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Wizard 9 Rubikonnie
CLASS & LEVEL PLAYER NAME
Variant Human Sage (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
O -1 Strength \ /7
(_\ ARMOR Max HP Current HP Temp HP
STRENGTH \ O _+2_ Dexterity
+2_ Constitution +2 12 5 6 I
+9 Intelligence
+5  Wisdom INITIATIVE CLASS \ HIT POINTS
+0  Charisma y / Y
9d6 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 2 \ DEFENSES \ HIT DICE \ DEATH SAVES
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +2  Acrobatics DEX \ N Sling
| O “ Animal Handling wis PROFICIENCY BONUS j === LANGUAGES ===
® +9 Arcana INT 7 Common, Draconic, Dwarvish, Elvish
O -1 Athletics STR — —
O 40 Deception CHA ABILITY SAVE DC |
_g— _gu—
N —— ® _+9  History INT o
INTELLIGENCE .
® _+5 Insight wis (/ \
30 ft. (Walkin
+5 O _+0 Intimidation CHA ( 9)
® _*9  Investigation INT
O +1  Medicine wis \ SPEED /
O +5 Nature INT ) PROFICIENCIES & LANGUAGES
r WISDOM Y ® +5 Perception wis , \
QO _+0  Performance CHA === ACTIONS === Spellbook, causing it to manifest as a Tiny spectral
+ 1 ) Standard Actions object, hovering in an unoccupied space of your
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, choice within 60 ft. of you. The spectral mind is
O +5 Religion INT Help, Hide, Ready, Search, Use an Object, intangible and doesn't occupy its space, and it sheds
g Opportunity Attack, Grapple, Shove, Improvise, dim light within 10 ft.
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object While manifested, the spectral mind can hear and see,
and it has darkvision with a range of 60 ft. The mind
O _*2_ Stealth DEX === BONUS ACTIONS === can telepathically share with you what it sees and
U CHARISMA ) 1 . Manifest Mind: Move hears (no action required).
O L Survival wis WHILE YOUR MANIFEST MIND IS SUMMONED:
+O O As a bonus action, you can cause the spectral mind to  Telekinetic - Shove
- hover up to 30 ft. to an unoccupied space that you or it As a bonus action, you can try to telekinetically
O can see. It can pass through creatures but not objects.  shove one creature you can see within 30 ft. of you.
o The target must succeed on a STR save (DC 17) or
J— Manifest Mind: Summon « 1/ Long Rest be moved 5 ft. toward you or away from you. A
You can coniure forth the mind of your Awakened creature can willinaly fail this save.
\ SKILLS J ACTIONS )
74 <\
15 PASSIVE WISDOM (PERCEPTION) Fire Bolt +9 2d10 Fire VIS
Unarmed Strike +3 0 Bludgeoning
15 PASSIVE WISDOM (INSIGHT)
19 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== WIZARD FEATURES === | 1 Bonus Action 1.
* Hit Points « PHB 113 * Awakened Spellbook ¢« TCoE 77 * Skills « BR 31

* Proficiencies  PHB 113

* Spellcasting *« PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 17, Spell Attack +9)
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 5, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| Order of Scribes

* Wizardly Quill « TCoE 77

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.

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

* Ability Score Improvement « PHB 115

* Manifest Mind » TCoE 78

You can conjure forth the mind of your Awakened
Spellbook.

| Manifest Mind: Summon: 1/ Long Rest ¢ 1 Bonus
Action

| Manifest Mind: Cast Spell: 4 / Long Rest ¢ Special

| Manifest Mind: Move: 1 Bonus Action

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by

You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

=== FEATS ===

* Telekinetic (Intelligence) « TCoE 81

You learn the mage hand spell and can make this
mage hand invisible. You can also attempt to shove a
creature with your mind.

| Telekinetic - Shove: 1 Bonus Action

* Elemental Adept (Fire) « PHB

Spells you cast ignore resistance to fire damage, and
when you roll damage for a spell you cast that deals
fire damage, you can treat any 1 on a damage die as a
2.

WEIGHT CARRIED
14 Ib.
ENCUMBERED

0 lb.

PUSH/DRAG/LIFT

0 lb.

