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E;V;Ii)isguise Self Wizard, 1st Int DC 12 Self 1 hour

Fire Bolt Wizard cantrip Int +4 120 ft. Instantaneous )
Spell Name Class & Spell Level Ability Save DC/Atk Bonus Range Duration
wE M Inflicts 1d10 fire damage. Evocation 1 action

Components, Requirements, Damage & Type, and Other Effects & Notes School Casﬁng Time Rituad O  Concentration O
A flammable object hit by this spell ignites if it isn't being worn or carried.

Other Effects & Notes -

—

—_—

Mendmg Wizard cantrip n/a n/a Touch Instantaneous
Spell Name Class & Spell Level Ability Save DC/Atk Bonus Range Duration
Vs M M: 2 lodestones. Repairs a single break or tear in an object. Transmutation 1 action

Components, Requirements, Damage & Type, and Other Effects & Notes School Casting Time Rituad O  Concentration O

This spell can physically repair a magic item or construct, but the spell can’t restore magic to such an object.
Other Effects & Notes
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! Prestidigitation Wizard cantrip n/a n/a 10 ft. 1 hour

SPell Name Class & SPelI Level Ability Save DC/Atk Bonus Range Duration

w§ v Create an effect, light or snuff a candle, clean or soil a small Transmutation 1 action

Components, Requirements, Damage & Type, and Other Effects & Notes School Casting Time Rituad QO  Concentration O
object, chill, warm, or flavor 1 cubic foot of material, make a color or mark, or create a trinket until the end of your next turn.

LOther Effects & Notes
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{ Charm Person Wizard, 1st Int DC 12 30 ft. 1 hour
Spell Name Class & Spell Level Ability Save DC/Atk Bonus Range Duration
m M Target's saving throw has advantage if you or your Enchantment 1 action
Components, Requirements, Damage & Type, and Other Effects & Notes School Casting Time Rituad O  Concentration O
companions are fighting it. When the spell ends, the target knows it was charmed by you.
LOtl’xer Effects & Notes D
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{ Comprehend Languages Wizard, 1st n/a n/a Self 1 hour

Spell Name Class & Spell Level Ability Save DC/Atk Bonus Range Duration

wE & M: A pinch of soot and salt. You understand the literal meaning Divination 1 action

Components, Requirements, Damage & Type, and Other Effects & Notes School Casting Time Ritual Concentration O
of any spoken language that you hear. You understand any written language that you see if you touch the written surface.

LOther Effects & Notes

Detect Magic Wizard,1st n/a n/a 30 ft. 10 min.

Spell Name Class & Spell Level Ability Save DC/Atk Bonus Range Duration

¥ EMm Seemagic as a faint aura and learn its school of magic, if any. Divination 1 action

Components, Requirements, Damage & Type, and Other Effects & Notes School Casting Time Ritual Concentration
Blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dgll’t.

Other Effects & Notes
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Spell Name Class & Spell Level Ability Save DC/Atk Bonus Range Duration

W M You can seem 1 foot shorter or taller and can appear thin, fat, lllusion 1 action

Components, Requirements, Damage & Type, and Other Effects & Notes School Casting Time Rituad O  Concentration O
or in between. You can’'t change your body type. The changes wrought by this spell fail to hold up to physical inspection.

gOt:her Effects & Notes

rldentify Wizard, 1st n/a n/a Touch 1 minute
Spell Name Class & Spell Level Ability Save DC/Atk Bonus Range Duration

ws M M: apearl worth at least 100 gp and an owl feather. Divination 1 minute

Components, Requirements, Damage & Type, and Other Effects & Notes School Casting Time Ritual Concentration O
Choose one object that you must touch throughout the casting of the spell. You learn its properties and how to use them.

LOt:her Effects & Notes J

oo
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Mage Armor Wizard, 1st n/a n/a Touch 8 hours

Spell Name Class & Spell Level Ability Save DC/Atk Bonus Range Duration

V3 M: a piece of cured leather. Target's base AC becomes 13 + its Abjuration 1 action

Components, Requirements, Damage & Type, and Other Effects & Notes School Casting Time Rituad O  Concentration O
Dexterity modifier. The spell ends if the target dons armor or if you dismiss the spell as an action.

