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FEATURES & TRAITS

Markus – Abilities & Gear
Observant (Intelligence)

Feat

Increase your Intelligence or Wisdom score by 1, to a maximum of
20.
• If you can see a creature’s mouth while it is speaking a language
you understand, you can interpret what it’s saying by reading its
lips.
• You have a +5 bonus to your passive Wisdom (Perception) and
passive Intelligence (Investigation) scores.
Appears In : 5e Players Handbook

Darkvision (60 feet)

Racial Ability,Senses (Wizard)

Many creatures in fantasy gaming worlds, especially those that
dwell underground, have darkvision. Within a specified range, a
creature with darkvision can see in darkness as if the darkness
were dim light, so areas of darkness are only lightly obscured as far
as that creature is concerned. However, the creature can't discern
color in darkness, only shades of gray.

Researcher

Unknown

Whenever you attempt to learn or recall information or lore, if it’s
something unknown, you can usually find out where that information
can be obtained. Usually from a library, scriptorium, university, a
sage or another educated person or creature. Your Dungeon
Master might rule that the knowledge is too difficult to get to, or it’s
such a guarded secret, or just unattainable. The DM might even
require its own adventure or campaign to gain access.

Variant Humans

Unknown

Some humans have more limited ability score bonuses, exchanging
them for a bonus skill proficiency and a bonus feat. Check with
your DM before taking this variant.

Arcane Recovery (3 levels, 1/day)

Class Ability (Wizard)

You have learned to regain some of your magical energy by
studying your spellbook. Once per day when you finish a short rest,
you can choose expended spell slots to recover. The spell slots can
have a combined level that is equal to or less than half your wizard
level (rounded up), and none of the slots can be 6th level or
higher. For example, if you're a 4th-level wizard, you can recover up
to two levels worth of spell slots. You can recover either a 2ndlevel spell slot or two 1st-level spell slots.

Divination Savant

Class Ability (Wizard)

The gold and time you must spend to copy a divination spell into
your spellbook is halved.

Portent (2/day)

Class Ability (Wizard)

When you finish a long rest, roll two d20s and record the numbers
rolled. You can replace any attack roll, saving throw, or ability check
made by you or a creature that you can see with one of these
foretelling rolls. You must choose to do so before the roll, and you
can replace a roll in this way only once per turn.
Each foretelling roll can be used only once. When you finish a long
rest, you lose any unused foretelling rolls.
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Markus, Wizard 5 – Spells in Spellbook
Alarm

Human,Wizard 1

Magic Missile

Human,Wizard 1

School: Abjuration (ritual)
Components: V, S, M (a tiny bell and a piece of fine silver wire)
Casting Time : 1 minute
Range: 30 feet
Duration: 8 hours

School: Evocation
Components: V, S
Casting Time : 1 action
Range: 120 feet
Duration: Instantaneous

You set an alarm against unwanted intrusion. Choose a door, a
window, or an area within range that is no larger than a 20 foot cube.
Until the spell ends, an alarm alerts you whenever a Tiny or larger
creature touches or enters the warded area. When you cast the spell,
you can designate creatures that won’t set off the alarm. You also
choose whether the alarm is mental or audible.
A mental alarm alerts you with a ping in your mind if you are within
1 mile of the warded area. This ping awakens you if you are sleeping.
An audible alarm produces the sound of a hand bell for 10 seconds
within 60 feet.

You create three glowing darts of magical force. Each dart hits a
creature of your choice that you can see within range. A dart deals
1d4 + 1 force damage to its target. The darts all strike simultaneously,
and you can direct them to hit one creature or several.
At Higher Levels. When you cast this spell using a spell slot of
2nd level or higher, the spell creates one more dart for each slot level
above 1st.

Fog Cloud

Human,Wizard 1

School: Conjuration
Components: V, S
Casting Time : 1 action
Range: 120 feet
Duration: Concentration, up to 1 hour
You create a 20 foot radius sphere of fog centered on a point
within range. The sphere spreads around corners, and its area is
heavily obscured. It lasts for the duration or until a wind of moderate
or greater speed (at least 10 miles per hour) disperses it.
At Higher Levels. When you cast this spell using a spell slot of
2nd level or higher, the radius of the fog increases by 20 feet for
each slot level above 1st.

