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  Strength

  Dexterity

  Constitution

  Intelligence

  Wisdom

  Charisma

CP EPSP GP PP

  Acrobatics (Dex)

  Animal Handling (Wis)

  Arcana (Int)

  Athletics (Str)

  Deception (Cha)

  History (Int)

  Insight (Wis)

  Intimidation (Cha)

  Investigation (Int)

  Medicine (Wis)

  Nature (Int)

  Perception (Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion (Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival (Wis)
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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. The spell's damage increases by 1d8
when you reach 5th level (2d8), 11th level (3d8),
and 17th level (4d8).

Ray of Frost
Wizard Cantrip Evocation DC 13 Spell Mod +5

1 Act. 60 ft V,S Inst

You cause numbing frost to form on one
creature that you can see within range. The
target must make a Constitution saving throw.
On a failed save, the target takes 1d6 cold
damage, and it has disadvantage on the next
weapon attack roll it makes before the end of
its next turn. The spell’s damage increases by
1d6 when you reach 5th level (2d6), 11th level
(3d6), and 17th level (4d6).

Frostbite
Wizard Cantrip Evocation DC 13 Spell Mod +5

1 Act. 60 ft V,S Inst

You shape shadows into claws that grow from
your fingers and drip inky blackness. You can
make melee spell attacks with these claws that
deal 1d10 cold damage, and the claws have a
reach of 10 feet.

Claws of Darkness
Wizard Cantrip Evocation DC 13 Spell Mod +5

1 Act. Self V,S Conc, 1 min

You hurl a 4-inch-diameter sphere of energy
at a creature that you can see within range.
You 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. If the attack hits, the creature takes 3d8
damage of the type you chose. At Higher
Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage
increases by 1d8 for each slot level above 1st.

A diamond worth at least 50gp

Chromatic Orb
Wizard Level 1 Evocation DC 13 Spell Mod +5

1 Act. 90 ft V,S,M Inst

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. At
Higher Levels. When you cast this spell using a
spell slot of 2nd level or higher, the damage
increases by 1d6 for each slot level above 1st.

Burning Hands
Wizard Level 1 Evocation DC 13 Spell Mod +5

1 Act. Self V,S Inst

Your swift gesture creates a solid lash of
howling wind. Make a melee spell attack
against the target. On a hit, the target takes
1d8 slashing damage from the shearing winds
and is pushed 5 feet away from you.  The
spell’s damage increases by 1d8 when you
reach 5th level (2d8), 11th level (3d8), and 17th
level (4d8).

Wind Lash
Wizard Cantrip Evocation DC 13 Spell Mod +5

1 Act. 20 ft V,S Inst

You create a shard of ice and fling it at one
creature within range. Make a ranged spell
attack against the target. On a hit, the target
takes 1d10 piercing damage. Hit or miss, the
shard then explodes. The target and each
creature within 5 feet of it must succeed on a
Dexterity saving throw or take 2d6 cold
damage. At Higher Levels. When you cast this
spell using a spell slot of 2nd level or higher,
the cold damage increases by 1d6 for each slot
level above 1st.

A drop of water or piece of ice

Ice Knife
Wizard Level 1 Conjuration DC 13 Spell Mod +5

1 Act. 60 ft S,M Inst

The target creature traverses craggy slopes
with the surefootedness of a mountain goat.
When climbing slopes and inclines (but not
vertical surfaces) that normally reduce speed
by half, the target moves at three-quarters
normal speed instead. The target also gains a
+2 bonus on checks to prevent falls, to catch a
ledge or otherwise stop themselves when
falling, and on Dexterity checks to move along
narrow ledges. At Higher Levels. When you
cast this spell using a spell slot of 2nd level or
higher, the duration increases by 1 minute for
every slot above 1st.