Other Effects & Notes
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	Casting Ability: Int
	Save DC/Atk Bonus: 12/+4
	Spell Points: 0
	Name & Class: Ajusuuji
	# Spells Prepared: 3
	Total 1st: 2
	Available 1st: 2
	Total 2nd: 
	Total 3rd: 
	Total 4th: 
	Total 5th: 
	Total 6th: 
	Total 7th: 
	Total 8th: 
	Total 9th: 
	Available 2nd: 
	Available 3rd: 
	Available 4th: 
	Available 5th: 
	Available 6th: 
	Available 7th: 
	Available 8th: 
	Available 9th: 
	Spell Name: Fire Bolt
	Class & Spell Level: Wizard cantrip
	Ability: Int
	Spell Save DC/Atk Bonus: +4
	Range: 120 ft.
	Duration: Instantaneous
	Components & Effects: Inflicts 1d10 fire damage.
	Other Effects: A flammable object hit by this spell ignites if it isn’t being worn or carried.
	School: Evocation
	Casting Time: 1 action
	Prepared: Yes
	Ritual: Off
	Concentration: Off
	Verbal Component: Yes
	Somantic Component: Yes
	Material Component: Off
	Class & Spell Level 2: Wizard cantrip
	Ability 2: n/a
	Spell Save DC/Atk Bonus 2: n/a
	Range 2: Touch
	Duration 2: Instantaneous
	Components & Effects 2: M: 2 lodestones. Repairs a single break or tear in an object.
	Other Effects 2: This spell can physically repair a magic item or construct, but the spell can’t restore magic to such an object.
	School 2: Transmutation
	Casting Time 2: 1 action
	Prepared 2: Yes
	Ritual 2: Off
	Concentration 2: Off
	Verbal Component 2: Yes
	Somantic Component 2: Yes
	Material Component 2: Yes
	Spell Name 2: Mending
	Spell Name 3: Prestidigitation
	Class & Spell Level 3: Wizard cantrip
	Ability 3: n/a
	Spell Save DC/Atk Bonus 3: n/a
	Range 3: 10 ft.
	Duration 3: 1 hour
	Prepared 3: Yes
	Verbal Component 3: Yes
	Somantic Component 3: Yes
	Material Component 3: Off
	Components & Effects 3: Create an effect, light or snuff a candle, clean or soil a small
	School 3: Transmutation
	Casting Time 3: 1 action
	Ritual 3: Off
	Concentration 3: Off
	Other Effects 3: object, chill, warm, or flavor 1 cubic foot of material, make a color or mark, or create a trinket until the end of your next turn.
	Prepared 4: Yes
	Spell Name 4: Charm Person
	Class & Spell Level 4: Wizard, 1st
	Ability 4: Int
	Spell Save DC/Atk Bonus 4: DC 12
	Range 4: 30 ft.
	Duration 4: 1 hour
	Verbal Component 4: Yes
	Somantic Component 4: Yes
	Material Component 4: Off
	Components & Effects 4: Target's saving throw has advantage if you or your 
	School 4: Enchantment
	Casting Time 4: 1 action
	Other Effects 4: companions are fighting it. When the spell ends, the target knows it was charmed by you.
	Ritual 4: Off
	Concentration 4: Off
	Prepared 5: Off
	Spell Name 5: Comprehend Languages
	Class & Spell Level 5: Wizard, 1st
	Ability 5: n/a
	Spell Save DC/Atk Bonus 5: n/a
	Range 5: Self
	Duration 5: 1 hour
	Verbal Component 5: Yes
	Somantic Component 5: Yes
	Material Component 5: Yes
	Components & Effects 5: M: A pinch of soot and salt. You understand the literal meaning
	School 5: Divination
	Casting Time 5: 1 action
	Ritual 5: Yes
	Concentration 5: Off
	Other Effects 5: of any spoken language that you hear. You understand any written language that you see if you touch the written surface.
	Prepared 6: Off
	Spell Name 6: Detect Magic
	Class & Spell Level 6: Wizard,1st
	Ability 6: n/a
	Spell Save DC/Atk Bonus 6: n/a
	Range 6: 30 ft.
	Duration 6: 10 min.
	Verbal Component 6: Yes
	Somantic Component 6: Yes
	Material Component 6: Off
	Components & Effects 6: See magic as a faint aura and learn its school of magic, if any.
	School 6: Divination
	Casting Time 6: 1 action
	Other Effects 6: Blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt.
	Ritual 6: Yes
	Concentration 6: Yes
	Prepared 7: Yes
	Spell Name 7: Disguise Self
	Class & Spell Level 7: Wizard, 1st
	Ability 7: Int
	Spell Save DC/Atk Bonus 7: DC 12
	Range 7: Self
	Duration 7: 1 hour
	Verbal Component 7: Yes
	Somantic Component 7: Yes
	Material Component 7: Off
	Components & Effects 7: You can seem 1 foot shorter or taller and can appear thin, fat, 
	School 7: Illusion
	Casting Time 7: 1 action
	Other Effects 7: or in between. You can’t change your body type. The changes wrought by this spell fail to hold up to physical inspection. 
	Ritual 7: Off
	Concentration 7: Off
	Prepared 8: Off
	Spell Name 8: Identify
	Class & Spell Level 8: Wizard, 1st
	Ability 8: n/a
	Spell Save DC/Atk Bonus 8: n/a
