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1d20 SKILLS
QO +2 ACROBATICS: I’'m good at tumbling, flipping, and rolling.

O +0 ANIMAL HANDLING: Animals really like me

® +5 ARCANA: | know about magic, spells, and weird things

O -1 ATHLETICS: I’'m good at running, jumping, and climbing

O +1 DECEPTION: I'm good at lying and playing tricks on people

® +5 HISTORY: | know about things that happened a long time ago
® +2 INSIGHT: | know how people feel and can tell when they’re lying
O #+1 INTIMIDATION: I'm good at scaring people!

©® +5 INVESTIGATION: | can find clues and secrets

O +0 MEDICINE: | can help people when they’re sick

O +3 NATURE: | know all about plants and animals

(® +2 PERCEPTION: I’'m good at finding and spotting things

O *1 PERFORMANCE: I'm good at putting on a show!

O *1 PERSUASION: Ican get people to do what | want to do

O +3 RELIGION: | know about the gods and prayers

O +2 SLEIGHT OF HAND: I'm good at hiding things and taking things
QO +2 STEALTH: I'm good at hiding and staying quiet

O #0 SURVIVAL: | can follow footprints and track animals
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INVENTORY: Backpack, Bedroll, Robe, Book, Ink & Ink
Pen, Lamp, Spellbook, Parchment x1 sheet,.

LANGUAGES: Common, Abyssal, Draconic, Elvish, Giant
GP:

SP: CP:

N

cast Mage Armor, increasing
your AC to 15.

/” NAME ATK BONUS pavace Y [ STUFF | CAN DO N
9 q DARKVISION
Fire Bolt 1d20+ § 1d10 Fire ARCANE RECOVERY | Once per .|
long rest You can see in darkness (shades of
Ray of Frost 1420+ §5 1d8 Cold Once per day when you finish a grey) up to 60ft.
short rest, you can recover a 1st TRANCE |
Quarterstaff 1d20+ 1 Jef2 Blluelyen level spell slot. You don't need to sleep, but meditate
OO0 O0O0OO0OO0OO0OO0OO0OO0 semiconciously for 4 hours a day.
O O0OO0OO0O0OO0OO0OO0OO0 7 MAGE ARMOR | After resting in this way, you gain the
A\ AMMUNITION y .
At the start of every day, you same benefit that a human does from
7 OTHER COMBAT STUFF N 8 hours of sleep.

FEY ANCESTRY |

You have advantage on saves against
being charmed, and magic can't put
you to sleep.
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Fire Bolt

Mage Hand

LEVEL

7 Fire Bolt C

120 ft 1 Action -

Instantaneous

V,S

(OPREPARED)
You hurl a mote of fire at a creature or an
object within range. Make a ranged spell attack
against the target. On a hit, the target takes
1d10 Fire damage.

A flammable object hit by this spell starts
burning if it isn’t being worn or carried.

Minor Illusion

Prestidigitation

Ray of Frost

Thunderclap

Burning Hands

Chromatic Orb

Detect Magic

Magic Missile

N

//

Minor Illlusion

30 ft 1 Action INT DC13

1 Minute S, M

(QPREPARED)

You create a sound or an image of an object within range that lasts for the
duration.The illusion ends if you cast this spell again.

If a creature takes a Study action to examine the sound or image, the creature can
determine that it is an illusion with a successful Intelligence (Investigation) check
against your spell save DC. If a creature discerns the illusion for what it is, the
illusion becomes faint to the creature.

Sound. If you create a sound, its volume can range from a whisper to a scream. It
can be your voice, someone else’s voice, a lion’s roar, a beating of drums, or any
other sound you choose. The sound continues unabated throughout the duration,
or you can make discrete sounds at different times before the spell ends.

Image. If you create an image of an object—such as a chair, muddy footprints, or a
small chest—it must be no larger than a 5-foot Cube. The image can’t create sound,
light, smell, or any other sensory effect. Physical interaction with the image reveals
it to be an illusion, since things can pass through it.

