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Wizard 3 [School of Abjuration]
CLASS & LEVEL

Mark of Warding Dwarf

PLAYER NAME

Cloistered Scholar
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25 ft. (Walking)

SPEED /

=== TOOLS ===
Brewer's Supplies
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INSPIRATION j === WEAPONS ===
=N Battleaxe, Crossbow, Light, Dagger, Dart,
N Handaxe, Light Hammer, Quarterstaff, Sling,
PROFICIENCY BONUS j Warhammer

LANGUAGES ===
Common, Draconic, Dwarvish, Gnomish

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

=== 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.

Arcane Ward * 1/ Long Rest

Once per lona rest, when vou cast an abjuration

ACTIONS

spell of 1st level or higher, you can create a magical
ward on yourself that lasts until you finish a long rest.
The ward has 9 max HP, and takes damage instead of
you until it reaches 0 HP. Whenever you cast an
abjuration spell of 1st level or higher, the ward regains
HP equal to twice the level of the spell.

Arcane Ward - Hit Points « 9 / Other
The ward has 9 max HP, and takes damage
instead of you until it reaches 0 HP

Cantrip Formulas

You have scribed a set of arcane formulas in your
spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and
consult those formulas in vour spellbook. vou can

74

4 N
10 PASSIVE WISDOM (PERCEPTION) Crosshow, Light +4 1d8+2 Piercing  simple. Ammuniton, Loading, Range, Two-Handed, Range (80/320)
Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
10 PASSIVE WISDOM (INSIGHT)
Fire Bolt +5 1d10 Fire VIS
PASSIVE INTELLIGENCE (INVESTIGATION . .
15 ( ) Unarmed Strike +1 0 Bludgeoning
Darkvision 60 ft.
SENSES LN WEAPON ATTACKS & CANTRIPS /
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CHARACTER NAME

Wizard 3 [School of Abjuration]
CLASS & LEVEL

Mark of Warding Dwarf
RACE

PLAYER NAME

Cloistered Scholar
BACKGROUND

EXPERIENCE POINTS

————

//
=== WIZARD FEATURES ===

* Additional Wizard Spells »« TCoE 75

Your Wizard has additional spells available to them, as
designated in <em>Tasha's Cauldron of
Everything</em>.

* 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 Abjuration

* Abjuration Savant « PHB 115
The gold and time you must spend to copy an
abjuration spell into your spellbook is halved.

* Arcane Ward « PHB 115

Once per long rest, when you cast an abjuration spell
of 1st level or higher, you can create a magical ward
on yourself that lasts until you finish a long rest. The
ward has 9 max HP, and takes damage instead of you
until it reaches 0 HP. Whenever you cast an abjuration
spell of 1st level or higher, the ward regains HP equal

to twice the level of the spell.
| 1/Long Rest ¢ Special
| Arcane Ward - Hit Points: 9 / Other « Special

* Cantrip Formulas ¢ TCoE 76

You have scribed a set of arcane formulas in your
spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and consult
those formulas in your spellbook, you can replace one
wizard cantrip you know with another cantrip from the
wizard spell list.

| Special

=== MARK OF WARDING DWARF RACIAL TRAITS

* Darkvision * BR 20
You can see in darkness (shades of gray) up to 60 ft.

* Dwarven Resilience « BR 20
You have advantage on saves against poison and
resistance against poison damage.

* Dwarven Combat Training « BR 20
You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.

* Tool Proficiency « BR 20
You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason’s tools.

* Stonecunning ¢ BR 20

Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
proficient in the History skill and add double your
proficiency bonus to the check.

* Warder’s Intuition « ERftLW 51

When you make an Intelligence (Investigation) check
or an ability check using thieves’ tools, you can roll a
d4 and add the number rolled to the ability check.

* Wards and Seals « ERftLW 51

You can cast the alarm and mage armor spells once
per long rest and, starting at 3rd level, you can also
cast the arcane lock spell once per long rest.
Intelligence is your spellcasting ability for these spells.

* Spells of the Mark « ERftLW 51

If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Warding Spells table
are added to the spell list of your spellcasting class.

N

EQUIPMENT

FEATURES & TRAITS
Dagger 1 1lb. Tinderbox 1 1lb.
Crossbow, Light 1 5 lb. Torch 5 51b.
Crossbow Bolts 20 1.51b. Wand 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Bedroll 1 7 Ib. Whetstone 1 11b.
Case, Crossbow Bolt 1 11b. Charcoal, Incense, and Herbs (10 gp) 1 -
Clothes, Common 1 31b.
Flask or Tankard 1 11b.
Mess Kit 1 11b.
WEIGHT CARRIED Potion of Healing 1 0.5 Ib.
73 Ib. Pouch 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
120 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Soap 1 -
240 |b. Spellbook 1 3lb.




— —

Male 118 Medium 42" 163
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Ephara Tan Brown Gray
ALIGNMENT FAITH SKIN EYES HAIR
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/I’m used to helping out those who
aren’t as smart as | am, and |
patiently explain anything and
everything to others.

PERSONALITY TRAITS
|~

{2

[
Self-Improvement. The goal of a life of study is
the betterment of oneself. (Any)

IDEALS
L~

{2

[
| work to preserve a library, university,
scriptorium, or monastery.

BONDS
L~

()

"
| speak without really thinking through my
words, invariably insulting others.

FLAWS

CHARACTER APPEARANCE ALLIES & ORGANIZATIONS N

CHARACTER BACKSTORY ADDITIONAL NOTES




Wizard

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
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=== CANTRIPS === (At Will)
O Blade Ward Wizard -- 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
QO Fire Bolt Wizard +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Prestidigitation Wizard - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
=== 1st LEVEL === 4 Slots OO00
O Find Familiar [R] Wizard -- ih+1om 10 ft. V,S,M Instantaneous PHB 240 VISIM
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Absorb Elements Wizard - iR Self S 1 round EE 150 D: 1Rnd, S
O Detect Magic [R]<C> Wizard -- 1A+10m  Self/30 ft. Sphere V,S Concenuaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Alarm [R] Wizard -- 11m 30ft. V,S,M 8 hours PHB 211  D:8h, V/ISIM
O Feather Fall Wizard - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/IM
O Alarm Wards and Seals - im 30 ft. V,S,M 8 hours PHB 211  1/LR, D: 8h, V/SIM
O Mage Armor Wards and Seals - 1A Touch V,S,M 8 hours PHB 256 1/LR, D: 8h, V/ISIM
===2nd LEVEL === 2 Slots 0O
O Arcane Lock Wizard - 1A Touch V,S,M Until dispelled PHB 215 D: Until Dispelled, V/S/IM
O Enlarge/Reduce <C> Wizard CON 13 1A 30 ft. V,S,M  concentation. ipro1minue . PHB 237 D: 1m, V/IS/M
O Arcane Lock Wards and Seals - 1A Touch V,S,M Until dispelled PHB 215 1/LR, D: Until Dispelled, V/S/IM
R SPELLS N
! /|






