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Lynnburger Lynn Good

Elf 50 Female Tiny 6'0" 150

Wizard Battlemage 9
19,770
20,500

14

17

18

20

20

15

1 7

4 6

2

59

9

59

29

9

Standard Adventurer's Kit
Spellbook
Wand

1

✕ 2

✕

✕

1

common, elven

Armor: Cloth
Weapons: Dagger, quarterstaff
Implements: orbs, staffs, wands
Ritual Caster
Expanded Spellbook x4
Lightstep

Elven (PHB 40), fey
Low light vision
Prof: short & long bow
group awareness, grant non-elf
allies within 5 sq. +1 Perception
Wild Step - ignore difficult
terrain
Elven Accuracy

Wizard (PHB 157)
Arcane, Controller
Cantrips

50 pp
329 gp
22 sp

100 gp

14
17

20
20
15

18

2

3

4

5

5

2
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7

8

9

9

6

8
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14
14
14

8

9

6

6

6

9

7

9

9

9

6

9

9

9

8

6

8

9

16

6

6

6

9

7

9

14

14

6

14

9

9

9

6

8

9

24

24 19 0

5
5

317
19
21

Stipe Staff Basic Attack Dex AC 4 2 3 2d10 4 3 +Spore Burst, +6 vs FOR, 10', 1d10+3 necrotic dam

4

4

4

4

4

413

4

4

4

4

4 0

0

0

0

0

7

✕

Ghost Sound
Light
Mage Hand
Prestidigitation
Magic Missile
Ray of Frost

Elven Accuracy
Burning Hands
Shield
Shock Sphere
Lightning Bolt

Sleep
Flaming Sphere
Web
Bigby's Icy Grasp
Invisibility
Dispel Magic
Ice Storm
Mordenkainen's Sword



 RITUAL SCROLLS

DESCRIPTIONLEVELVALUELOCATIONQTYPOTION NAME
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 MAGICAL ITEMS
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 MISCELLANEOUS ITEMS

Magical Items
 For Dungeons and Dragons 4th Edition

Stipe Staff +3 +3, +6 to AC, 2d10+3 dam, +Phosphorescent Glow upon command

Fungal infection, shoots Spore Burst - +6 vs FOR, 10', 1d10+3 necrotic dam

Orb of Indisputable Gravity +5 attack,damage, hit forces flying creatures to land

Onyx Star Implement Summons Rage Devil (MM3 P 62)

ring - speak to animals

ring of undead appearance vampire

wand of paralysis 8 charges

helm of reading languages

dagger + 1

Bag of Cold Holding

Scorpion Poison

Silence 1 10 min 24 hr 30 gp Arcana 75 gp applies to single room

Water Walk 2 10 min 1 hr 20 gp Nature 100 gp You or ally, can swim as needed. Ends as free act

Comprehend Language 1 10 min 24 hr 10 gp Arcana 50 gp speak and write the language

Enchant Magic Item 4 1 hr permanent Arcana 175 gp make a normal item magical of your level

Brew Potions 5 1 hr permanent Arcana 75 gp Potions in PHB 255 et al.

White Fire of Vor Rukoth 10 10 min permanent Arcana 1,000,000 gp Impenetrable wall of white fire, can be dismissed

Arcana No passing the wall, 5d100+100 fire damage

Arcana

Arcana

Arcana

Arcana

Arcana

Arcana

Arcana

Arcana

Arcana

Arcana

Arcana

Arcana

Arcana

Roc's Egg in bag of cold holding
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LynnLynnburger

Ghost Sound 1

Arcane N/A Illusion N/A Wizard

Standard Ranged [10]

With a wink, you create an illusory sound that emanates from close by.

The sound can be a whisper or a shout or a fighting creature, etc.

PHB 158

Light 1

Arcane N/A N/A N/A Wizard

Minor Ranged [5] One object or square

WIth a wave of your hand, you cause a bright light to appear on the tip of your
staff, upon some other object, or in a nearby square.

Illuminates 4 squares, lasts for 5 minutes. Can be dismissed as a free action.

PHB 158

Mage Hand 1

Arcane N/A Conjuration N/A Wizard

Standard Ranged [5]

You gesture toward an object and a spectral floating hand lifts the object into the
air and moves it where you wish.
Hand can pick up 20 lbs or less and carry it up to 5 squares. You can sustain the
hand indefinitely. Only one hand at a time.

PHB 158

Prestidigitation 1

Arcane N/A N/A N/A Wizard

Standard Ranged [2]

You perform an amusing magical trick, like creating a dancing wisp of light,
freshening a wilting flower, making a coin invisible, or warming a cold drink.

Up to three effects at a time.

PHB 159

Magic Missile Int Ref 1

Arcane Force N/A Implement Wizard

Standard Ranged [20] 1 creature

You launch a silvery bolt of force at an enemy

2d4+Int mod dam

PHB 159

Ray of Frost 1

Arcane Cold N/A Implement Wizard

Standard Ranged [10] 1 creature

A blistering cold ray of white frost streaks to your target.