	Range 8: Touch
	Duration 8: 1 minute
	Verbal Component 8: Yes
	Somantic Component 8: Yes
	Material Component 8: Off
	Components & Effects 8: M: a pearl worth at least 100 gp and an owl feather.
	School 8: Divination
	Casting Time 8: 1 minute
	Ritual 8: Yes
	Concentration 8: Off
	Other Effects 8: Choose one object that you must touch throughout the casting of the spell. You learn its properties and how to use them.
	Prepared 9: Yes
	Spell Name 9: Mage Armor
	Class & Spell Level 9: Wizard, 1st
	Ability 9: n/a
	Spell Save DC/Atk Bonus 9: n/a
	Range 9: Touch
	Duration 9: 8 hours
	Verbal Component 9: Yes
	Somantic Component 9: Yes
	Material Component 9: Yes
	Components & Effects 9: M: a piece of cured leather. Target's base AC becomes 13 + its
	School 9: Abjuration
	Casting Time 9: 1 action
	Ritual 9: Off
	Concentration 9: Off
	Other Effects 9: Dexterity modifier.  The spell ends if the target dons armor or if you dismiss the spell as an action.
	Prepared 10: Off
	Spell Name 10: 
	Class & Spell Level 10: 
	Ability 10: 
	Spell Save DC/Atk Bonus 10: 
	Range 10: 
	Duration 10: 
	Verbal Component 10: Off
	Somantic Component 10: Off
	Material Component 10: Off
	Components & Effects 10: 
	School 10: 
	Casting Time 10: 
	Ritual 10: Off
	Concentration 10: Off
	Other Effects 10: 
	Prepared 11: Off
	Spell Name 11: 
	Class & Spell Level 11: 
	Ability 11: 
	Spell Save DC/Atk Bonus 11: 
	Range 11: 
	Duration 11: 
	Verbal Component 11: Off
	Somantic Component 11: Off
	Material Component 11: Off
	Components & Effects 11: 
	School 11: 
	Casting Time 11: 
	Other Effects 11: 
	Ritual 11: Off
	Concentration 11: Off
	Prepared 12: Off
	Spell Name 12: 
	Class & Spell Level 12: 
	Ability 12: 
	Spell Save DC/Atk Bonus 12: 
	Range 12: 
	Duration 12: 
	Verbal Component 12: Off
	Somantic Component 12: Off
	Material Component 12: Off
	Components & Effects 12: 
	School 12: 
	Casting Time 12: 
	Other Effects 12: 
	Ritual 12: Off
	Concentration 12: Off
	Spell Name 13: 
	Class & Spell Level 13: 
	Ability 13: 
	Spell Save DC/Atk Bonus 13: 
	Range 13: 
	Duration 13: 
	Verbal Component 13: Off
	Somantic Component 13: Off
	Material Component 13: Off
	Components & Effects 13: 
	School 13: 
	Casting Time 13: 
	Other Effects 13: 
	Ritual 13: Off
	Concentration 13: Off
	Prepared 13: Off
	Spell Name 14: 
	Prepared 14: Off
	Class & Spell Level 14: 
	Ability 14: 
	Spell Save DC/Atk Bonus 14: 
	Range 14: 
	Duration 14: 
	Verbal Component 14: Off
	Somantic Component 14: Off
	Material Component 14: Off
	Components & Effects 14: 
	School 14: 
	Casting Time 14: 
	Other Effects 14: 
	Ritual 14: Off
	Concentration 14: Off
	Class & Spell Level 15: 
	Ability 15: 
	Spell Save DC/Atk Bonus 15: 
	Range 15: 
	Duration 15: 
	Verbal Component 15: Off
	Somantic Component 15: Off
	Material Component 15: Off
	Components & Effects 15: 
	School 15: 
	Casting Time 15: 
	Other Effects 15: 
	Ritual 15: Off
	Concentration 15: Off
	Prepared 15: Off
	Spell Name 15: 
	Prepared 16: Off
	Spell Name 16: 
	Class & Spell Level 16: 
	Ability 16: 
	Spell Save DC/Atk Bonus 16: 
	Range 16: 
	Duration 16: 
	Verbal Component 16: Off
	Somantic Component 16: Off
	Material Component 16: Off
	Components & Effects 16: 
	School 16: 
	Casting Time 16: 
	Ritual 16: Off
	Concentration 16: Off
	Other Effects 16: 
	Prepared 17: Off
	Spell Name 17: 
	Class & Spell Level 17: 
	Ability 17: 
	Spell Save DC/Atk Bonus 17: 
	Range 17: 
	Duration 17: 
	Verbal Component 17: Off
	Somantic Component 17: Off
	Material Component 17: Off
	Components & Effects 17: 
	School 17: 
	Casting Time 17: 
	Other Effects 17: 
	Ritual 17: Off
	Concentration 17: Off
	Prepared 18: Off
	Spell Name 18: 
	Class & Spell Level 18: 
	Ability 18: 
	Spell Save DC/Atk Bonus 18: 
	Range 18: 
	Duration 18: 
	Verbal Component 18: Off
	Somantic Component 18: Off
	Material Component 18: Off
	Components & Effects 18: 
	School 18: 
	Casting Time 18: 
	Other Effects 18: 
	Ritual 18: Off
	Concentration 18: Off
	Prepared 19: Off
	Spell Name 19: 
	Class & Spell Level 19: 
	Ability 19: 
	Spell Save DC/Atk Bonus 19: 
	Range 19: 
	Duration 19: 
	Verbal Component 19: Off
	Somantic Component 19: Off
	Material Component 19: Off
	Components & Effects 19: 
	School 19: 
	Casting Time 19: 
	Other Effects 19: 
	Ritual 19: Off
	Concentration 19: Off


