Forest Gnome

3rd-level Wizard (Enchanter)

Sage

RACE

LEVEL & CLASS

BACKGROUND

DESCRIPTION

PLAYER

Small
SIZE

CHARACTER NAME

STRENGTH

+2

-1

PROFICIENCY BONUS

12

+2

ARMOR
CLASS

INITIATIVE

Strength
Hit Point Maximum

Dexterity

8

25
FEET
SPEED

+2

+5

Intelligence

+3

Wisdom

There’s nothing I like more than a good mystery.
PERSONALITY TRAITS

14

Knowledge. The path to power and
self-improvement is through knowledge.

Constitution
DEXTERITY

I’m used to helping out those who aren’t as
smart as I am, and I patiently explain
anything and everthing to others.

IDEALS

CURRENT HIT POINTS

Charisma
I’ve been searching my whole life for the
answers to a certain question.

SAVING THROWS

14

TEMPORARY HIT POINTS

Acrobatics ( Dex)

CONSTITUTION

Animal Handling ( Wis )

+0

+5

Total

Arcana ( Int)

3D6

SUCCESSES

HIT DICE

Deception ( Cha)

INTELLIGENCE

+3

DEATH SAVES

+5

History ( Int)

+3

Insight ( Wis )

NAME

Intimidation ( Cha)

Quarterstaff 1

+1

1D6-1 BLUDGEONING

Investigation ( Int)

Spellcasting 2

+5

VARIABLE

16

ATK BONUS

DAMAGE/TYPE

Medicine ( Wis )
Nature ( Int)

WISDOM

1

You can wield your quarterstaff with both hands
to deal 1d8-1 damage on a hit.

2

Your Spellcasting ability is Intelligence. When
casting spells that require your target to make a
saving throw, your Spell Save DC is 13.

Perception ( Wis )

+1

Performance ( Cha)
Persuasion ( Cha)
+5

12

Cantrips. You know the Fire Bolt, Minor
Illusion, Mage Hand, and Light cantrips.

Religion ( Int)
Sleight of Hand ( Dex)

CHARISMA

Stealth ( Dex)

+2

Survival ( Wis )

Prepared Spells. You have Detect Magic, Hold
Person, Identify, Invisibility, Mage Armour, and
Magic Missile prepared. You can choose a new
list of 6 spells from your spellbook (see the
back of this sheet) after a long rest.

SKILLS

Spell Slots
(1ST) (1ST) (1ST) (1ST) (2nd) (2nd)

15

11

PASSIVE WISDOM
(PERCEPTION)

Proficiencies. Daggers, darts, slings,
quarterstaves, light crossbows.

ATTACKS & SPELLCASTING

Quarterstaff 1
spellbook
Book of lore
bottles of ink (2)
quill pens (2)
sheets of parchment (10)
little bag of sand
small knife
set of common clothes
belt pouch
charcoal, incense, and herbs (worth 10 GP) 2
pearl (worth 100 gp) 3

CP

Languages. Common, Gnomish, Elvish, Sylvan.
SP

EP

GP

10
1

PP

OTHER PROFICIENCIES & LANGUAGES

I am easily distracted by the promise of
information.

FAILURES

Athletics ( Str )

10

BONDS

Your quarterstaff serves as your arcane
focus. You must be holding it with at least
one hand to cast spells that require
material components.

2

These items are required to cast the Find
Familiar spell.

3

This item is requred to cast the Identify
spell

EQUIPMENT

FLAWS

Darkvision. you have superior vision in dark and
dim conditions. You can see in dim light within
60 feet of you as if it were bright light, and in
darkness as if it were dim light. you can’t
discern colour in darkness, only shades of gray.
Gnome Cunning. You have advantage on all
Intelligence, Wisdom, and Charisma saving
throws against magic.
Speak with Small Beasts. Through sound and
gestures, you can communicate simple ideas with
Small or smaller beasts.
Ritual Casting. You can cast a spell from your
spellbook as a ritual if that spell has the
“ritual” tag. ritual casting takes 10 minutes
longer, but You don’t need to have the spell
prepared and casting in this way does not use up
a spell slot.
Arcane Recovery. Once per day, after a short
rest, you can recover one 1st-level spell slot.
Enchantment Savant. The gold and time you
must spend to copy an enchantment spell into
your spellbook is halved.
Hypnotic Gaze. As an action, a creature within 5
ft. of you that can see and hear you must make
a DC 13 Wisdom saving throw. On a failure, the
creature cannot move or take actions or
reactions until the end of your next turn.
On subsequent turns, you can use your action
to extend this effect for another turn. the
effect ends if you move more than 5 ft. away
from the creature, if the creature can neither
see nor hear you anymore, or if it takes any damage.
Once the charm effect ends, or if the creature
succeeds on its initial saving throw, that
creature becomes immune to your hypnotic gaze
until you finish a long rest.
Researcher. When you attemp to learn or recall
lore, if you do not know it, you often know
where and from whom you can obtain it. Usually,
this information comes from a library,
scriptorium, university, or a sage or other
learned creature. Note that Your DM might
rule that the knowedge you seek is secreted
away in an almost inaccessible place, or that it
simple cannot be found.