1d6+Int mod cold damage, target slowed to end of next turn

PHB 159

N/A N/A N/A N/A

Standard Melee Weapon

N/A N/A N/A N/A

Standard Melee Weapon

N/A N/A N/A N/A

Standard Melee Weapon

N/A N/A N/A N/A

Standard Melee Weapon
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LynnLynnburger

Elven Accuracy 1

N/A N/A N/A N/A Elven

Free Personal

With an instant of focus, you take careful aim at your foe and strike with the
legendary accuracy of elves.

Reroll an taack roll. Use the second roll, even if it's lower.

PHB 40

Arcane Implement Mastery - Wand Accuracy 1

Arcane N/A N/A Implement Wizard

Free Melee Weapon Personal

You gain a bonus to a single attack roll equal to Dexterity modifier.

PHB 158

Burning Hands Int Ref 1

Arcane Fire N/A Implement Wizard

Standard Close Blast [5] Each creature in blast

A fierce burst of flame erupts from your hands and scorches nearby foes.

2d6+Int mod fire damage

PHB 159

Shield 2

Arcane Force N/A N/A Wizard

Immed. Interrupt - Personal

You throw up your a hand and a shield of arcane energy springs into existence,
protecting you against imminent attacks.

When you are hit by an attack, you gain +4 to AC adn Ref until the end of next
turn.
PHB 161

Shock Sphere Int Ref 3

Arcane Lightning N/A Implement Wizard

Standard Area Burst [2] within [5] squares each creature

You hurl a crackling orb of lightning.

1d10+Int mod cold dam and target is immobilized until the end of your next turn.

PHB 161

Lightning Bolt Int Ref 7

Arcane Lightning N/A Implement Wizard

Standard Ranged [10] 1 creature

A crackling bolt of lightning springs from your hand and leaps at a foe.

2d12+Int mod lightning damage and target takes ongoing 5 poison and is slowed.
(save ends)

PHB 163

N/A N/A N/A N/A

Standard Melee Weapon

N/A N/A N/A N/A

Standard Melee Weapon

N/A N/A N/A N/A

Standard Melee Weapon

N/A N/A N/A N/A

Standard Melee Weapon
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LynnLynnburger

Sleep Int Will 1

Arcane N/A Sleep Implement Wizard

Standard Area Burst [2] within [20] squares each creature in burst

You exert your will against your foes, overwhelming them with magical weariness.

The target is slowed. If targets fails saving throw, falls unconscious (save ends).

PHB 160

Flaming Sphere Int Ref 1

Arcane Fire Conjuration Implement Wizard

Standard Melee Weapon 1 creature

You conjure a rolling ball of fire and control where it goes.
2d6+Int mod fire dam
You conjure the flaming sphere and it attacks. Any creature that starts the next turn
next to it takes 1d4+Int mo fire dam. Move=6. You can sustain this power until
the end of the encounter and attack with it each turn.
PHB 160

Fireball Int Ref 5

Arcane Fire N/A Implement Wizard

Standard Area Burst [3] within [20] squares each creature in burst

A globe of orange flame coalesces in your hand. You hurl it at enemies and it
explodes.
3d6+Int mod fire dam
Miss: half damage
PHB 161

Bigby's Icy Grasp Int Ref 5

Arcane Cold Conjuration Implement Wizard

Standard Ranged [20] 1 creature

You conjure a giant floating hand made of ice that clutches and freezes foes.
You conjure hand. Move=6.
2d8+Int mod cold damage,
if target attempts to escape, hand uses For or Ref defense
Can be sustained to continue attack or grab new target.
PHB 161.

Invisibility 6

Arcane N/A Illusion N/A Wizard

Standard Ranged [5] you or 1 creature

A creature you choose vanishes from sight.

The target is invisible until the end of your nex turn. If the target attacks the target
becomes visible. The effect can be sustained.

PHB 162

Dispel Magic Int Will 6

Arcane N/A N/A N/A Wizard

Standard Ranged [10] zone

You unleash a ray of crackling arcane energy that destroys a magical effect.

The conjuration or zone is destroyed. All its effects end, including those that last
until a target saves.

PHB 162

Ice Storm Int For 9

Arcane Cold Zone Implement Wizard

Standard Area Burst [3] within [20] squares each creature in burst

A shower of bitterly cold hailstones pummels a wide swath of ground and covers
the area in ice.
2d8+Int mode cold dam and target is immobilized (save end)
Miss: half damage and slowed.
Zone is difficult terrain for five minutes.
PHB 163

Mordenkainen's Sword Int Ref 9

Arcane Force Conjuration Implement Wizard

Standard Ranged [10] 1 creature

You invoke a sword of crackling golden force that slashes at a foe.

1d10+Int mod force dam
If you sustain the sword, it attacks again

PHB 163

N/A N/A N/A N/A

Standard Melee Weapon

N/A N/A N/A N/A

Standard Melee Weapon