A goat's hoof

Goat's Hoof Charm
Wizard Level 1 Transmutation DC 13 Spell Mod +5

1 Act. Touch V,S,M 1 min

You reach out with a hand of decaying
shadows. Make a ranged spell attack. If it hits,
the target takes 2d8 necrotic damage and must
make a Constitution saving throw. If it fails,
its visual organs are enveloped in shadow
until the start of your next turn, causing it to
treat all lighting as if it’s one step lower in
intensity (it treats bright light as dim, dim
light as darkness, and darkness as magical
darkness).  At Higher Levels. When you cast
this spell using a spell slot of 2nd level or
higher, the damage increases by 1d8 for each
slot level above 1st.

Cloying Darkness
Wizard Level 1 Necromancy DC 13 Spell Mod +5

 1 Act. 30 ft V,S 1 Rnd
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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

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.

A piece of cured leather

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

1 Act. Touch V,S,M 8 hrs

You touch a creature. The creature's jump
distance is tripled until the spell ends.

A grasshopper's hind leg

Jump
Wizard Level 1 Transmutation DC 13 Spell Mod +5

1 Act. Touch V,S,M 1 min

One creature or object of your choice that you
can see within range rises vertically, up to 20
feet, and remains suspended there for the
duration. The spell can levitate a target that
weighs up to 500 pounds. An unwilling
creature that succeeds on a Constitution
saving throw is unaffected. The target can
move only by pushing or pulling against a
fixed object or surface within reach (such as a
wall or a ceiling), which allows it to move as if
it were climbing. You can change the target's
altitude by up to 20 feet in either direction on
your turn. If you are the target, you can move
up or down as part of your move. Otherwise,
you can use your action to move the target,
which must remain within the spell's range.
When the spell ends, the target floats gently to
the ground if it is still aloft.

Either a small leather loop or a piece of golden wire
bent into a cup shape with a long shank on one end

Levitate
Wizard Level 2 Transmutation DC 13 Spell Mod +5

1 Act. 60 ft V,S,M Conc, 10 mins

You can blind or deafen a foe. Choose one
creature that you can see within range to make
a Constitution saving throw. If it fails, the
target is either blinded or deafened (your
choice) for the duration. At the end of each of
its turns, the target can make a Constitution
saving throw. On a success, the spell ends. At
Higher Levels. When you cast this spell using a
spell slot of 3rd level or higher, you can target
one additional creature for each slot level
above 2nd.

Blindness/Deafness
Wizard Level 2 Necromancy DC 13 Spell Mod +5

1 Act. 30 ft V 1 min

You create a swirling tunnel of strong wind
extending from yourself in a direction you
choose. The tunnel is a line 60-foot long and
10-foot wide. The wind blows from you toward
the end of the line, which is stationary once
created. A creature in the line moving with the
wind adds 10 feet to its speed, and ranged
weapon attacks fired with the wind don’t
suffer disadvantage due to long range.
Creatures in the line moving against the wind
spend 2 feet of movement for every 1 foot they
move, and ranged weapon attacks fired
through the line against the wind are made
with disadvantage. The wind tunnel disperses
gases and vapors, and it extinguishes candles,
torches, and similar unprotected flames in the
area. It causes protected flames, such as those
of lanterns, to dance wildly and has a 50
percent chance of extinguishing them.

A hollow reed or paper tube

Wind Tunnel
Wizard Level 1 Evocation DC 13 Spell Mod +5

1 Act. Self 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

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 reach into the mind of one creature you
can see within range. The target must make a
Wisdom saving throw, taking 3d8 psychic
damage on a failed save, or half as much
damage on a successful one. On a failed save,
you also always know the target’s location
until the spell ends, but only while the two of
you are on the same plane of existence. While
you have this knowledge, the target can’t
become hidden from you, and if it’s invisible,
it gains no benefit from that condition against
you. At Higher Levels: When you cast this
spell using a spell slot of 3rd level or higher,
the damage increases by 1d6 for each slot level
above 2nd.