Illusory Script

Human,Wizard 1

School: Illusion (ritual)
Components: S, M (a lead based ink worth at least 10 gp, which the
spell consumes)
Casting Time : 1 minute
Range: Touch
Duration: 10 days
You write on parchment, paper, or some other suitable writing
material and imbue it with a potent illusion that lasts for the duration.
To you and any creatures you designate when you cast the spell,
the writing appears normal, written in your hand, and conveys
whatever meaning you intended when you wrote the text. To all
others, the writing appears as if it were written in an unknown or
magical script that is unintelligible. Alternatively, you can cause the
writing to appear to be an entirely different message, written in a
different hand and language, though the language must be one you
know.
Should the spell be dispelled, the original script and the illusion
both disappear.
A creature with truesight can read the hidden message.

Jump

Human,Wizard 1

School: Transmutation
Components: V, S, M (a grasshopper’s hind leg)
Casting Time : 1 action
Range: Touch
Duration: 1 minute

Alter Self

Human,Wizard 2

School: Transmutation
Components: V, S
Casting Time : 1 action
Range: Self
Duration: Concentration, up to 1 hour
You assume a different form. When you cast the spell, choose one
of the following options, the effects of which last for the duration of
the spell. While the spell lasts, you can end one option as an action to
gain the benefits of a different one.
Aquatic Adaptation. You adapt your body to an aquatic environment,
sprouting gills and growing webbing between your fingers. You can
breathe underwater and gain a swimming speed equal to your walking
speed.
Change Appearance. You transform your appearance. You decide
what you look like, including your height, weight, facial features, sound
of your voice, hair length, coloration, and distinguishing characteristics,
if any. You can make yourself appear as a member of another race,
though none of your statistics change. You also can’t appear as a
creature of a different size than you, and your basic shape stays the
same; if you’re bipedal, you can’t use this spell to become
quadrupedal, for instance. At any time for the duration of the spell,
you can use your action to change your appearance in this way again.
Natural Weapons. You grow claws, fangs, spines, horns, or a different
natural weapon of your choice.
Your unarmed strikes deal 1d6 bludgeoning, piercing, or slashing
damage, as appropriate to the natural weapon you chose, and you are
proficient with your unarmed strikes. Finally, the natural weapon is
magic and you have a +1 bonus to the attack and damage rolls you
make using it.

Invisibility

Human,Wizard 2

School: Illusion
Components: V, S, M (an eyelash encased in gum arabic)
Casting Time : 1 action
Range: Touch
Duration: Concentration, up to 1 hour
A creature you touch becomes invisible until the spell ends.
Anything the target is wearing or carrying is invisible as long as it is
on the target’s person. The spell ends for a target that attacks or
casts a spell.
At Higher Levels. When you cast this spell using a spell slot of
3rd level or higher, you can target one additional creature for each
slot level above 2nd.

You touch a creature. The creature’s jump distance is tripled until
the spell ends.
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Markus, Wizard 5 – Spells in Spellbook
Knock

Human,Wizard 2

School: Transmutation
Components: V
Casting Time : 1 action
Range: 60 feet
Duration: Instantaneous
Choose an object that you can see within range. The object can be
a door, a box, a chest, a set of manacles, a padlock, or another
object that contains a mundane or magical means that prevents
access.
A target that is held shut by a mundane lock or that is stuck or
barred becomes unlocked, unstuck, or unbarred. If the object has
multiple locks, only one of them is unlocked.
If you choose a target that is held shut with arcane lock, that spell
is suppressed for 10 minutes, during which time the target can be
opened and shut normally.
When you cast the spell, a loud knock, audible from as far away as
300 feet, emanates from the target object.

Mirror Image

Clairvoyance

Human,Wizard 3

School: Divination
Components: V, S, M (a focus worth at least 100 gp, either a
jeweled horn for hearing or a glass eye for seeing)
Casting Time : 10 minutes
Range: 1 mile
Duration: Concentration, up to 10 minutes

Human,Wizard 2

You create an invisible sensor within range in a location familiar to
you (a place you have visited or seen before) or in an obvious
location that is unfamiliar to you (such as behind a door, around a
corner, or in a grove of trees). The sensor remains in place for the
duration, and it can’t be attacked or otherwise interacted with.
When you cast the spell, you choose seeing or hearing. You can
use the chosen sense through the sensor as if you were in its space.
As your action, you can switch between seeing and hearing.
A creature that can see the sensor (such as a creature benefiting
from see invisibility or truesight) sees a luminous, intangible orb about
the size of your fist.

