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campaign

0: Acid Splash: 1d3 acid damage, range 25ft, 
home region Arcane Mark, Dancing Lights, Daze, Detect Magic*, 

Detect Poison*, Flare, Light, Mage Hand, Mending, 
Message,  Open/Close, Prestidigitation,  Ghost Sound
Ray of Frost: 1d3 cold damage range 25ft.
*Read Magic, Resistance (+1 resistance bonus to saves)
1st: Charm Person: One person up to 25ft away for 1h
*Comprehend Languages: Understand touched creature
Mage Armor: +4 armor bonus for touched creature (1h)
Magic Missile: 1d4+1 force damage, range 110ft.
Magic Weapon: +1 enhancement bonus for 1 minute
Sleep: 4HD of creatures sleep. Area 10ft. Range 110ft.
Summon Monster I: Summon Monster for 1 round.
*True Strike: +20 to hit for next attack
2nd:

3rd:

4th:

5th:

6th:

7th:

8th:

9th:

2 ×

    cp -

    sp -

    gp - 84

     pp -

SPECIAL PROPERTIESSPELL FAILURE
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ARMOR/PROTECTIVE ITEM
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LIFT OFF 
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LIFT OVER 

HEAD

PUSH OR 

DRAG

EQUALS
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5 ×

ITEMWT.PG/ARITEM

An elf who passes within 5ft. Of secret 

door is entitled to search check

Summon familiar

SPECIAL ABILITIES

+2 racial saving throw bonus against 

enchantment spells/effects

+2 bonus to spellcraft when learning 

Evocation

Prohibited schools: Necromancy,

Immunity to magic sleep effects

Low light vision.

Draconic, Gnome, Orc

LANGUAGES

Common, Elven

Bonus Languages: Sylvan,

SPELLS

DOMAINS/SPECIALITY SCOOL
Divination
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8 16 1ST 1+1

15 0 3+1
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LEVEL

15

Living Greyhawk

Scholar's Outfit 131 1 Bolts (20) 115 2

OTHER POSSESSIONS

WT.PG/AR

0ARCANE SPELL FAILURE

4Light crossbow 115

TOTAL WEIGHT CARRIED 7

%

SPELL SAVE

DC MOD

+5


