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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 13, Spell Attack +5)
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 1, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| School of Evocation

* Evocation Savant « PHB 117
The gold and time you must spend to copy an
evocation spell into your spellbook is halved.

* Sculpt Spells « PHB 117

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 normally take half damage on a successful
save.

| Special

=== TORTLE RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1)
Increase three different scores by 1.

* Languages * MotM 5

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 ¢ MotM 34
You are a Humanoid.

* Size « MotM 34
You are Medium or Small. You choose the size when
you select this race.

* Speed « MotM 34
Your walking speed is 30 ft.

* Claws » MotM 34

You have claws that you can use to make unarmed
strikes. When you hit with them, you deal
<strong>1d6</strong>-1 slashing damage.

| 1 Action

* Hold Breath « MotM 34
You can hold your breath for up to 1 hour.

* Natural Armor « MotM 34

Your shell provides you a base AC of 17 (your DEX
modifier doesn't affect this number). You can’t wear
light, medium, or heavy armor, but can continue using
and applying a shield’s bonus as normal.

* Nature’s Intuition « MotM 34

You become proficient in one of the following skills of
your choice: Animal Handling, Medicine, Nature,
Perception, Stealth, or Survival.

* Shell Defense « MotM 34

You can withdraw into your shell as an action and until
you emerge, you gain a <strong>+4</strong> bonus to
AC and you have advantage on STR and CON saving
throws.

While in your shell, you are prone, your speed is 0 and
can't increase, you have disadvantage on DEX saving
throws, and you can't take reactions. The only action
you can take is to use a bonus action to emerge.

| Shell Defense: Withdraw: 1 Action

| Shell Defense: Emerge: 1 Bonus Action

FEATURES & TRAITS
Quarterstaff 1 4 1b.
Backpack 1 5 lb.
Spellbook 1 3lb.
Rod 1 21b.
Book 1 51b.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Parchment (one sheet) 10 -
Little Bag of Sand 1 -
WEIGHT CARRIED Small Knife 1 -
19 Ib.
ENCUMBERED
120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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=== CANTRIPS === (At Will)
O Light Wizard DEX 13 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
O Mage Hand Wizard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Ray of Frost Wizard +5 1A 60 ft. V,S Instantaneous  PHB 271 VIS
=== 1st LEVEL === 3 Slots OO0
QO Charm Person Wizard WIS 13 1A 30 ft. V,S 1 hour PHB 221 D: 1h, VIS
O Burning Hands Wizard DEX 13 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
O Feather Fall Wizard - iR 60 ft. V.M 1 minute PHB239 D:1m,V/IM
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
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 VIS
R SPELLS N
! /|




