Class & Level Background

Human
STRENGTH +3) PROFICIENCY BONUS :> +3> INITIATIVE

Race Alignment
_Y_Saving Throw

O <& _0  Athletics
‘ 13 / ARMOR CLASS

{Min Dalrin

Experience Points XP Next Level Player's Name

Character Name

DUNGEONS §§ DRAGONS Wizard (Enchanter) 5 Farmer :}

HIT POINTS MAXIMUM 27

DEXTERITY

AC 16 with mage armor

3 saving Throw

. O & *+3_ Acrobatics CURRENT HIT POINTS

O & 3 Sleight of Hand _
O & #3 Stealth » ARMOR, SHIELD, PROTECTIONS

CONSTITUTION
O _*1_saving Throw

TEMPORARY HIT POINTS
A

A
HIT DICE MAXIMUM 5d6
O] O]
O] O]

HIT DICE SPENT

INTELLIGENCE
® _*7_Saving Throw

® & 1 Arcana I
® & 7 History Successes O O O Faled O O O
® & 7 Investigation ADVANTAGES, RESISTANCES, IMMUNITIES DEATH SAVES

O & +4 Nature S

O & 4 Religion Weapon Attack Damage/Type Range Weight

WISDOM Shepherd's staff +3 | 1d6 (1d8 2H) E |
® _*5_ Ssaving Throw
O <& #2_ Animal Handling Sling ‘ +6 ‘ 10443 ‘ 307120 ‘

O & *2 Insight
O & 2 Medicine ‘ ‘ ‘ ‘
® & +5 Perception

O & *+2 Survival

CHARISMA
O -1 saving Throw
O & -1 Deception ‘ ‘ ‘ ‘
O & -1 Intimidation
O & -1 Performance
® < *2 Persuasion

Sling Stones (20)

ooy oo oo Ot tl
@ Proficient | 4 Expertise | & Armor penalty 00000l dudoouguuoud 00000 oot
WEAPONS & AMMUNITIONS
[ 15 |PASSIVE WISDOM (PERCEPTION) :>
> ooogo
[ | INSPIRATION :> > oood
> ooogo
S VISION . > oo
> oogogao
> ooggao
S SPEED _—
base hour day > oooOono
> ooooo
> ooogo
[> Refresh after short/long rest | B> Refresh after long rest | (] Use
SENSES & MOVEMENT it COMBAT FEATURES

Feats, abilities, and other features for quick reference in combat
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Armor: [ Light | CJ Medium | [J Heavy

PROFICIENCIES
L PROFICIENCIES
e ——
common
Elish
Draconic

LANGUAGES
-
Arcane Recovery: during short rest,

Character creation date
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Age 50 Gender
Height Weight
Size Hair
Eyes Skin

Appearance You are simple and plainspoken, with weathered, careworn features from too

many long days of hard labor in the sun and long nights squinting at ancient texts. Your

hair is long, grey, and unkempt.

Personality traits You are rustic, with coarse humor and few words. In many ways, you

prefer the company of animals, as you understand them better than people. You are
distrustful of fancy talk and city folk, & only feel comfortable around other country folks.
Ideals The study of animals can improve the lives of both man and beast. There is a

natural order of domesticating animals: the animals provide for the people, and the

people protect and nurture the animals and their descendants.

Bonds You must provide a new source of commerce for your home county, as the
existing livestock were eaten by a werewolf pack. Your party defeated the lycanthropes,
but new (and preferably unigue) livestock must be found, soon!

Flaws - Why use words when a grunt or a neigh gets the point across more succinctly?

- | am often more concerned with the welfare of animals than the welfare of other people.

Friends and allies Lem is alright. Entec is a familiar type and pretty easy to understand.
Sid and Dyrah are city folk. Ugh. Gulan is an enigma, but reliable.

Enemies

Background/other You are a country wizard, your life has been digging ditches, improving

crops, and (your specialty) breeding livestock and game animals. Every few years,
you take a few months to travel the Greenwold and scout for interesting or robust
breeds of livestock whose traits or species might be introduced back in your county.

NOTES CHARACTER PORTRAIT

PAGE 2



[tem D B P

Platinum piece (pp)

Gold piece (gp)

Electrum piece (ep)

Silver piece (sp)

Copper piece (cp)

1pp=10gp | 1gp=2ep | 1ep=5sp | 1sp=10cp Il Weight: 50 pieces =1 Ib.
COINS

GEMS AND JEWELERY

Where How much When

Loaned, deposited or received values or goods

VALUABLES

MOUNT

Total Weight

. Each size category above Medium x2, Tiny creatures J2
Total weight on Character | 2y y 2

D - Donned ) ENCUMBERED HEAVILY ENCUMB.  MAX CARRYING PUSH, DRAG (
B - Backpack (max b.)
P — Belt Pouch (n — Ib.) Strength x5 Ib. Strength x10 Ib. Strength x15 Ib. Strength x30 Ib.
_ ”n - max Ib.) [> Speed —10 ft. <] [>Spd. —20ft. | Disadvantage on4
- — — Str, Dex, Con ability checks, ST, attacks
EQUIPMENT CARRYING CAPACITY
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SPELL SAVE DC

N° PREPARED
SPELLS

= 1000000000

1STLEVEL 2NDLEVEL 3RDLEVEL 4THLEVEL OTHLEVEL GTHLEVEL 7THLEVEL 8THLEVEL  OTH LEVEL

OO0 00 oo oo oo
USEDSLOTSDD o o o o HEEE RN L] ]

|

SORCERY POINTS

SPELLCASTING ABILITY _INT (+7) e —
[J Find Familiar (] Spider Climb
(J Mage Armor (J Continual Flame
(J Shield (J Cloud of Daggers
[J Sleep [J Gust of Wind
[J Identify UJ
[J Mage Hand U
[J False Life U
[J Chromatic Orb U
U U
U U
U U
1st LEVEL — 2nd LEVEL
U Sleet Storm O
[J Lightning Bolt U
U U
U U
U U
U U
U U
U U
U U
= 3rd LEVEL 4th LEVEL
U U
U U
U U
U U
U U
U U
U U
U U
5th LEVEL 6th LEVEL
U U
U U
U U
U U
U U
U U
U U
7th LEVEL 8th LEVEL
U Fire Bolt (+7 ranged attack, 120"): 2d10 Fire
U Mending (1 min)
(] Light (action)
O Prestidigitation (action)
U
U
U
9th LEVEL CANTRIPS
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