Mind Spike
Wizard Level 2 Divination DC 13 Spell Mod +5

1 Act. 60 ft S Conc, 1 hr
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Razor sharp blades of ice erupt out of the
ground or another surface in a 20-foot cube,
centered on a point you can see within range.
For the duration, the area is lightly obscured
and difficult terrain. A creature that moves
more than 5 feet on a turn within the area, or
into the area, must make a Dexterity saving
throw. On a failed save, the creature takes 2d6
slashing damage and 3d6 cold damage, or half
as much damage on a successful one. A
creature that takes cold damage from this spell
is reduced to half speed until the start of its
next turn.  At Higher Levels. When you cast
this spell using a spell slot of 4th level or
higher, the damage increases by 1d6 for each
slot level above 3rd.

A water from a melted icicle

Frozen Razors
Wizard Level 3 Evocation DC 13 Spell Mod +5

1 Act. 90 ft V,S,M Conc, 1 min

You attempt to interrupt a creature in the
process of casting a spell. If the creature is
casting a spell of 3rd level or lower, its spell
fails and has no effect. If it is casting a spell of
4th level or higher, make an ability check
using your spellcasting ability. The DC equals
10 + the spell’s level. On a success, the
creature’s spell fails and has no effect. At
Higher Levels: When you cast this spell using a
spell slot of 4th level or higher, the
interrupted spell has no effect if its level is less
than or equal to the level of the spell slot you
used.

Counterspell
Wizard Level 3 Abjuration DC 13 Spell Mod +5

1 reAct. 60 ft S Inst

You can cast this spell as a reaction when
you’re targeted by a breath weapon. Doing so
gives you advantage on your saving throw
against the breath weapon. If your saving
throw succeeds, you take no damage from the
attack even if a successful save normally only
halves the damage. Whether your saving
throw succeeded or failed, you absorb and
store energy from the attack. On your next
turn, you can make a ranged spell attack
against a target within 60 feet. On a hit, the
target takes 3d10 force damage. If you opt not
to make this attack, the stored energy
dissipates harmlessly. At Higher Levels. When
you cast this spell using a spell slot of 4th level
or higher, the damage done by your attack
increases by 1d10 for each slot level above 3rd.

Catch The Breath
Wizard Level 3 Transmutation DC 13 Spell Mod +5

1 reAct. Self V Inst
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	class-level: Wizard [Mage Hunter] (6)
	alignment: Lawful Good
	background: City Watch
	player-name: 
	race: Tabaxi
	xp: 20000
	character-name: Winter's Bite
	personality-traits: I have a joke for every occasion, especially occasions where humor is inappropriate. 

I get bored easily. When am I going to get on with my destiny. 
	str: +1
	initiative: +2
	str-mod: 12
	ideals: We are the heroes of our own stories, so let's make it epic. 
	dex: +2
	hp-max: 42
	dex-mod: 15
	con: +1
	con-mod: 13
	int: +2
	int-mod: 15
	wis: 0
	wis-mod: 11
	cha: 0
	cha-mod: 10
	inspiration: 
	prof-bonus: +3
	ac: 13
	speed: 30
	hp-current: 
	hp-temp: 
	Total: 
	HD: 

	Type: 
	HD: 

	DS: 
	Success: 
	1: Off
	2: Off
	3: Off

	Fail: 
	1: Off
	2: Off
	3: Off


	str-save-check: Off
	dex-save-check: Off
	con-save-check: Off
	int-save-check: Yes
	wis-save-check: Yes
	cha-save-check: Off
	str-save: +1
	dex-save: +2
	con-save: +1
	int-save: +5
	wis-save: +3
	cha-save: 0
	bonds: My clan owes a great debt and I will not rest until it is paid.
	flaws: The best way to get me to do something is to tell me I can't do it. 
	acrobatics-check: Off
	animal-handling-check: Off
	arcana-check: Yes
	athletics-check: Yes
	deception-check: Off
	history-check: Yes
	insight-check: Yes
	intimidation-check: Off
	investigation-check: Off
	medicine-check: Off
	nature-check: Off
	perception-check: Yes
	performance-check: Off
	persuasion-check: Off
	religion-check: Off
	sleight-of-hand-check: Off
	stealth-check: Yes
	survival-check: Off
	acrobatics: +2
	animal-handling: 0
	arcana: +5
	athletics: +4
	deception: 0
	history: +5
	insight: +3
	intimidation: 0
	investigation: +2
	medicine: 0
	nature: +2
	perception: +3
	performance: 0
	persuasion: 0
	religion: +2
	sleight-of-hand: +2
	stealth: +5
	survival: 0
	attacks-and-spellcasting: Number of Attacks: 1