N

//

Mage Hand

30 ft 1 Action -
1 Minute V,S

(OPREPARED)
A spectral, floating hand appears at a point you choose within
range. The hand lasts for the duration. The hand vanishes if it is
ever more than 30 feet away from you or if you cast this spell again.

When you cast the spell, you can use the hand to manipulate an
object, open an unlocked door or container, stow or retrieve an
item from an open container, or pour the contents out of a vial.

As a Magic action on your later turns, you can control the hand thus
again. As part of that action, you can move the hand up to 30 feet.

The hand can’t attack, activate magic items, or carry more than 10
< pounds.

N

//

Prestidigitation

10 ft 1 Action -

1 Hour V,S

(QPREPARED)

You create a magical effect within range. Choose the effect from the options
below. If you cast this spell multiple times, you can have up to three of its
non-instantaneous effects active at a time.

Sensory Effect. You create an instantaneous, harmless sensory effect, such as a
shower of sparks, a puff of wind, faint musical notes, or an odd odor.

Fire Play. You instantaneously light or snuff out a candle, a torch, or a small
campfire.

Clean or Soil. You instantaneously clean or soil an object no larger than 1 cubic
foot.

Minor Sensation. You chill, warm, or flavor up to 1 cubic foot of nonliving
material for 1 hour.

Magic Mark. You make a color, a small mark, or a symbol appear on an object or
a surface for 1 hour.

Minor Creation. You create a nonmagical trinket or an illusory image that can fit
in your hand. It lasts until the end of your next turn. A trinket can deal no
damage and has no monetary worth.

N




LEVEL

7/
4 Ray of Frost C
60 ft 1 Action -
Instantaneous V,S
(OPREPARED)

A frigid beam of blue-white light streaks toward
a creature within range. Make a ranged spell
attack against the target. On a hit, it takes 1d8
Cold damage, and its Speed is reduced by 10
feet until the start of your next turn.

A
4 Chromatic Orb
90 ft 1 Action -
Instantaneous V,S,M
(OPREPARED)

You hurl an orb of energy at a target within range.
Choose Acid, Cold, Fire, Lightning, Poison, or Thunder
for the type of orb you create, and then make a ranged
spell attack against the target. On a hit, the target takes
3d8 damage of the chosen type.

If you roll the same number on two or more of the d8s,
the orb leaps to a different target of your choice within
30 feet of the target. Make an attack roll against the
new target, and make a new damage roll. The orb then
can't leap again.

N

4 Thunderclap
Self (5ft) 1 Action CON DC 13
Instantaneous S
(QPREPARED)

Each creature in a 5-foot Emanation originating
from you must succeed on a Constitution saving
throw or take 1d6 Thunder damage. The spell’s
thunderous sound can be heard up to 100 feet
away.

.

//

Detect Magic 1
Self (30 ft) 1 Action -

10 Minutes (C) V,S

(OPREPARED)
For the duration, you sense the presence of
magical effects within 30 feet of yourself. If you
sense such effects, you can take the Magic action
to see a faint aura around any visible creature or
object in the area that bears the magic, and if an
effect was created by a spell, you learn the spell’s
school of magic.

The spell is blocked by 1 foot of stone, dirt, or
wood; 1 inch of metal; or a thin sheet of lead.

N

//

Burning Hands

15 ft cone 1 Action DEXDC 13

Instantaneous V,S

(OPREPARED)
A thin sheet of flames shoots forth from you.
Each creature in a 15-foot Cone makes a
Dexterity saving throw, taking 3d6 Fire damage
on a failed save or half as much damage on a

successful one.

Flammable objects in the Cone that aren’t being
worn or carried start burning.

A
4 Magic Missile
120 ft 1 Action -
Instantaneous V,S
(OPREPARED)

You create three glowing darts of magical force.
Each dart strikes a creature of your choice that
you can see within range. A dart deals 1d4 + 1
Force damage to its target. The darts all strike
simultaneously, and you can direct them to hit
one creature or several.
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