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® +5 Medicine wis
O _+4  Nature INT
O _+2_ Perception WIS
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Wizard 7
CLASS & LEVEL

Forest Gnome

CaenAldehage
PLAYER NAME

Guild Artisan / Guild Merc (Milestone)
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j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === TOOLS ===
~ Brewer's Supplies
- — === LANGUAGES ===
ABILITY SAVE DC | Common, Gnomish, Loxodon
"
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25 ft. (Walking)

Q SPEED

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.

Minor Alchemy

You can temporarily alter the physical properties of
one nonmagical object, changing it from one
substance into another. You perform a special
alchemical procedure on an object, and for each 10
minutes you spend performing it, you can transform up
to 1 cubic foot of material. After 1 hour, or until you
lose your concentration (as if you were concentrating
on a spell), the material reverts to its original
substance.

ACTIONS )

12 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Fire Bolt +7 2d10 Fire VIS
15 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +4 2 Bludgeoning
14 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES L WEAPON ATTACKS & CANTRIPS y
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=== WIZARD FEATURES ===

* Hit Points « PHB 113
* Proficiencies  PHB 113

* Spellcasting *« PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 15, Spell Attack +7)
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 Transmutation

* Transmutation Savant « PHB 119
The gold and time you must spend to copy a
transmutation spell into your spellbook is halved.

* Minor Alchemy « PHB 119

You can temporarily alter the physical properties of
one nonmagical object, changing it from one
substance into another. You perform a special
alchemical procedure on an object, and for each 10
minutes you spend performing it, you can transform up
to 1 cubic foot of material. After 1 hour, or until you
lose your concentration (as if you were concentrating
on a spell), the material reverts to its original
substance.

| Special

* Ability Score Improvement « PHB 115

* Transmuter’s Stone « PHB 119

You can spend 8 hours creating a transmuter’s stone.
You or another creature gains a benefit of your choice
when you create it as long as the stone is in the
creature’s possession:

Darkvision out to a range of 60 feet, an increase to
speed of 10 feet while the creature is unencumbered,
proficiency in CON saving throws, resistance to acid,
cold, fire, lightning, or thunder damage, or each time
you cast a transmutation spell of 1st level or higher,
you can change the effect of your stone if the stone is
on your person.

If you create a new transmuter’s stone, the previous
one ceases to function.

| 8 Hours

=== FOREST GNOME RACIAL TRAITS ===

* Darkvision ¢ BR 37
You can see in darkness (shades of gray) up to 60 ft.

* Gnome Cunning * BR 37
You have advantage on all Intelligence, Wisdom, and
Charisma saving throws against magic.

* Natural Illlusionist « PHB 37
You know the minor illusion cantrip. INT is your
spellcasting ability for it.

* Speak with Small Beasts « PHB 37
You can communicate simple ideas with Small or
smaller beasts.

N
=== FEATS ===

* 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

PUSH/DRAG/LIFT

390 Ib.

FEATURES & TRAITS

Dagger 1 11lb.

Backpack 1 5 lb.

Clothes, Traveler's 1 4 1b.

Spellbook 1 31b.

Brewer's Supplies 1 91lb.

Teaspoon 1 11lb.

Book 1 51b.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
WEIGHT CARRIED Parchment (one sheet) 10 -
28.3 |b. Little Bag of Sand 1 -
ENCUMBERED Small Knife 1 -

195 Ib.
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=== CANTRIPS === (At Will)
QO Prestidigitation Wizard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Mending Wizard -- im Touch V,S,M Instantaneous PHB 259 VISIM
QO Shape Water Wizard - 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
QO Fire Bolt Wizard +7 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Minor lllusion Natural Illlusionist - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
=== 1st LEVEL === 4 Slots OO00
O Find Familiar [R] Wizard -- 1h 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Tasha’s Hideous Laughter <C> Wizard WIS 15 1A 30 ft. V,S,M  concentation, spro1minwe - PHB 280  D: 1m, V/S/M
QO Silvery Barbs Wizard - 1R 60 ft. \% Instantaneous  SACoC 38 V
O Charm Person Wizard WIS 15 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
O Distort Value Wizard - im Touch/1 ft. Cube V 8 hours Al 75 D: 8h, 1 ft. Cube, V
O Feather Fall Wizard - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/IM
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257 VIS
O Snare Wizard DEX 15 1m Touch SM 8 hours XGtE 165 D: 8h, SIM
O Chromatic Orb Wizard +7 1A 90 ft. V,S\M Instantaneous PHB 221  V/S/M
O Disguise Self Wizard - 1A Self V,S 1 hour PHB 233 D:1h, VIS
O Witch Bolt <C> Wizard +7 1A 30 ft. V,S,M  concentration. pro 1 minwie. PHB 289 D: 1m, V/S/M
===2nd LEVEL === 3 Slots 000
O Nathair's Mischief <C> Wizard - 1A 60 ft./20 ft. Cube S,M Concentration, up to L minute - FTOD 20 D: 1m, 20 ft. Cube, SIM
O Nystul's Magic Aura Wizard - 1A Touch V,S,M 24 hours PHB 263  D: 24h, VISIM
O Wither and Bloom Wizard CON 15 1A 60 ft./10 ft. Sphere V/,S,M Instantaneous SACoC 38 10 ft. Sphere, V/S/IM
O Enlarge/Reduce <C> Wizard CON 15 1A 30 ft. V,S,M  concenation, upro1minute - PHB 237~ D: 1m, V/SIM
O Suggestion <C> Wizard WIS 15 1A 30 ft. V.M Concentration, upo8hows - PHB 279 D: 8h, VIM
=== 3rd LEVEL === 3 Slots 000
O Fireball Wizard DEX 15 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous ~ PHB 241 20 ft. Sphere, V/SIM
O Fly<C> Wizard - 1A Touch V,S,M  concentration, up o 10 minutes - PHB 243 D: 10m, V/S/IM
O Haste <C> Wizard - 1A 30 ft. V,S,M  concentration, pto 1minute - PHB 250 D: 1m, 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
QO Fast Friends <C> Wizard WIS 15 1A 30 ft. \Y Concentration, up to L hour ~ A] 75 D: 1h,V
O Incite Greed <C> Wizard WIS 15 1A 30 ft. V,S,M  concentation, upto 1 minute ~ A| 76 D: 1m, V/SIM
QO Tiny Servant Wizard - im Touch V,S 8 hours XGtE 168 D: 8h, VIS
O Ashardalon’s Stride <C> Wizard -- 1BA  Self V,S Concentration, upto 1minute  FTOD 19 D: 1m, V/S
O Slow<C> Wizard WIS 15 1A 120 ft./40 ft. Cube V,S,M  concenuation, upto 1minue  PHB 277 D: 1m, 40 ft. Cube, VISIM
=== 4th LEVEL === 1 Slots O
O Banishment <C> Wizard CHA 15 1A 60 ft. V,S,M  concentration, upto 1 minute - PHB 217 D: 1m, V/SIM
QO Control Water <C> Wizard STR15 1A 300 ft. V,S,M  concentration, up o 10 minutes - PHB 227 D: 10m, V/ISIM
Q Fabricate Wizard - 10m 120 ft. V,S Instantaneous  PHB 239 VIS
QO Otiluke’s Resilient Sphere <C> Wizard DEX 15 1A 30 ft. V,S,M  concentation, pto 1minue - PHB 264 D: 1m, V/SIM
O Polymorph <C> Wizard WIS 15 1A 60 ft. V,S,M  Concentration, upto 1 hour  PHB 266 D: 1h, VISIM
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