	passive: 13
	weapon-name-1: Dart
	weapon-attack-bonus-1: +5
	weapon-damage-1: 1d4+2 piercing
	weapon-name-2: Dagger
	weapon-name-3: Quarterstaff +2
	weapon-attack-bonus-2: +5
	weapon-attack-bonus-3: +6
	weapon-damage-2: 1d4+2 piercing
	weapon-damage-3: 1d6+3 bludgeoning
	cp: 20
	sp: 20
	ep: 
	gp: 75
	pp: 
	other-profs: Weapon Proficiencies: Crossbow, light; Dagger; Dart; Quarterstaff; Simple; Sling

Armor Proficiencies: Light

Language Proficiencies: Common; Draconic; Elvish; Giant; Thieves' Cant
	equipment: 
	features-and-traits: Backpack
Bag Of Holding
Bag of Sand
Bedroll
Blanket
Book
Caltrops
Candle
Clothes, fine
Clothes, traveler’s
Component pouch
Dungeoneer's Pack
Ink
Ink pen
Knife, Small
Leather
Manacles
Oil
Parchment x10
Rations (1 day) x3
Ring Of Spell Storing
Spellbook
Waterskin
	character-name-2: Winter's Bite
	age: 19
	height: 6'8"
	weight: 155
	eyes: Blue
	skin: 
	hair: Snow Leaporad
	faction-name: Winter Clan (Tabaxi)
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	allies: 
	backstory: The story of the Winter Clan's imprisonment by a family of wizards in a castle outside of time and space is shrouded in mystery and legend. It is said that the clan was taken captive by the wizards for their entertainment. During their many years of captivity, they were subjected to unspeakable horrors and were made to suffer greatly. Many died.

However, one day, Pure Wonder, the legendary Tabaxi wizard, arrived at the castle and freed our clan from their captivity. Pure Wonder was known throughout the land for her incredible magical abilities and heroic deeds. It is said that she defeated the wizard family in a fierce battle and liberated our clan from their captivity.

The Winter Clan will be eternally grateful to Pure Wonder for our lives and freedom. We have vowed to serve her and her cause. My kindle was trained from birth to be worthy to serve Pure Wonder and to repay our debt to her.

The training was rigorous and intense, and only the strongest and most dedicated of my kindle were chosen to serve Pure Wonder. We learned to harness our innate magical abilities and to use them for the greater good. We also learned to fight with weapons and to use honed our quick reflexes and agility to outmaneuver even the fastest of opponents.

