High EIf Wizard, Ivl 2

Elf Features

Darkvision. 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 color in darkness, only shades of gray.

Fey Ancestry. You have advantage on saving throws against being charmed, and magic can’t put
you to sleep.

Trance. You don’t require sleep. Instead, you meditate deeply, semiconscious, for 4 hours a day.
After resting in this way, you gain the same benefit that a human does from 8 hours of sleep.

Wizard Features

Spellcasting Ability. You have the ability to cast spells. Intelligence is your spellcasting ability for
your wizard spells. You use your Intelligence whenever a spell refers to your spellcasting ability.

You prepare the list of wizard spells that are available for you to cast. To do so, choose 5 spells.
The spells must be of a level for which you have spell slots.

To cast a spell, you must expend a slot of the spell’s level or higher. You regain all expended spell
slots when you finish a long rest.

You can use an arcane focus as a spellcasting focus for your wizard spells.
You can cast any wizard spell in your spellbook as a ritual if that spell has the ritual tag.

Arcane Recovery. Once per day when you finish a short rest, you can choose expended spell slots
to recover. The spell slots can have a combined level equal to or less than 1.

Arcane Tradition: School of Evocation

Evocation Savant. The gold and time you must spend to copy an evocation spell into your
spellbook is halved.

Sculpt Spells. You can create pockets of relative safety within the effects of your evocation spells.
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 take half damage on a
successful save.



wizard spells

cantrips

Acid Splash

* Conjuration cantrip

* Casting Time: 1 action
* Range: 60 feet

* Components: V, S

* Duration: Instantaneous

You hurl a bubble of acid. Choose one creature you can see within range, or choose two creatures
you can see within range that are within 5 feet of each other. A target must succeed on a Dexterity
saving throw or take 1d6 acid damage.

This spell's damage increases by 1d6 when you reach 5th level (2d6), 11th level (3d6), and 17th
level (4d6).

Fire Bolt

* 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 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.

This spell's damage increases by 1d10 when you reach 5th level (2d10), 11th level (3d10), and 17th
level (4d10).

Ray of Frost

* Evocation cantrip

* Casting Time: 1 action
* Range: 60 feet

* Components: V, S

¢ Duration: Instantaneous



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).

Shocking Grasp

* Evocation cantrip

* Casting Time: 1 action
* Range: Touch

* Components: V, S

* Duration: Instantaneous

Lightning springs from your hand to deliver a shock to a creature you try to touch. Make a melee
spell attack against the target. You have advantage on the attack roll if the target is wearing armor
made of metal. On a hit, the target takes 1d8 lightning damage, and it can't take reactions until the
start of its next turn.

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

1st-level spells

Burning Hands

* 1st-level evocation

* Casting Time: 1 action

* Range: Self (15-foot cone)
* Components: V, S

* Duration: Instantaneous

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.



Detect Magic

* 1st-level divination (ritual)

* Casting Time: 1 action

* Range: Self

* Components: V, S

* Duration: Concentration, up to 10 minutes

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. 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.

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 Armor

* Ist-level abjuration

* Casting Time: 1 action

* Range: Touch

e 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.



Magic Missile
* Ist-level evocation
* Casting Time: 1 action
* Range: 120 feet
* Components: V, S
* Duration: Instantaneous

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.

Shield

* 1st-level abjuration

* Casting Time: 1 reaction, which you take when you are hit by an attack or targeted by the
magic missile spell

* Range: Self
* Components: V, S
* Duration: 1 round

An invisible barrier of magical force appears and protects you. Until the start of your next turn, you
have a +5 bonus to AC, including against the triggering attack, and you take no damage from magic
missile.

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.

Thunderwave

* lst-level evocation

* Casting Time: 1 action

* Range: Self (15-foot cube)
* Components: V, S

* Duration: Instantaneous

A wave of thunderous force sweeps out from you. Each creature in a 15-foot cube originating from
you must make a Constitution saving throw. On a failed save, a creature takes 2d8 thunder damage
and is pushed 10 feet away from you. On a successful save, the creature takes half as much damage
and isn't pushed.

In addition, unsecured objects that are completely within the area of effect are automatically pushed
10 feet away from you by the spell's effect, and the spell emits a thunderous boom audible out to
300 feet.

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.
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