FEATURES & TRAITS
Ring of spell storing 1 -
Quarterstaff 1 4 1b.
Backpack 1 5 lb.
Component Pouch 1 2 lb.
Spellbook 1 3lb.
Ring of spell storing 1 -

EQUIPMENT




Medium
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral
ALIGNMENT FAITH SKIN EYES HAIR
—
L \
/ \ 7 ~
I am horribly, horribly awkward
in social situations.
PERSONALITY TRAITS
L~ 1
[ "]
Logic. Emotions must not cloud our logical
thinking. (Lawful)
IDEALS
L~ 1
[ "]
My life’'s work is a series of tomes related to
a specific field of lore.
BONDS
L~ 1
[N "]
Most people scream and run when
they see a demon. | stop and take
notes on its anatomy.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
3\ /4

CHARACTER BACKSTORY

Lloyd:
Arcana District in Cliffkeep; Order of Scribes

Esteval's Centrum voor Mysterieuze Magie en
Argwanende Arcana oftwel ECMMAA (In de
volksmond Emma)

Lloyd heeft gehoord van de professor en geruchten
van zijn activiteiten, en is op onderzoek gestuurd
naar wat deze magie moet voorstellen.

Stem: oud fragiel mannetje
Uiterlijk: grote witte baard, getinte huidskleur, veel
rimpels, indringende blauwe ogen,

Spellbook: Was ooit van Wizard Tiberius Secundus.

Encounter in Magic Shop:

Party komt binnen en hoort ruzie tussen Vendor en
Lloyd, gaat over prijs van scroll. Ondertussen ziet
party dat er een scroll speak with dead achter de
vendor gaat zweven en over de vioer naar buiten
vliegt. Ruzie houdt op en Lloyd gaat naar buiten.
Daar begint hij meteen met spell overschrijven, boek
is het er niet mee eens dat spell gestolen is en
weigert de spell op te nemen. Spell is essentieel
voor investigation en Lloyd heeft niet het geld om te
kopen. Doel is iemand spreken in graveyard.

ADDITIONAL NOTES




Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li .‘\
=== CANTRIPS === (At Will)
O Minor lllusion Wizard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Message Wizard -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
QO Fire Bolt Wizard +9 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Shape Water Wizard - 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
P Mage Hand Telekinetic (Intelligence) (Always Prepared) — -- 1A 30 ft. V.S 1 minute PHB 256 D:1m, V/S
=== 1st LEVEL === 4 Slots OO00
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Alarm [R] Wizard -- 11m 30ft. V,S,M 8 hours PHB 211  D: 8h, V/ISIM
O Mage Armor Wizard - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257 VIS
O Detect Magic [R]<C> Wizard - 1a+10m  Self/30 ft. Sphere V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Sleep Wizard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D: 1m, 20 ft. Sphere, V/S/IM
O Feather Fall Wizard - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Chromatic Orb Wizard +9 1A 90 ft. V,S,M Instantaneous PHB 221  V/S/M
===2nd LEVEL === 3 Slots 000
O Maximilian's Earthen Grasp <C> Wizard STR17 1A 30 ft./5 ft. Square  V,S,M  concentration, upro 1minwe - EE 161 D: 1m, 5 ft. Square, V/S/IM
O Misty Step Wizard - 1BA  Self \% Instantaneous  PHB 260 V
QO Scorching Ray Wizard +9 1A 120 ft. V,S Instantaneous  PHB 273 VIS
QO Invisibility <C> Wizard - 1A Touch V,S,M  Concentration, upto 1hour - PHB 254 D: 1h, V/S/IM
=== 3rd LEVEL === 3 Slots 000
O Fireball Wizard DEX 17 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous ~ PHB 241 20 ft. Sphere, V/SIM
O Leomund’s Tiny Hut [R] Wizard - 11m  Self/10 ft. Sphere V,S,M 8 hours PHB 255  D: 8h, 10 ft. Sphere, V/S/IM
O Counterspell Wizard - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Dispel Magic Wizard - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
=== 4th LEVEL === 3 Slots OO0
O Dimension Door Wizard - 1A 500 ft. \Y Instantaneous PHB 233 V
O Wall of Fire <C> Wizard DEX 17 1A 120 ft. V,S,M  cConcentration, upto 1 minute - PHB 285 D: 1m, V/SIM
QO Fire Shield Wizard - 1A Self V,S,M 10 minutes PHB 242 D: 10m, V/IS/IM
O Banishment <C> Wizard CHA 17 1A 60 ft. V,S,M  concentation, upto 1 minute - PHB 217 D: 1m, V/SIM
=== 5th LEVEL === 1 Slots O
O Immolation <C> Wizard DEX 17 1A 90 ft. \ Concentration, upto 1minuie - EE 158 D:1m, V
O Bigby's Hand <C> Wizard -- 1A 120 ft. V,S,M  concentration, pto 1 minute - PHB 218 D: 1m, V/SIM
R SPELLS N
! /|




