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CLASS & LEVEL PLAYER NAME
Rock Gnome Sage (Milestone)
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j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === TOOLS ===
~ Tinker's Tools
- — === LANGUAGES ===
ABILITY SAVE DC | Common, Gnomish, Infernal, Sylvan
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25 ft. (Walking)
A SPEED )
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=== 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

=== SPECIAL ===
Arcane Recovery * 1/ Long Rest

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 2, and none of the slots can be 6th
level or higher.

Sculpt Spells

When vou cast an evocation spell that affects other

creatures that you can see, you can choose a number
of them equal to 1 + the spell’s level. The chosen
creatures automatically succeed on their saving
throws against the spell, and they take no damage if
they would normally take half damage on a successful
save.

\

74

ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Quarterstaff +1 1d6-1 Bludgeoning  Simple, Versatile
13 PASSIVE WISDOM (INSIGHT) Fire BO|t +5 1d10 Fire V/S
Shocking Grasp +5 1d8 Lightning VIS
13 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Stl’lke +1 O Bludgeoning
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS /
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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 13, Spell Attack +5)
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 2, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| School of Evocation

* Evocation Savant « PHB 117
The gold and time you must spend to copy an
evocation spell into your spellbook is halved.

* Sculpt Spells « PHB 117

When you cast an evocation spell that affects other
creatures that you can see, you can choose a number
of them equal to 1 + the spell’s level. The chosen
creatures automatically succeed on their saving throws
against the spell, and they take no damage if they
would normally take half damage on a successful
save.

| Special

=== ROCK 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.

* Artificer's Lore « BR 37

Add twice your proficiency bonus to History checks
related to magic items, alchemical objects, or
technological devices.

* Tinker « BR 37
You are proficient with tinker's tools and can use them
to construct tiny clockwork devices.
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PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS
Quarterstaff 1 4 1b.
Ink (1 ounce bottle) 1 -
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Clothes, Common 1 31b.
Arcane Focus 1 -
Tinderbox 1 11b.
Torch 10 10 Ib.
WEIGHT CARRIED Rations (1 day) 10 20 Ib.
69 Ib. Waterskin 1 5 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
120 Ib. Spellbook 1 31b
Small Knife 1 -

EQUIPMENT
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=== CANTRIPS === (At Will)
O Mage Hand Wizard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Shocking Grasp Wizard +5 1A Touch V,S Instantaneous  PHB 275  V/S
QO Fire Bolt Wizard +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
=== 1st LEVEL === 4 Slots OO00
O Mage Armor Wizard - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/SIM
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Find Familiar [R] Wizard -- 1h 10 ft. V,S,M Instantaneous PHB 240 V/SIM
===2nd LEVEL === 2 Slots OO
O Web<C> Wizard DEX 13 1A 60 ft./20 ft. Cube V,S,M  concentration, o 1howr  PHB 287 D: 1h, 20 ft. Cube, V/S/M
O Invisibility <C> Wizard -- 1A Touch V,S,M  concenration, pto 1hour  PHB 254 D: 1h, V/S/M
O Flaming Sphere <C> Wizard DEX 13 1A 60 ft./5 ft. Sphere  V,S,M  concentation, spo1mnwe - PHB 242 D: 1m, 5 ft. Sphere, V/SIM
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