V/S/M
===3rd LEVEL === 3 Slots OO0
O Dispel Magic Wizard - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
QO Fireball Wizard DEX 16 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous PHB 241 20 ft. Sphere, V/S/IM
O Flame Arrows <C> Wizard -- 1A Touch V,S Concentration, upto Lhour  EE 156 D: 1h, VIS
O Daylight Staff of Light -- 1A 60 ft./60 ft. Sphere  V/,S 1 hour PHB 230 1 Charge (10/10), D: 1h, 60 ft. Sphere, V/S
=== 4th LEVEL === 2 Slots OO
O Dimension Door Wizard - 1A 500 ft. \Y Instantaneous PHB 233 V
O Evard's Black Tentacles <C> Wizard DEX 16 1A 90 t./20 ft. Square  \/,S,M  Concentration, upto 1 minwte - PHB 238 D: 1m, 20 ft. Square, V/S/M
O Ice Storm Wizard DEX 16 1A 300 ft./20 ft. Cylinder V/,S,M  Instantaneous  PHB 252 20 ft. Cylinder, V/SIM
O Wall of Fire <C> Wizard DEX 16 1A 120 ft. V,S,M  concentation upto 1 minute - PHB 285 D: 1m, V/ISIM
=== 5th LEVEL ===
O Wall of Light <C> Staff of Light coN16/+9 1A 120 ft. V,S,M  concenation.wpo 0minwes - XGtE 170 6 Charges (10/10), D: 10m, V/S/M
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