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ﬁ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
O +2 Constitution +2 16 64 S
© _+8 Intelligence
® +5 Wisdom INITIATIVE CLASS \ HIT POINTS /
O -1 Charisma
1 8d6+2d8 N \
— Resistances - Lightning successes OO0
DEXTERITY raiLures O=O=0
+ 2 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROWS ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] O +2 Acrobatics DEX \ ™~ Shields
‘ O _*1_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
® +8 Arcana INT ~ Crossbow, Light, Dagger, Dart, Martial
Weapons, Quarterstaff, Sling
O -1 Athletics STR — —
O 1 Deception CHA ABILITY SAVE DC | === TOOQOLS ===
— F— Calligrapher's Supplies
® _+8 History INT
O _+1  Insight wis /7 N\ === LANGUAGES ===
o 30 ft. (Walking) Common, Dwarvish, Infernal
O -1 Intimidation CHA
O _*4_ Investigation INT
O +1  Medicine wis \ SPEED /
® +8 Nature INT ) PROFICIENCIES & LANGUAGES
® +5 Perception wis , \
O 1 Performance CHA === ACTIONS === === BONUS ACTIONS ===
+ 1 ) Standard Actions Harness Divine Power « 1/ Long Rest
O _-1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, You can expend a use of your <em>Channel
O + Religion INT Help, Hide, Ready, Search, Use an Object, Divinity</em> to fuel your spells. As a bonus action,
‘e Opportunity Attack, Grapple, Shove, Improvise, you regain one expended spell slot of up to level 2.
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object You regain all expended uses when you finish a long
rest.
O _*2  Stealth DEX Lightning Breath Weapon « 4 / Long Rest
U CHARISMA ) O 1 Surival wis When you take the Attack action on your turn, you Manifest Mind: Move
can replace one attack with a 30 ft. line breath weapon WHILE YOUR MANIFEST MIND IS SUMMONED:
1 O that is 5 ft. wide. Each creature must make a DEX As a bonus action, you can cause the spectral mind to
= - save (DC 14) taking 2<strong>d10</strong> lightning hover up to 30 ft. to an unoccupied space that you or it
@] damage on a fail or half as much on a success. can see. It can pass through creatures but not objects.
@ co__ You can use this feature 4 times per long rest. Manifest Mind: Summon « 1/ Long Rest
You can coniure forth the mind of vour Awakened
\ SKILLS J ACTIONS )
4 N
15 PASSIVE WISDOM (PERCEPTION) Chill Touch +8 2d8 Necrotic D: 1Rnd, V/S
11 PASSIVE WISDOM (INSIGHT)
14 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== WIZARD FEATURES ===

* Additional Wizard Spells » TCoE 75

Your Wizard has additional spells available to them, as
designated in <em>Tasha's Cauldron of
Everything</em>.

* Hit Points « PHB 113
* Proficiencies « PHB 113

* Spellcasting  PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 16, Spell Attack +8)
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
| Order of Scribes

* Wizardly Quill » TCoE 77

As a bonus action, you can magically create a Tiny
quill in your free hand. The magic quill has the
following properties:

- The quill doesn’t require ink. When you write with it, it
produces ink in a color of your choice on the writing
surface.

- The time you must spend to copy a spell into your
spellbook equals 2 minutes per spell level if you use
the quill for the transcription.

- You can erase anything you write with the quill if you

wave the feather over the text as a bonus action,
provided the text is within 5 feet of you.

This quill disappears if you create another one or if you
die.

| 1 Bonus Action

* Awakened Spellbook ¢« TCoE 77

While you are holding your Awakened Spellbook, it
grants you the following benefits:

- You can use the book as a spellcasting focus for your
wizard spells.

- When you cast a wizard spell with a spell slot, you
can temporarily replace its damage type with a type
that appears in another spell in your spellbook.

- When you cast a wizard spell as a ritual, you can use
the spell’'s normal casting time. You regain use of this
feature when you finish a long rest.

| Awakened Spellbook: Replace Damage: Special

| Awakened Spellbook: Ritual Spells: 1/ Long Rest «
Special

* Cantrip Formulas » TCoE 76

You have scribed a set of arcane formulas in your
spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and consult
those formulas in your spellbook, you can replace one
wizard cantrip you know with another cantrip from the
wizard spell list.

| Special
* Ability Score Improvement « PHB 115
* Manifest Mind « TCoE 78
You can conjure forth the mind of your Awakened

Spellbook.

| Manifest Mind: Summon: 1/ Long Rest * 1 Bonus

N

Action
| Manifest Mind: Cast Spell: 4 / Long Rest ¢ Special
| Manifest Mind: Move: 1 Bonus Action

=== CLERIC FEATURES ===

* Additional Cleric Spells « TCoE 30
Your Cleric has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 57
* Proficiencies « PHB 57

* Spellcasting * PHB 58

You can cast prepared cleric spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5)
and prepared cleric spells as rituals if they have the
ritual tag. You can use a holy symbol as a spellcasting
focus.

