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Until the end of your next turn, you know the
location of any aberration within 60 feet of
you that is not behind total cover. If you cast
this spell again when you have already cast it
within the past minute, you must make a
Wisdom saving throw against you own spell
save DC. On a failed save, you take 2d6 psychic
damage.

Far Realm Gaze
Wizard Cantrip Divination DC 13 Spell Mod +5

1 Act. 120 ft V,S 1 Rnd

Choose a creature you can see. If it can hear
you, it must pass a Wisdom save or take 1d4
psychic damage and have disadvantage on its
next attack roll before the end of its next turn.  
              The damage increases by 1d4 when you
reach 5th, 11th, and 17th level.

Vicious Mockery
Bard Cantrip Enchantment DC 11 Spell Mod +3

1 Act. 60 ft V Inst

You send a telepathic message to one creature
within range. The target (and only the target)
receives the message as your voice whispering
in their mind. They can send a telepathic
message back in reply. This ability to
communicate lasts until the start of your next
turn. You can’t communicate with an
unwilling creature. Creatures with an
Intelligence score of 2 or less aren’t affected by
this spell. You don’t need to share a language
with a creature for it to understand your
telepathic utterances, but the creature must
understand at least one language in order to
communicate this way. If you cannot see or
hear the target, you must be familiar with the
target and know its approximate location with
range. If the creature is not within range, the
spell fails.

Mindspeak
Bard Cantrip Divination DC 11 Spell Mod +3

1 Act. 120 ft V,S 1 Rnd

Music of a style you choose fills the air around
you in a 30-foot radius. The music spreads
around corners and can be heard from up to
100 feet away. The music moves with you,
centered on you for the duration. Until the
spell ends, you make Charisma (Performance)
checks with advantage. In addition, you can
use a bonus action on each of your turns to
beguile one creature you choose within 30 feet
of you that can see you and hear the music.
The creature must make a Charisma saving
throw. If you or your companions are
attacking it, the creature automatically
succeeds on the saving throw. On a failure, the
creature becomes friendly to you for as long as
it can hear the music and for 1 hour thereafter.
You make Charisma (Deception) checks and
Charisma (Persuasion) checks against
creatures made friendly by this spell with

Unearthly Chorus
Bard Level 1 Illusion DC 11 Spell Mod +3

1 Act. Self V Conc, 10 mins

You cause a fist-sized chunk of stone to appear
and hurl itself into the target. Make a ranged
spell attack. On a hit, the target takes 1d6
bludgeoning damage. During its next turn
when it makes an attack roll or ability check,
the target must roll a d4 and subtract the
result from the check.  The spell’s damage
increases by 1d6 when you reach 5th level
(2d6), 11th level (3d6), and 17th level (4d6).

A pebble

Pummelstone
Wizard Cantrip Conjuration DC 13 Spell Mod +5

1 Act. 60 ft V,S,M Inst

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.

Mage Hand
Wizard Cantrip Conjuration DC 13 Spell Mod +5

1 Act. 30 ft V,S 1 min

When you cast this spell, you must touch a
creature or object. The spell creates an aura of
quasi-real illumination in a 30-foot-radius
sphere around the target. Creatures within the
area that have darkvision can see color while
within the area, instead of just black and
white. This spell doesn’t create any actual
light.

Hidden Illumination
Wizard Level 1 Evocation DC 13 Spell Mod +5

1 Act. Touch V,S 2 hrs

You look into the future and see a murky
vision of things to come. When you cast this
spell, roll a d20 and record the number rolled.
For the duration, you can replace any attack
roll, saving throw, or ability check made by
you or a creature that you can see or hear with
the foretold roll. You must choose to do this
before the affected roll is made. Once the
foretold roll is used, it is lost, and the spell
ends.

