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

O +1 ANIMAL HANDLING: Animals really like me

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

QO +0 ATHLETICS: I’'m good at running, jJumping, and climbing

O -1 DECEPTION: I’'m good at lying and playing tricks on people
O +3 HISTORY: | know about things that happened a long time ago
® +3 INSIGHT: | know how people feeland can tell whenthey’re lying
O -1 INTIMIDATION: I'm good at scaring people!

® 5 INVESTIGATION: | can find clues and secrets

O +1 MEDICINE: | can help people when they’re sick

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

(® +3 PERCEPTION: I’'m good at finding and spotting things

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

O -1 PERSUASION: |can get people to do what | want to do

® +5 RELIGION: | knowabout the gods and prayers

. BONUS SAVE a. BONUS SAVE J a. BONUS SAVE O +2 SLEIGHT OF HAND: I'm good at hiding things and taking things
23 +2 STEALTH: I'm good at hiding and staying quiet
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Spellcasting Ability. Intelligence is your spellcasting
Shortswo rd 1d20 + +4 1d6+2 piercing ability for your spells. The saving throw DC to resist a Shortsword
spell you cast is 13. Your attack bonus when you
make an attack with a spell is +5.
1d20 + Component pouch
Arcane Recovery. You can regain some of your
magical energy by studying your spell book. Once per
1d20 + day during a short rest, you can choose to recover Spellbook
expended spell slots with a combined level equal to
OO O0OO0OO0OO0OO0OO0OO0OO0 or less than half your wizard level (rounded up).
OOOOOOOOOO7 Bottle of ink
i, AMMUNITION Y Darkvision. You see in dim light within a 60-foot
N radius of you as if it were bright light, and in darkness
7 OTHER COMBAT STUFF B in that radius as if it were dim light. You can't discern Ink pen
i color in darkness, only shades of gray.
You also have combat Spe”S available to you - Fey Ancestry. You have advantage on saving throws
against being charmed, and magic can't put you to
see the seperate spells sheet. P gl cantpey 10 sheets of parchment Ssmall
Trance. Elves don't need to sleep. They meditate
deeply, remaining semiconscious, for 4 hours a day
and gain the same benefit a human does from 8
) i\hours of sleep.
S #
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SPELLS | KNOW
Mage Hand

\u

Ray of Frost

Burning Hands

Magic Missile

Mage Armour

Detect Magic

MAGE HAND

30 ft 1 Action

1 Minute

V,S

g EPREPARED!

A spectral, floating hand appears at a point you choose
within range. The hand lasts for the duration or until you
dismiss it as an action. The hand vanishes if it is ever more
than 30 feet away from you or if you cast this spell again.
You can use your action to control the hand. 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. You can move the hand up
to 30 feet each time you use it.

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

BURNING HANDS

Self (15 foot cone) 1 action DEX
Instant V,S
! EPREPARED!

As you hold your hands with thumbs touching and
fingers spread, a thin sheet of flames shoots forth
from your outstretched fingertips. Each creature
in a 15-foot cone must make a Dexterity saving
throw. A creature takes 3d6 fire damage on a
failed save, or half as much damage on a
successful one. The fire ignites any flammable
objects in the area that aren’t being worn or
carried.

LEVEL

RAY OF FROST

60 ft 1 Action
Instant 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.

LEVEL
MAGIC MISSILE { 1 }
120 ft 1 action
Instant V,S
(OPRePARED)

You create three glowing darts of magical
force. Each dart hits 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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MAGE ARMOUR \ 1

RANGE CASTING TIME SAVE
Self 1 Action N/A
DURATION COMPONENTS

Concentration, up  V/,S
to 10 minutes

YPREPARED)

SPELL EFFECT

You touch a willing creature who isn’t
wearing armor, and a protective magical
force surrounds it until the spell ends.
The target’s base AC becomes 13 + its
Dexterity modifier. The spell ends if the
target dons armor or if you dismiss the
spell as an action.

S EPREPARED!

DETECT MAGIC

RANGE CASTING TIME SAVE
Self 1 Action N/A
DURATION COMPONENTS

Concentration, V,S

up to 10 minutes
SPELL EFFECT

For the duration, you sense the presence of
magic within 30 feet of you. If you sense magic
in this way, you can use your action to see a
faint aura around any visible creature or object
in the area that bears magic, and you learn its
school of magic, if any.

The spell can penetrate most barriers, but it is
blocked by 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood or
dirt.
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