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Wizard 5 Bob_Mayer
CLASS & LEVEL PLAYER NAME
Rock Gnome Sage (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === TOOLS ===
~ Tinker's Tools
I — === LANGUAGES ===
ABILITY SAVE DC | Common, Dwarvish, Elvish, Gnomish
S==x N
/ N\
25 ft. (Walking)
A SPEED )
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=== ACTIONS === War Caster

Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== REACTIONS ===
Arcane Deflection

When you are hit by an attack or you fail a saving
throw, you can use your reaction to gain a +2 bonus to
your AC against that attack or a +4 bonus to that
saving throw. When you use this feature, you can’t
cast spells other than cantrips until the end of your
next turn.

You can use your reaction to make an opportunity
attack to cast a spell that has a casting time of 1
action and targets only that creature.

=== 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 3, and none of the slots can be 6th
level or higher.

74

SKILLS \ ACTIONS
4 N
11 PASSIVE PERCEPTION Quarterstaff +2 1d6-1 Bludgeoning  Simple, Versatile, Topple
14 DASSIVE INSIGHT Fire Bolt +6 2d10 Fire VIS
Shocking Grasp +6 2d8 Lightning VIS
13 PASSIVE INVESTIGATION Unarmed Strike +2 0 Bludgeoning
Darkvision 60 ft.
SENSES L <\ 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 14, Spell Attack +6)
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 3, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| War Magic

* Arcane Deflection « XGtE 59

When you are hit by an attack or you fail a saving
throw, you can use your reaction to gain a +2 bonus to
your AC against that attack or a +4 bonus to that
saving throw. When you use this feature, you can't
cast spells other than cantrips until the end of your
next turn.

| 1 Reaction
* Tactical Wit « XGtE 60

You gain a bonus to your initiative rolls equal to your
INT modifier (+3).

=== ROCK GNOME SPECIES TRAITS ===

* Ability Score Increase * BR 36
Your Intelligence score increases by 2.

* 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.

* Ability Score Increase * BR 37
Your Constitution score increases by 1.

* 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.

=== FEATS ===

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.
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PUSH/DRAG/LIFT

240 Ib.

| 1 Reaction
* Ability Score Improvement « PHB 115
FEATURES & TRAITS
Quarterstaff 1 4 1b.
Crystal 1 1lb.
Ink (1 ounce bottle) 1 -
Backpack 1 5 lb.
Clothes, Common 1 31b.
Spellbook 1 3lb.
Small Knife 1 -
Book 1 51b
Ink (1 ounce bottle) 1 -
WEIGHT CARRIED Ink Pen L -
21 Ib. Parchment (one sheet) 10 -
ENCUMBERED Little Bag of Sand 1 -
120 Ib. Small Knife 1 -
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Roontul Shelfery spent most of their life within the
halls of the Wizards Tower, a place where intellect
and discipline were honed into weapons as sharp
as any blade. A rock gnome with an insatiable
curiosity, Roontul gravitated toward the study of
war magic—not for glory, but for the promise of
being useful when it mattered most. While others
debated theory, they practiced tirelessly,
determined that when the day came, their spells
would hold the line alongside Kryal's soldiers.

That day came sooner than anyone expected. The
war with lllyros did not wait for Roontul’s
graduation, nor for their teachers to finish shaping
its students into battlemages. When the conflict
reached the very walls of the castle, the halls that
once echoed with lectures and incantations
instead rang with alarm and chaos. Faced with an
overwhelming assault, the grand mage made a
difficult choice: the students were to flee. They
were not yet ready to stand against a full invasion,
and their survival would mean the difference
between a future resistance and a lost generation
of mages.

Roontul obeyed—nbut not without hesitation. Every
instinct urged them to stay, to prove that their
studies had meaning, that they could fight as they
had always intended. Instead, they left alongside
their fellow students, carrying with them
half-finished lessons and the bitter weight of
retreat. The promise was clear: this was not
surrender, but preservation. They would regroup,
rebuild, and one day return stronger.

Now, Roontul travels beyond the towers walls for
the first time, their magic no longer confined to
controlled exercises, but tested against the harsh
reality of war. They are no longer just a student,
yet not quite the wizard they aspired to be. Still,
they press forward, determined to turn what they
have learned into something that can make a
difference—so that when the time comes to
reclaim what was lost, they will not have to run

CHARACTER BACKSTORY
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=== CANTRIPS === (At Will)
QO Fire Bolt Wizard +6 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Shocking Grasp Wizard +6 1A Touch V,S Instantaneous  PHB 275  V/S
O Mage Hand Wizard - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, V/S
O Minor lllusion Wizard - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
=== 1st LEVEL === 4 Slots OO00
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/ISIM
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 Hideous Laughter Wizard WIS 14 1A 30 ft. V,S,M  concentation, upto 1 minue - PHB D: 1m, VISIM
O Fog Cloud Wizard - 1A 120 ft/20 ft. Sphere  V/,S Concentration, upto L hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Expeditious Retreat Wizard -- 1BA  Self V.S Concenration, upto 0minutes - PHB 238 D: 10m, V/S
===2nd LEVEL === 3 Slots 000
O Misty Step Wizard -- 1BA  Self \% Instantaneous  PHB 260 V
O Phantasmal Force Wizard INT14 1A 60 ft./10 ft. Cube V,S,M  concenvation. wpro1minwe - PHB 264 D: 1m, 10 ft. Cube, V/IS/M
QO Scorching Ray Wizard +6 1A 120 ft. V,S Instantaneous  PHB 273 VIS
QO Spider Climb Wizard - 1A Touch V,S,M  concentration, upto 1hour  PHB 277 D: 1h, VISIM
O Web Wizard DEX 14 1A  60ft/20ft. Cube V,S,M Conceniatonwpioinow PHB 287  D: 1h, 20 ft. Cube, V/S/M
=== 3rd LEVEL === 2 Slots 0O
O Counterspell Wizard - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
QO Lightning Bolt Wizard DEX 14 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 100 ft. Line, V/S/M
O Melf's Minute Meteors Wizard DEX 14 1A Self V,S,M  concentration, upto 10 minutes EE 161 D: 10m, V/SIM
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