Embrace Destiny
Wizard Level 1 Divination DC 13 Spell Mod +5

1 Act. Self V,S Conc, 10 mins

You touch a willing creature who isn't wearing
armor, they become surrounded by a ghostly
ectoplasmic shroud that protects them from
the touch of incorporeal undead. The target's
base AC becomes 15+ its Dexterity modifier.
This armor bonus applies only against melee
attacks from undead creatures with the
Incorporeal Movement feature (such as
banshees, ghosts, specters, wraiths, and
similar creatures). All other attacks ignore the
armor bonus from ectoplasmic armor. The
Base AC increases by 1 when you reach 5th
level (base AC 16), 9th level (base AC 17), 13th
level (base AC 18), and 17th level (base AC 19).
The spell ends if the target dons armor or if
you dismiss the spell as an action.

Ectoplasmic Armor
Wizard Level 1 Abjuration DC 13 Spell Mod +5

1 Act. Touch V 8 hrs
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This spell creates an invisible, mindless,
shapeless force that performs simple tasks at
your command until the spell ends. The
servant springs into existence in an
unoccupied space on the ground within range.
It has AC 10, 1 hit point, and a Strength of 2,
and it can't attack. If it drops to 0 hit points,
the spell ends. Once on each of your turns as a
bonus action, you can mentally command the
servant to move up to 15 feet and interact with
an object. The servant can perform simple
tasks that a human servant could do, such as
fetching things, cleaning, mending, folding
clothes, lighting fires, serving food, and
pouring wine. Once you give the command,
the servant performs the task to the best of its
ability until it completes the task, then waits
for your next command. If you command the
servant to perform a task that would move it

A piece of string and a bit of wood

Unseen Servant (ritual)
Wizard Level 1 Conjuration DC 13 Spell Mod +5

1 Act. 60 ft V,S,M 1 hr

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. At Higher
Levels. When you cast this spell using a spell
slot of 2nd level or higher, the spell creates
one more dart for each slot level above 1st.

Magic Missile
Wizard Level 1 Evocation DC 13 Spell Mod +5

1 Act. 120 ft V,S Inst

With a flourish, you feint one way and then
another, leaving your target’s defenses more
vulnerable to your next attack. You have
advantage on the next melee weapon attack
roll you make against the target before the
start of your next turn. On a hit, the target
takes an extra 1d6 damage of the weapon’s
damage type. At Higher Levels. When you cast
this spell using a spell slot of 2nd level or
higher, the damage increases by 1d6 for every
slot level above 1st.

Insightful Feint
Wizard Level 1 Divination DC 13 Spell Mod +5

1 B.A. Self V 1 Rnd

Briefly surrounded by silvery mist, you
teleport up to 30 feet to an unoccupied space
that you can see.

Misty Step
Wizard Level 2 Conjuration DC 13 Spell Mod +5

1 B.A. Self V Inst

You set up a magical boundary around your
lair. The boundary can’t exceed the
dimensions of a 100-foot cube, but within that
maximum, you can shape it as you like—to
follow the walls of a building or cave, for
example. While the spell lasts, you instantly
become aware of any Tiny or larger creature
that enters the enclosed area. You know the
creature’s type but nothing else about it. You
are also aware when creatures leave the area.
This awareness is enough to wake you from
sleep, and you receive the knowledge as long
as you’re on the same plane of existence as
your lair. At Higher Levels. When you cast this
spell using a spell slot of 3rd level or higher,
add 50 feet to the maximum dimensions of the
cube and add 12 hours to the spell’s duration
for each slot level above 2nd.

Treasure worth at least 500 gp, which is not
consumed in casting

Lair Sense
Wizard Level 2 Divination DC 13 Spell Mod +5

1 min 120 ft V,S,M 24 hrs

You fill the air with spinning daggers in a cube
5 feet on each side, centered on a point you
choose within range. A creature takes 4d4
slashing damage when it enters the spell’s
area for the first time on a turn or starts its
turn there. At Higher Levels. When you cast
this spell using a spell slot of 3rd level or
higher, the damage increases by 2d4 for each
slot level above 2nd.

