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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
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25 ft. (Walking)

Q SPEED J

Light Armor, Medium Armor

=== WEAPONS ===

Battleaxe, Crossbow, Light, Dagger, Dart,
Handaxe, Light Hammer, Quarterstaff, Sling,
Warhammer
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Zwerc Acolyte (Milestone)
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INSPIRATION
j === ARMOR ===

=== TOOQOLS ===
Smith's Tools

=== LANGUAGES ===
Common, Draconic, Dwarvish, Goblin

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

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.
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74

Stealth DEX === SPECIAL ===
\ CHARISMA ) +1 Survival wis Arcane Recovery » 1/ Long R(_ESt
Once per day when you finish a short rest, you can
1 choose expended spell slots to recover - up to a
= - combined level of 4, and none of the slots can be 6th
level or higher.
J— Sculpt Spells
When vou cast an evocation spell that affects other
\ SKILLS / ACTIONS
7 N
11 PASSIVE WISDOM (PERCEPTION) Quarterstaff +3 1dé+1 Bludgeoning  Simple, Versatile (1d8)
14 PASSIVE WISDOM (INSIGHT)
Ray of Frost +6 2d8 Cold VIS
PASSIVE INTELLIGENCE (INVESTIGATION . . .
17 ( ) Shocking Grasp +6 2d8 Lightning VIS
Darkvision 60 ft. Unarmed Strike +3 2 Bludgeoning
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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 15, Spell Attack +7)
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 4, 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

* Ability Score Improvement « PHB 115

* Potent Cantrip « PHB 117

When a creature succeeds on a saving throw against
your cantrip, the creature takes half the cantrip’s
damage (if any) but suffers no additional effect from
the cantrip.

=== ZWERC 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.

* Dwarven Armor Training
You have proficiency with light and medium armor.

* Home's Echo

When in predominantly stone or earthen terrain, you
can’t become lost, except by magic means, and you
have advantage on rolls to avoid becoming or
remaining lost.

* Earth’s Wrath

As a Reaction to the end of any turn, you open a
momentary rupture in the earth at a space you
designate within 100 feet. Any Large or smaller
creature within 20 feet of the space are knocked
prone, unless they succeed on a Strength or Dexterity
saving throw. The DC is 8 + your Proficiency Bonus +
your chosen spellcasting ability modifier (Charisma,
Intelligence, or Wisdom). You can use this trait a
number of times equal to your Proficiency Bonus, and
you can expend a Spell Slot to use this trait. You gain
all expended uses when you finish a Long Rest.

* Zwerc Lineage

You have the magic of the Zwerc in your veins. You
know the Guidance cantrip. You can cast the Earth
Tremor Spell a number of times equal to your
Proficiency Bonus, and you can expend a Spell Slot to
cast this Spell, using your chosen spellcasting ability
(Charisma, Intelligence, or Wisdom). You gain all
expended uses when you finish a Long Rest.

FEATURES & TRAITS
Small Knife 1 --

Quarterstaff 1 4 1b.

Backpack 1 5 lb.

Clothes, Common 1 31b.

Component Pouch 1 2 1b.

Pouch 1 11b.

Spellbook 1 3lb.
WEIGHT CARRIED Holy Symbol 1 .

23.1 Ib. Book 1 51b
ENCUMBERED Ink (1 ounce bottle) 1 -
180 Ib. Ink Pen 1 -
PUSH/DRAG/LIFT Parchment (one sheet) 10 -
360 Ib. Little Bag of Sand 1 -

EQUIPMENT




Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li ‘\
=== CANTRIPS === (At Will)
O Mage Hand Wizard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Ray of Frost Wizard +7 1A 60 ft. V,S Instantaneous  PHB 271 VIS
QO Shocking Grasp Wizard +7 1A Touch V,S Instantaneous  PHB 275 V/S
Q Prestidigitation Wizard - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Guidance Wizard -- 1A Touch V,S Upto 1 minute
=== 1st LEVEL === 4 Slots OO00
O Burning Hands Wizard DEX 15 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
O Detect Magic [R]<C> Wizard -- 1A Self/30 ft. Sphere  V,S Concenaiion, uproominvtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Magic Missile Wizard - 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Sleep Wizard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D: 1m, 20 ft. Sphere, V/SIM
O Charm Person Wizard WIS 15 1A 30 ft. V.S 1 hour PHB 221  D:1h,V/S
O Color Spray Wizard - 1A Self/15 ft. Cone V,S,M 1 round PHB 222  D:1Rnd, 15 ft. Cone, V/S/IM
O Earth Tremor Wizard DEX15 1A 10 ft. V.S Instantaneous ~ EE 155 VIS
O Feather Fall Wizard - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Ice Knife Wizard DEX15/+7 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, S/IM
O Identify [R] Wizard - 11m  Touch V,S,M Instantaneous PHB 252 V/S/M
O Unseen Servant [R] Wizard - 1a+10m 60 ft. V,S,M 1 hour PHB 284  D: 1h, V/ISIM
O Thunderwave Wizard CON 15 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
R SPELLS N
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