FEATURES & TRAITS
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Cantrips

Detect Magic

Magic Missile

Fire Bolt

1st-level divination (ritual)

1st-level evocation

Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

For the duration, you sense the presence of magic within 30
feet of you. If you sense magic in this way, you can use your
action to see a faint aura around any visible creature or object
in the area that bears magic, and you learn its school of magic,
if any.

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.

Evocation cantrip
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous
You hurl a mote of fire at a creature or object within range.
Make a ranged spell attack (+5) against the target. On a hit, the
target takes 1d10 fire damage. A flammable object hit by this
spell ignites if it isn’t being worn or carried.

Minor Illusion
Illusion cantrip
Casting Time: 1 action
Range: 30 feet
Components: S, M (a bit of fleece)
Duration: 1 minute
You create a sound or an image of an object within range that
lasts for the duration. The illusion also ends if you dismiss it as
an action or cast this spell again.
If you create a sound, its volume can range from a whisper to a
scream. It can be your voice, someone else’s voice, a lion’s roar,
a beating of drums, or any other sound you choose. The sound
continues unabated throughout the duration, or you can make
discrete sounds at different times before the spell ends.
If you create an image of an object—such as a chair, muddy
footprints, or a small chest—it must be no larger than a 5-foot
cube. The image can’t create sound, light, smell, or any other
sensory effect.
Physical interaction with the image reveals it to be an illusion,
because things can pass through it.
If a creature uses its action to examine the sound or image, the
creature can determine that it is an illusion with a successful
Intelligence (Investigation) check against your spell save
DC. If a creature discerns the illusion for what it is, the illusion
becomes faint to the creature.

Mage Hand
Conjuration cantrip
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 minute
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.

Light
Evocation cantrip
Casting Time: 1 action
Range: Touch
Components: V, M (a firefly or phosphorescent moss)
Duration: 1 hour
You touch one object that is no larger than 10 feet in any
dimension. Until the spell ends, the object sheds bright light in
a 20-foot radius and dim light for an additional 20 feet. The
light can be colored as you like. Completely covering the object
with something opaque blocks the light. The spell ends if you
cast it again or dismiss it as an action.
If you target an object held or worn by a hostile creature, that
creature must succeed on a Dexterity saving throw to avoid the spell.

Spell Book
Comprehend Languages
1st-level divination (ritual)
Casting Time: 1 action
Range: Self
Components: V, S, M (a pinch of soot and salt)
Duration: 1 hour
For the duration, you understand the literal meaning of any
spoken language that you hear. You also understand any
written language that you see, but you must be touching the
surface on which the words are written. It takes about 1 minute
to read one page of text.
This spell doesn’t decode secret messages in a text or a glyph,
such as an arcane sigil, that isn’t part of a written language.

The spell can penetrate most barriers, but it is blocked by 1 foot
of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet
of wood or dirt.

Find Familiar
1st-level conjuration (ritual)
Casting Time: 1 hour
Range: 10 feet
Components: V, S, M (10 gp worth of charcoal, incense, and
herbs that must be consumed by fire in a brass brazier)
Duration: Instantaneous
You gain the service of a familiar, a spirit that takes an animal
form you choose: bat, cat, crab, frog (toad), hawk, lizard,
octopus, owl, poisonous snake, fish (quipper), rat, raven, sea
horse, spider, or weasel.
Appearing in an unoccupied space within range, the familiar
has the statistics of the chosen form, though it is a celestial, fey,
or fiend (your choice) instead of a beast.
Your familiar acts independently of you, but it always obeys
your commands. In combat, it rolls its own initiative and acts
on its own turn. A familiar can’t attack, but it can take other
actions as normal.
When the familiar drops to 0 hit points, it disappears, leaving
behind no physical form. It reappears after you cast this spell
again While your familiar is within 100 feet of you, you can
communicate with it telepathically.
Additionally, as an action, you can see through your familiar’s
eyes and hear what it hears until the start of your next turn,
gaining the benefits of any special senses that the familiar has.
During this time, you are deaf and blind with regard to your
own senses.
As an action, you can temporarily dismiss your familiar. It
disappears into a pocket dimension where it awaits your
summons. Alternatively, you can dismiss it forever. As an
action while it is temporarily dismissed, you can cause it to
reappear in any unoccupied space within 30 feet of you.
You can’t have more than one familiar at a time. If you cast this
spell while you already have a familiar, you instead cause it to
adopt a new form. Choose one of the forms from the above list.
Your familiar transforms into the chosen creature.
Finally, when you cast a spell with a range of touch, your
familiar can deliver the spell as if it had cast the spell. Your
familiar must be within 100 feet of you, and it must use its
reaction to deliver the spell when you cast it. If the spell
requires an attack roll, you use your attack modifier for the roll.