A sliver of glass

Cloud of Daggers
Wizard Level 2 Conjuration DC 13 Spell Mod +5

1 Act. 60 ft V,S,M Conc, 1 min

You touch a length of rope that is up to 60 feet
long. One end of the rope then rises into the
air until the whole rope hangs perpendicular
to the ground. At the upper end of the rope, an
invisible entrance opens to an
extradimensional space that lasts until the
spell ends. The extradimensional space can be
reached by climbing to the top of the rope. The
space can hold as many as eight Medium or
smaller creatures. The rope can be pulled into
the space, making the rope disappear from
view outside the space. Attacks and spells
can't cross through the entrance into or out of
the extradimensional space, but those inside
can see out of it as if through a
3-foot-by-5-foot window centered on the
rope. Anything inside the extradimensional
space drops out when the spell ends.

Powdered corn extract and a twisted loop of
parchment

Rope Trick
Wizard Level 2 Transmutation DC 13 Spell Mod +5

1 Act. Touch V,S,M 1 hr
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more than 60 feet away from you, the spell
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	spells-0-1-2: Far Realm Gaze
	spells-0-2-2: Mage Hand
	spells-0-3-2: Pummelstone
	spells-0-4-2: 
	spells-0-5-2: 
	spells-0-6-2: 
	spells-0-7-2: 
	spells-0-8-2: 
	spells-1-1-2: Ectoplasmic Armor
	spells-1-2-2: Embrace Destiny
	spells-1-3-2: Hidden Illumination
	spells-1-4-2: Insightful Feint
	spells-1-5-2: Magic Missile
	spells-1-6-2: Unseen Servant
	spells-1-7-2: 
	spells-1-8-2: 
	spells-1-9-2: 
	spells-1-10-2: 
	spells-1-11-2: 
	spells-1-12-2: 
	spells-2-1-2: Cloud of Daggers
	spells-2-2-2: Lair Sense
	spells-2-3-2: Misty Step
	spells-2-4-2: Rope Trick
	spells-2-5-2: 
	spells-2-6-2: 
	spells-2-7-2: 
	spells-2-8-2: 
	spells-2-9-2: 
	spells-2-10-2: 
	spells-2-11-2: 
	spells-2-12-2: 
	spells-2-13-2: 
	spells-3-1-2: 
	spells-3-2-2: 
	spells-3-3-2: 
	spells-3-4-2: 
	spells-3-5-2: 
	spells-3-6-2: 
	spells-3-7-2: 
	spells-3-8-2: 
	spells-3-9-2: 
	spells-3-10-2: 
	spells-3-11-2: 
	spells-3-12-2: 
	spells-3-13-2: 
	spells-4-1-2: 
	spells-4-2-2: 
	spells-4-3-2: 
	spells-4-4-2: 
	spells-4-5-2: 
	spells-4-6-2: 
	spells-4-7-2: 
	spells-4-8-2: 
	spells-4-9-2: 
	spells-4-10-2: 
	spells-4-11-2: 
	spells-4-12-2: 
	spells-4-13-2: 
	spells-5-1-2: 
	spells-5-2-2: 
	spells-5-3-2: 
	spells-5-4-2: 
	spells-5-5-2: 
	spells-5-6-2: 
	spells-5-7-2: 
	spells-5-8-2: 
	spells-5-9-2: 
	spells-6-1-2: 
	spells-6-2-2: 
	spells-6-3-2: 
	spells-6-4-2: 
	spells-6-5-2: 
	spells-6-6-2: 
	spells-6-7-2: 
	spells-6-8-2: 
	spells-6-9-2: 
	spells-7-1-2: 
	spells-7-2-2: 
	spells-7-3-2: 
	spells-7-4-2: 
	spells-7-5-2: 
	spells-7-6-2: 
	spells-7-7-2: 
	spells-7-8-2: 
	spells-7-9-2: 
	spells-8-1-2: 
	spells-8-2-2: 
	spells-8-3-2: 
	spells-8-4-2: 
	spells-8-5-2: 
	spells-8-6-2: 
	spells-8-7-2: 
	spells-9-1-2: 
	spells-9-2-2: 
	spells-9-3-2: 
	spells-9-4-2: 
	spells-9-5-2: 
	spells-9-6-2: 
	spells-9-7-2: 
	spellcasting-class-2: Wizard
	spellcasting-ability-2: Intelligence
	spell-save-dc-2: 13
	spell-attack-bonus-2: +5
	spell-slots-1-2: 4
	spell-slots-2-2: 2
	spell-slots-3-2: 
	spell-slots-4-2: 
	spell-slots-5-2: 
	spell-slots-6-2: 
	spell-slots-7-2: 
	spell-slots-8-2: 
	spell-slots-9-2: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	allies: 
	faction-name: 
	prof-bonus: +2
	class-level: Wizard [School of Divination] (3)
	background: Prophet
	player-name: 
	race: Human/Calishite
	alignment: Neutral Good
	xp: 
	inspiration: Off
	character-name: Knox
	ac: 12
	initiative: +2
	speed: 30
	hp-max: 16
	hp-current: 
	hp-temp: 
	hd: 3x(1d6+0)
	hd-2: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Check Box 15: Off
	Check Box15: Off
	Check Box16: Off
	str: -1
	str-mod: 8
	dex: +2
	dex-mod: 14
	con: 0
	con-mod: 10
	int: +3
	int-mod: 16
	wis: +2
	wis-mod: 14
	cha-mod: 12
	cha: +1
	passive: 12
	other-profs: Tool Proficiencies: Calligrapher's Supplies; Cartographer's Tools; Painter's Supplies