Today, my kindle and I are a highly respected group of warriors and magic users who serve Pure Wonder with unwavering loyalty. We are known throughout many lands for our courage and fierce dedication to the cause. Our debt to Pure Wonder has not yet been fully repaid, but we continue to strive towards that goal every day.
	features-and-traits-2: -----------Other Traits------------Age. Tabaxi have lifespans equivalent to humans.Alignment. Tabaxi tend towards chaotic alignments, as they let impulse and fancy guide their decisions. They are rarely evil, with most of them driven by curiosity rather than greed or other dark impulses.Arcane Recovery. When you finish a short rest, regain spell slots totalling no more than 3, and each must be 5th level or lower. (use once/day).Cat's Claws. Because of your claws, you have a climbing speed of 20 feet. In addition, your claws are natural weapons, which you can use to make unarmed strikes. If you hit with them, you deal slashing damage equal to 1d4 + your Strength modifier, instead of the bludgeoning damage normal for an unarmed strike.Cat's Talent. You have proficiency in the Perception and Stealth Skills. These proficiencies must be filled into the sheet manually.Counter-Weave. You can use a bonus action to place the counter-weave on a creature you can see within 30 feet of you, which lasts for 1 minute. It ends early if the creature dies, you die, or you are incapacitated. Until the counter-weave ends, the following conditions apply: • You gain a bonus to saving throws against the target's spells = your Intelligence modifier (minimum of 1). • You double your ability score modifier to Wisdom (Survival) skill checks to track the target, as well as Intelligence checks to identify or recall information about your target. • The range of your target's cantrips and spells is reduced by 10 feet or to the range of touch, whichever is greater. • Your target's Constitution saving throws to maintain concentration are reduced by your Intelligence modifier. You can use this feature twice per short or long rest.Feline Agility. Your reflexes and agility allow you to move with a bust of speed. When you move on your turn in combat, you can double your speed until then end of the turn. Once you use this trait, you can't use it again until you move 0 feet on one of your turns.Hunter's Armament. Choose a melee weapon in which you are proficient. Performing the bonding ritual takes 1 hour, which may be done during a short rest. The weapon must be within your reach throughout the ritual. You can't be disarmed of your bonded weapon unless you are incapacitated. If it is on the same plane of existence, you can summon that weapon as a bonus action on your turn, causing it to teleport instantly to your hand. If you attempt to bond to another weapon, you must break the bond with the first. While your bond exists, you can use your spellcasting ability instead of Strength for the attack and damage rolls of melee attacks using that weapon. The weapon also becomes magical, if it isn't already. At 10th level, your effectiveness with the weapon improves as it gains a bonus of +1 to attack and damage rolls, and then again to a +2 bonus at 14th level.g.Languages. You can speak, read and write Common and one other language of your choice. The second language must be filled into the sheet manually.Mage Slayer. When a creature within 5 feet of you casts a spell, you can use your reaction to make a melee weapon attack against that creature.When you damage a creature that is concentrating on a spell, that creature has disadvantage on the saving throw it makes to maintain its concentration.You have advantage on saving throws against spells cast by creatures within 5 feet of you.Size. Tabaxi are taller on average than humans and relatively slender. Your size is medium.Watcher's Eye. Your experience in enforcing the law, and dealing with lawbreakers, gives you a feel for local laws and criminals. You can easily find the local outpost of the watch or a similar organization, and just as easily pick out the dens of criminal activity in a community, although you're more likely to be welcome in the former locations rather than the latter. .
	treasure: Gem (10 GP) (3)
Gem (1000 GP) (1)
	spellcasting-class-1: Wizard
	spellcasting-ability-1: Intelligence
	spell-save-dc-1: 13
	spell-attack-bonus-1: +5
	spells-0-1-1: Claws of Darkness
	spells-0-4-1: Wind Lash
	spell-slots-1-1: 4
	SlotsRemaining 19: 
	Spell: 
	Prep: 
	One: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off
	6: Off
	7: Off
	8: Off
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	10: Off
	11: Off
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	0: Off
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	8: Off
	9: Off
	10: Off
	11: Off
	12: Off

	Three: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off
	6: Off
	7: Off
	8: Off
	9: Off
	10: Off
	11: Off
	12: Off

	Four: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off
	6: Off
	7: Off
	8: Off
	9: Off
	10: Off
	11: Off
	12: Off

	Five: 
	0: Off
	1: Off
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	3: Off
	4: Off
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	8: Off

	Six: 
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	1: Off
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	8: Off

	Seven: 
	0: Off
	1: Off
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	3: Off
	4: Off
	5: Off
	6: Off
	7: Off
	8: Off

	Eight: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off
	6: Off

	Nine: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off
	6: Off
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