Gaseous Form

Human,Wizard 3

School: Illusion
Components: V, S
Casting Time : 1 action
Range: Self
Duration: 1 minute

School: Transmutation
Components: V, S, M (a bit of gauze and a wisp of smoke)
Casting Time : 1 action
Range: Touch
Duration: Concentration, up to 1 hour

Three illusory duplicates of yourself appear in your space. Until the
spell ends, the duplicates move with you and mimic your actions,
shifting position so it’s impossible to track which image is real. You
can use your action to dismiss the illusory duplicates.
Each time a creature targets you with an attack during the spell’s
duration, roll a d20 to determine whether the attack instead targets
one of your duplicates.
If you have three duplicates, you must roll a 6 or higher to change
the attack’s target to a duplicate. With two duplicates, you must roll an
8 or higher. With one duplicate, you must roll an 11 or higher.
A duplicate’s AC equals 10 + your Dexterity modifier. If an attack
hits a duplicate, the duplicate is destroyed. A duplicate can be
destroyed only by an attack that hits it. It ignores all other damage
and effects. The spell ends when all three duplicates are destroyed.
A creature is unaffected by this spell if it can’t see, if it relies on
senses other than sight, such as blindsight, or if it can perceive
illusions as false, as with truesight.

You transform a willing creature you touch, along with everything it’s
wearing and carrying, into a misty cloud for the duration. The spell
ends if the creature drops to 0 hit points. An incorporeal creature isn’t
affected.
While in this form, the target’s only method of movement is a flying
speed of 10 feet. The target can enter and occupy the space of
another creature. The target has resistance to nonmagical damage,
and it has advantage on Strength, Dexterity, and Constitution saving
throws. The target can pass through small holes, narrow openings, and
even mere cracks, though it treats liquids as though they were solid
surfaces. The target can’t fall and remains hovering in the air even
when stunned or otherwise incapacitated.
While in the form of a misty cloud, the target can’t talk or
manipulate objects, and any objects it was carrying or holding can’t be
dropped, used, or otherwise interacted with. The target can’t attack or
cast spells.

See Invisibility

Human,Wizard 2

School: Divination
Components: V, S, M (a pinch of talc and a small sprinkling of
powdered silver)
Casting Time : 1 action
Range: Self
Duration: 1 hour
For the duration, you see invisible creatures and objects as if they
were visible, and you can see into the Ethereal Plane. Ethereal
creatures and objects appear ghostly and translucent.
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Markus, Wizard 5 – Spells in Spellbook
Major Image

Human,Wizard 3

School: Illusion
Components: V, S, M (a bit of fleece)
Casting Time : 1 action
Range: 120 feet
Duration: Concentration, up to 10 minutes
You create the image of an object, a creature, or some other
visible phenomenon that is no larger than a 20 foot cube. The image
appears at a spot that you can see within range and lasts for the
duration. It seems completely real, including sounds, smells, and
temperature appropriate to the thing depicted. You can’t create
sufficient heat or cold to cause damage, a sound loud enough to deal
thunder damage or deafen a creature, or a smell that might sicken a
creature (like a troglodyte’s stench).
As long as you are within range of the illusion, you can use your
action to cause the image to move to any other spot within range. As
the image changes location, you can alter its appearance so that its
movements appear natural for the image. For example, if you create
an image of a creature and move it, you can alter the image so that it
appears to be walking. Similarly, you can cause the illusion to make
different sounds at different times, even making it carry on a
conversation, for example.
Physical interaction with the image reveals it to be an illusion,
because things can pass through it. A creature that uses its action to
examine the image can determine that it is an illusion with a
successful Intelligence (Investigation) check against your spell save
DC. If a creature discerns the illusion for what it is, the creature can
see through the image, and its other sensory qualities become faint to
the creature.
At Higher Levels. When you cast this spell using a spell slot of
6th level or higher, the spell lasts until dispelled, without requiring your
concentration.

Nondetection

Human,Wizard 3

School: Abjuration
Components: V, S, M (a pinch of diamond dust worth 25 gp sprinkled
over the target, which the spell consumes)
Casting Time : 1 action
Range: Touch
Duration: 8 hours
For the duration, you hide a target that you touch from divination
magic. The target can be a willing creature or a place or an object no
larger than 10 feet in any dimension. The target can’t be targeted by
any divination magic or perceived through magical scrying sensors.

Sending

Human,Wizard 3

School: Evocation
Components: V, S, M (a short piece of fine copper wire)
Casting Time : 1 action
Range: Unlimited
Duration: 1 round
You send a short message of twenty five words or less to a
creature with which you are familiar. The creature hears the message
in its mind, recognizes you as the sender if it knows you, and can
answer in a like manner immediately. The spell enables creatures with
Intelligence scores of at least 1 to understand the meaning of your
message.
You can send the message across any distance and even to other
planes of existence, but if the target is on a different plane than you,
there is a 5 percent chance that the message doesn’t arrive.
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