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Wizard (Abjurer) 8

CLASS & LEVEL

Dwarf (mountain) LN

Sage (Wizard's apprentice)
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* Half-plate armor +1
* Warhammer

Armor: simple, medium
Weapons: battleaxe, handaxe,
throwing hammer, warhammer,
daggers, darts, slings,
quarterstaffs, light crossbows
Tools: smith's tools

Languages: Common, Dwarvish,
Elvish, Draconic

OTHER PROFICIENCIES & LANGUAGES L

* A bottle of black ink, a
quill, a small knife, a
letter from a dead
colleague posing a
question you have not yet
been able to answer, a
set of common clothes,
and a belt pouch
containing 10 gp, potion
of healing X2 (4d4+4 hp)

EQUIPMENT )

a number of hit points equal to twice the level of the spell.
Once you create the ward, you can't create it again until you
finish a long rest.

PROJECTED WARD. When a creature that you can see within
30 feet of you takes damage, you can use your reaction to
cause your Arcane Ward to absorb that damage. If this
damage reduces the ward to 0 hit points, the warded creature
takes any remaining damage.

FEATURE: RESEARCHER. When you attempt to learn or recall
a piece of lore, if you do not know that information, 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 person or creature. Your DM might rule
that the knowledge you seek is secreted away in an almost
inaccessible place, or that it simply cannot be found.
Unearthing the deepest secrets of the multiverse can require
an adventure or even a whole campaign.
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