
=== 

---• CHARACTER NAME 

@ 

Used 

WHAT I LOOK LIKE 

(/ \ _jt
� 

MY CLASS LEVEL 

i��i���J 

HIT DICE 

Total 

INITIATIVE 

D 
"i 

VTemporary 
Hit Points 

DEATH SAVES 

SUCCESSES 00D 

FAILURES 00D 

7 

RACE AGE BACKGROUND

EYES HAIR HEIGHT

STRENGTH = 10  

"'"BONUS SAVE .✓• 

7 
INTELLIGENCE = 16  ' 

BONUS SAVE .✓• 

......__ 

l PROFICIENCY

----

NAME

DEXTERITY = 15  

.,__ BONUS SAVE 

� 

ATK BONUS

ld20 +

ld20 +

ld20 +

DAMAGE

0 0 0 0 0 0 0 0 0 

-----0 0 0 0 0 0 0 0 0 
AMMUNITION

OTHER COMBAT STUFF

-

XP

WEIGHT

CONSTITUTION =  14

.,__ BONUS SAVE 

( ) PASSIVE 
PERCEPTION

ld20 SKILLS 

0 _ ACROBATICS: I'm good at tumbling, flipping, and rolling.

0 _ ANIMAL HANDLING: Animals really like me

O _ ARCANA: I know about magic, spells, and weird things

O _ ATHLETICS: I'm good at running, jumping, and climbing

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

O _ HISTORY: I know about things that happened a long time ago
O _ INSIGHT: I know how people feel and can tell when they're lying

0 _ INTIMIDATION: I'm good at scaring people!

0 _ INVESTIGATION: I can find clues and secrets

O _ MEDICINE: I can help people when they're sick

O _ NATURE: I know all about plants and animals

0 _ PERCEPTION: I'm good at finding and spotting things

O _ PERFORMANCE: I'm good at putting on a show!
O _ PERSUASION: I can get people to do what I want to do
O _ RELIGION: I know about the gods and prayers
0 _ SLEIGHT OF HAND: I'm good at hiding things and taking things

O _ STEALTH: I'm good at hiding and staying quiet

O _ SURVIVAL: I can follow footprints and track animals
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MAGE HAND RAY OF FROST

BURNING HANDS

C C

1 1

30 ft 1 Action

1 Minute V,S

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.

60 ft 1 Action

Instant V,S

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.

MAGIC MISSILE

120 ft 1 action

Instant V,S

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.

Self (15 foot cone) 1 action DEX

Instant V,S

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.
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Mage Hand
Ray of Frost

Burning Hands
Magic Missile
Mage Armour
Detect Magic
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MAGE ARMOUR

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.

Self 1 Action N/A

Concentration, up 
to 10 minutes

Holy Symbol

V,S

DETECT MAGIC

Self 1 Action N/A

Concentration, 
up to 10 minutes V,S

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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