* Divine Domain « PHB 58
You choose a divine domain that grants you additional
spells and other features related to your deity.

| Tempest Domain

* Bonus Proficiencies « PHB 62
You gain proficiency with martial weapons and heavy
armor.

* Wrath of the Storm « PHB 62

When a creature within 5 ft. that you can see hits you
with an attack, you can use your reaction to cause the
creature to make a DEX saving throw (DC 13 or it
takes 2d8 lightning or thunder damage (your choice),
half damage on success).

| 1/ Long Rest ¢ 1 Reaction

WEIGHT CARRIED
87 Ib.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS
Studded Leather 1 13 Ib.
Studded Leather 1 13 Ib.
Scale Mail 1 45 Ib.
Shield 1 6 Ib.
Book 1 51b.
Book 1 51b.

EQUIPMENT
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* Harness Divine Power « TCoE 30

You can expend a use of your <em>Channel
Divinity</em> to fuel your spells. As a bonus action,
you regain one expended spell slot of up to level 2.
You can use this feature 1 times. You regain all
expended uses when you finish a long rest.

| 1/ Long Rest « 1 Bonus Action

* Channel Divinity « PHB 58
You can channel divine energy to fuel magical effects
a number of times per short rest

| 1/ Short Rest « Special
| Channel Divinity: Turn Undead: 1 Action

* Channel Divinity: Destructive Wrath « PHB 62
You can use Channel Divinity to deal maximum
damage instead of rolling for lightning or thunder
damage.

| Special

=== CHROMATIC DRAGONBORN RACIAL TRAITS

* Ability Score Increases « FToD 9

When determining your character’s ability scores,
increase one of those scores by 2 and increase a
different score by 1, or increase three different scores
by 1. Follow this rule regardless of the method you use
to determine the scores, such as rolling or point buy.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * FToD 9

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * FToD 10
You are a Humanoid.

* Size « FToD 10
You are Medium.

* Speed « FToD 10
Your walking speed is 30 feet.

* Chromatic Ancestry « FToD 10
You have a chromatic dragon ancestor, granting you a
special magical affinity.

| Chromatic Ancestry (Blue) ¢
You have a blue dragon ancestor.

* Breath Weapon ¢ FToD 10

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 4
times per long rest.

| Breath Weapon (Lightning) ¢
When you take the Attack action on your turn, you can
replace one attack with a 30 ft. line breath weapon that
is 5 ft. wide. Each creature must make a DEX save
(DC 14) taking 2<strong>d10</strong> lightning
damage on a fail or half as much on a success.

| Lightning Breath Weapon: 4 / Long Rest « 1
Action

* Draconic Resistance « FToD 10
You have resistance to the damage type associated
with your Chromatic Ancestry.

| Draconic Resistance (Lightning) ¢

ADDITIONAL FEATURES & TRAITS

You have resistance to lightning damage type.

* Chromatic Warding « FToD 10

Starting at 5th level, as an action, you become immune
to the damage type associated with your Chromatic
Ancestry for 1 minute. Once you use this trait, you
can’t do so again until you finish a long rest.

=== FEATS ===

* Fey Touched (Intelligence) « TCoE 79

You learn the misty step spell and one 1st-level
divination/enchantment spell of your choice and can
cast each of these spells without expending a spell
slot, recharging on a long rest.

You can also cast these spells using spell slots you
have of the appropriate level.

* Metamagic Adept « TCoE 80

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend <strong>2 sorcery
points</strong> to change the casting time to 1 bonus
action for this casting.

| Subtle Spell « PHB
When you cast a spell, you can spend <strong>1
sorcery point</strong> to cast it without any S or V
components.

| Sorcery Points: 2 / Long Rest  Special

| Metamagic - Quickened Spell: Special

| Metamagic - Subtle Spell: Special

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Mind Sliver Wizard INT16 1A 60 ft. \% Instantaneous  TCoE 108 V
QO Chill Touch Wizard +8 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, 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
O Guidance <C> Cleric - 1A Touch V,S Concenuation, upto 1 minue - PHB 248 D: 1m, VIS
O Light Cleric DEX 13 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
O Thaumaturgy Cleric - 1A 30 ft. \Y 1 minute PHB282 D:1m,V