Identify
1st-level divination (ritual)
Casting Time: 1 minute
Range: Touch
Components: V, S, M (a pearl worth at least 100 gp and an
owl feather)
Duration: Instantaneous
You choose one object that you must touch throughout the
casting of the spell. If it is a magic item or some other
magic-imbued object, you learn its properties and how to use
them, whether it requires attunement to use, and how many
charges it has, if any. You learn whether any spells are affecting
the item and what they are. If the item was created by a spell,
you learn which spell created it.
If you instead touch a creature throughout the casting, you
learn what spells, if any, are currently affecting it.

Mage Armour
1st-level abjuration
Casting Time: 1 action
Range: Touch
Components: V, S, M (a piece of cured leather)
Duration: 8 hours
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.

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.

Sleep
1st-level enchantment
Casting Time: 1 action
Range: 90 feet
Components: V, S, M (a pinch of fine sand, rose petals, or a cricket)
Duration: 1 minute
This spell sends creatures into a magical slumber. Roll 5d8;
the total is how many hit points of creatures this spell can
affect. Creatures within 20 feet of a point you choose within
range are affected in ascending order of their current hit points
(ignoring unconscious creatures).
Starting with the creature that has the lowest current hit
points, each creature affected by this spell falls unconscious
until the spell ends, the sleeper takes damage, or someone uses
an action to shake or slap the sleeper awake. Subtract each
creature’s hit points from the total before moving on to the
creature with the next lowest hit points. A creature’s hit points
must be equal to or less than the remaining total for that
creature to be affected.
Undead and creatures immune to being charmed aren’t
affected by this spell.
At Higher Levels. When you cast this spell using a spell slot of
2nd level or higher, roll an additional 2d8 for each slot level above 1st.

Enlarge/Reduce
2nd-level transmutation
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a pinch of powdered iron)
Duration: Concentration, up to 1 minute
You cause a creature or an object you can see within range to
grow larger or smaller for the duration. Choose either a
creature or an object that is neither worn nor carried. If the
target is unwilling, it can make a Constitution saving throw. On
a success, the spell has no effect. If the target is a creature,
everything it is wearing and carrying changes size with it. Any
item dropped by an affected creature returns to normal size at
once.
Enlarge. The target’s size doubles in all dimensions, and its
weight is multiplied by eight. This growth increases its size by
one category— from Medium to Large, for example. If there
isn’t enough room for the target to double its size, the creature
or object attains the maximum possible size in the space
available. Until the spell ends, the target also has advantage on
Strength checks and Strength saving throws. The target’s
weapons also grow to match its new size. While these weapons
are enlarged, the target’s attacks with them deal 1d4 extra damage.
Reduce. The target’s size is halved in all dimensions, and its
weight is reduced to one-eighth of normal. This reduction
decreases its size by one category—from Medium to Small, for
example. Until the spell ends, the target also has disadvantage
on Strength checks and Strength saving throws. The target’s
weapons also shrink to match its new size. While these
weapons are reduced, the target’s attacks with them deal 1d4
less damage (this can’t reduce the damage below 1).

Hold Person
2nd-level enchantment
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a small, straight piece of iron)
Duration: Concentration, up to 1 minute
Choose a humanoid that you can see within range. The target
must succeed on a Wisdom saving throw or be paralyzed for
the duration. At the end of each of its turns, the target can
make another Wisdom saving throw. On a success, the spell
ends on the target.

Invisibility
2nd-level illusion
Casting Time: 1 action
Range: Touch
Components: V, S, M (an eyelash encased in gum arabic)
Duration: Concentration, up to 1 hour
A creature you touch becomes invisible until the spell ends.
Anything the target is wearing or carrying is invisible as long as
it is on the target’s person. The spell ends for a target that
attacks or casts a spell.

