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CLASS & LEVEL PLAYER NAME
Gnome Sage (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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HEROIC INSPIRATION j ‘
=== WEAPONS ===
g Simple Weapons
N
PROFICIENCY BONUS ===TOOLS ===
Calligrapher's Supplies
y-
=== LANGUAGES ===
Common, Elvish, Gnomish
ABILITY SAVE DC |
r— === ACTIONS ===

Attack, Magic, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Utilize,
Opportunity Attack, Grapple, Shove,
Improvise, Two-Weapon Fighting, Interact
with an Object, Study, Influence

4 PROFICIENCIES & TRAINING

Spell attack bonus: +5
Spell save DC: 13

Spell slots available: 3[__ [ ][]

Cantrips (at will):

Fire bolt, Mage Hand, Message, Mind Sliver,
Prestidigitation Mending, Shocking Grasp

Ivl 1 spelss (uses spell slots, 1/spell):

Chromatic Orb, Color Spray, Mage Armor, Magic

Missile, Shield, Witch Bolt

Ritual spells (to cast, spend 10 minutes)

Detect Magic

=== SPECIAL ===

Shield - reaction when being hit

cost: 1 spell slot

Untill the start of your next turn, you have a +5 bonus
to AC, and you take no damage from Magic Missile

Arcane Recovery * 1/ Long Rest[_]

When you finish a Short Rest, you can recover
expended spell slots. The spell slots can have a
combined level equal to no more than 1, and none of
the slots can be level 6 or higher.

Cast Mage Armor without spell slot 1/ Long Rest ]
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\ ACTIONS
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11 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
11 DASSIVE INSIGHT Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Quarterstaff +1 1d6-1 Bludgeoning  Simple, Versatile, Topple 5ft
13 PASSIVEINVESTIGATION Fire Bolt +5 1d10 Fire 120 ft.
Darkvision 60 ft. Shocking Grasp +5 1d8 Lightning  Touch
Unarmed Strike +1 0 Bludgeoning
SENSES L <\ WEAPON ATTACKS & CANTRIPS /
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=== SPELLS - CANTRIPS === === SPELLS - CANTRIPS === Chromatic Orb
1 action, 90 ft, v/s/m, instant, +5 to hit
Message Firebolt You hurl an orb of energy at a target within range.

1 action, 120 ft, s/m, 1 round

You pount toward a creature in range and whisper a

message. Only the target hears it and can reply in a

whisper only you can hear. Can be cast through solid
object like a door if you know the target.

Mage Hand

1 action, 30 ft, v/s, 1 minute

A spectral, floating hand appears at a point you
choose within range. You can use the hand to
manipulate an object, open an unlocked door or
container, stow or retrieve an item or pour a vial.

Mending
1 action, touch, v/s/m, instant
repair a single break or tear of max 1 foot.

Prestidigitation

1 action, 10 dt, v/s, 1 hour

create a magical effect in range

- Sensory Effect (harmless sparks, puff of wind. etc)

- Fire Play (light/snuff cande, torch or small campfire)
- Clean or Soil (object no lager than 1 cubic foot)

- Minor Sensation (chill, warm or flavour non living
material)

- Magic Mark (make a color, small mark or symbol)

- Minor Creation (create nonmagical trinket or illusion)

When you spend 10 minutes casting this spell, you can
create a Tiny clockwork device (AC 5, 1 HP), such as
a toy, fire starter, or music box.

1 action, 120 ft, v/s, instant, +5 to hit
Ranged spell attack, on a hit, target takes 1d10 fire
damage.

Mind Sliver

1 action, 60 ft, V, 1 round, INT 13

on a failed save, target takes 1d6 psychic damage and
must subtract 1d4 form the next save it makes before
the end of your next turn.

Shocking Grasp

1 action, touch, v/s, instant, +5 to hit

melee aoell attack, on a hit, target takes 1d8 lightning
damage and can't take opportunity attacks until the
start of its next turn.

=== SPELLS - LEVEL 1 ===
Spend 1 spell slot to cast 1 spell

Mage Armor

1 action, touch, v/s/m, 8 hrs

You touch a willing creature who isn’t wearing armor.
Until the spell ends, the target's base AC becomes 13
plus its Dexterity modifier.

The spell ends early if the target dons armor.

Shield

1 reaction, self, v/s, 1 round

Until the start of your next turn, you have a +5 bonus to
AC, including against the triggering attack, and you
take no damage from Magic Missile.

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.

Color Spray

1 action, selft/15 ft cone, v/s/m, instant, CON 13

You launch a dazzling array of flashing, colorful light.
Each creature in a 15-foot Cone originating from you
must succeed on a Constitution saving throw or have
the Blinded condition until the end of your next turn.

Magic Missile

1 action, 120 ft, V/s, instant

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.

Witch Bolt

1 action, 60 ft, v/s/m, Con upto 10 min, +5 to hit
Make a ranged spell attack against it. On a hit, the
target takes 2d12 Lightning damage.

On each of your subsequent turns, you can take a
Bonus Action to deal 1d12 Lightning damage to the
target automatically, even if the first attack missed.
The spell ends if the target is ever outside the spell's
range or if it has Total Cover from you.

FEATURES & TRAITS
Dagger 1 11b. Ink Pen 1 -
Dagger 1 11b. Ink 1 .
Quarterstaff 1 41b.
Spellbook 1 3 1b.
Parchment 8 -
Backpack 1 5 lb.
Calligrapher's Supplies 1 5 lb.
Robe 1 4 1b.
Robe 1 4 1b.
WEIGHT CARRIED Book 1 51b.
49 lb. oil 10 101b.
ENCUMBERED Parchment 10 -
120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Book 1 5 Ib.
240 Ib. Lamp 1 11lb.

EQUIPMENT