=== 1st LEVEL === 4 Slots OO00
O Detect Magic [R]<C> Wizard - 1A+10m  Self/30 ft. Sphere V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Chromatic Orb Wizard +8 1A 90 ft. V,S\M Instantaneous PHB 221  V/S/M
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256  D:8h, V/ISIM
O Absorb Elements Wizard - 1R Self S 1 round EE 150 D:1Rnd, S
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257 VIS
O Shield Wizard - 1R Self V,S 1 round PHB 275 D:1Rnd, V/S
O Silvery Barbs Wizard -- 1R 60 ft. \% Instantaneous  SACoC 38 V
O Identify [R] Wizard - 11m  Touch V,S,M Instantaneous PHB252  V/S/M
O Bless <C> Cleric - 1A 30 ft. V,S,M  concentration. wpro 1 minwie. PHB 219 D: 1m, V/S/IM
O Healing Word Cleric - 1BA 60 ft. \% Instantaneous  PHB 250 V
O Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concensaion.spoomnwes PHB 275 D: 10m, V/S/M
P Fog Cloud <C> Cleric (Always Prepared) - 1A 120 ft./20 ft. Sphere V/,S Concentration, upto 1hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
P Thunderwave Cleric (Always Prepared) CON 13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Bane<C> Cleric CHA 13 1A 30 ft. V,S,M  concentation.wpo1minwe - PHB 216~ D: 1m, V/S/M
O Command Cleric WIS 13 1A 60 ft. \% 1 round PHB 223  D:1Rnd,V
QO Create or Destroy Water Cleric - 1A 30ft/30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  PHB 230  V/S
QO Detect Evil and Good <C> Cleric -- 1A Self/30 ft. Sphere  V,S concenaion, po 10ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric -- 1A+10m  Self/30 ft. Sphere V,S concenaion, po10ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Cleric - 1a+10m  Self/30 ft. Sphere V/,S,M  concentaiion, upto 0 minues  PHB 231 D: 10m, 30 ft. Sphere, V/IS/M
O Guiding Bolt Cleric +5 1A 120 ft. V,S 1 round PHB 248 D: 1Rnd, VIS
O Inflict Wounds Cleric +5 1A Touch V,S Instantaneous  PHB 253 VIS
QO Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concentration, up o 10 minues - PHB 270 D: 10m, V/IS/IM
O Purify Food and Drink [R] Cleric - 1a+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Sanctuary Cleric WIS 13 1BA 30ft. V,S,M 1 minute PHB 272 D: 1m, V/SIM
O Ceremony [R] Cleric -- th+1om  Touch V,S,M Instantaneous XGtE 151 V/S/M
O Hex<C> Fey Touched (Intelligence) -- 1BA 90 ft. V,S,M  concenuation, upto 1hour  PHB 251 1/LR, D: 1h, V/SIM

===2nd LEVEL === 3 Slots OO0
O Dragon's Breath <C> Wizard DEX 16 1BA  Touch/15ft. Cone V,S,M  concenaion upro1mnue  XGtE 154  D: 1m, 15 ft. Cone, V/S/IM
O Shatter Wizard CON 16 1A 60 ft/10 ft. Sphere V,S,M Instantaneous PHB 275 10 ft. Sphere, V/SIM
O Detect Thoughts <C> Wizard WIS 16 1A Self V,S,M  concentration, upto 1 minute - PHB 231 D: 1m, V/SIM
O Flaming Sphere <C> Wizard DEX 16 1A 60 ft./5 ft. Sphere V,S,M  concenvation.wpo1minwe  PHB 242 D: 1m, 5 ft. Sphere, V/IS/IM
O Misty Step Fey Touched (Intelligence) - 1BA  Self \Y Instantaneous  PHB 260  1/LR,V

===3rd LEVEL === 3 Slots 000
O Glyph of Warding Wizard DEX 16 1h Touch V,S,M  untildispelled or tiggered PHB 245 Special: Spell Glyph (See Description)*, D: Until Dispelled or Triggered, V/S/M
O Fireball Wizard DEX 16 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous PHB 241 20 ft. Sphere, V/S/IM
O Dispel Magic Wizard -- 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, V/S
QO stinking Cloud <C> Wizard CON 16 1A 90 ft./20 ft. Sphere  V/,S,M  Concentiation. wpro 1mine - PHB 278 D: 1m, 20 ft. Sphere, V/S/M

SPELLS

> 4
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O Summon Undead <C> Wizard - 1A 90 ft. V,S,M  concentration,upto 1hour - TCOE 114  D: 1h, V/IS/IM
=== 4th LEVEL === 3 Slots OO0
O Black Tentacles <C> Wizard DEX 16 1A 90 ft./20 ft. Square  V/,S,M  Concentration, up o 1 minwte  PHB D: 1m, 20 ft. Square, V/SIM
O Elemental Bane <C> Wizard CON 16 1A 90 ft. V,S Concentration, upto Lminuie  EE 155 D: 1m, VIS
QO Greater Invisibility <C> Wizard - 1A Touch V,S Concenuration, upto L minuie  PHB 246 D: 1m, VIS
O Wwall of Fire <C> Wizard DEX 16 1A 120 ft. V,S,M  concenation, upto 1 minute - PHB 285 D: 1m, V/ISIM
SPELLS
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