Weapon Proficiencies: Crossbow, light; Dagger; Dart; Quarterstaff; Sling

Language Proficiencies: Common; Elvish; Goblin; Undercommon
	personality-traits: 


	ideals: 
	bonds: 
	flaws: 
	features-and-traits: Backpack
Bag of Sand
Bedroll
Book
Calligrapher's Supplies
Clothes, common
Clothes, traveler’s
Component pouch
Ink
Ink pen
Knife, Small
Parchment x10
Spellbook
	weapon-name-1: Dagger
	weapon-name-2: Rapier
	weapon-name-3: Quarterstaff
	weapon-attack-bonus-1: +4
	weapon-attack-bonus-2: +2
	weapon-attack-bonus-3: +1
	weapon-damage-1: 1d4+2 piercing
	weapon-damage-2: 1d8+2 piercing
	weapon-damage-3: 1d6-1 bludgeoning
	attacks-and-spellcasting: Number of Attacks: 1

	cp: 
	sp: 25
	ep: 
	gp: 5
	pp: 
	equipment: 
	str-save-check: Off
	athletics-check: Off
	dex-save-check: Off
	acrobatics-check: Off
	sleight-of-hand-check: Off
	stealth-check: Off
	con-save-check: Off
	int-save-check: Yes
	arcana-check: Yes
	history-check: Yes
	investigation-check: Off
	nature-check: Off
	religion-check: Yes
	wis-save-check: Yes
	animal-handling-check: Off
	insight-check: Yes
	medicine-check: Off
	perception-check: Off
	survival-check: Off
	cha-save-check: Off
	deception-check: Off
	intimidation-check: Off
	performance-check: Off
	persuasion-check: Yes
	str-save: -1
	athletics: -1
	dex-save: +2
	acrobatics: +2
	sleight-of-hand: +2
	stealth: +2
	con-save: 0
	int-save: +5
	arcana: +5
	history: +5
	investigation: +3
	nature: +3
	religion: +5
	wis-save: +4
	animal-handling: +2
	insight: +4
	medicine: +2
	perception: +2
	survival: +2
	cha-save: +1
	deception: +1
	intimidation: +1
	performance: +1
	persuasion: +3


