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Wizard 1 ActuallyBuns_
CLASS & LEVEL PLAYER NAME
Fire Genasi Haunted One (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
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ARMOR Max HP Current HP Temp HP |
+2 12 0 -
INITIATIVE CLASS \ HIT POINTS J
/4 // ldG / \
Resistances - Fire successes OO0
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION
j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === LANGUAGES ===
~ Common, Draconic, Infernal, Primordial
ABILITY SAVE DC |
S==x N
/ N\
30 ft. (Walking)
A SPEED )
PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== SPECIAL ===
Arcane Recovery * 1/ Long Rest

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 1, and none of the slots can be 6th
level or higher.

Darkvision 60 ft.

SENSES

\ ACTIONS 74
4 N
11 eassvewisoow perception Fire Bolt +5 1d10 Fire VIS
13 PASSIVEISDOM (NSIGHT) Produce Flame +5 1d8 Fire D: 10m, VIS
Unarmed Strike +1 0 Bludgeoning
13 PASSIVE INTELLIGENCE (INVESTIGATION)

A WEAPON ATTACKS & CANTRIPS "/
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CLASS & LEVEL PLAYER NAME
Fire Genasi Haunted One (Milestone)
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=== WIZARD FEATURES ===
* Hit Points « PHB 113
* Proficiencies  PHB 113
* Spellcasting *« PHB 114
You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 13, Spell Attack +5)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.
* Arcane Recovery « PHB 115
Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 1, and none of the slots can be 6th
level or higher.
| 1/ Long Rest  Special
=== FIRE GENASI RACIAL TRAITS ===
* Ability Score Increase « EE
* Darkvision « EE
You can see in darkness (shades of red) up to 60 ft.
* Fire Resistance * EE
You have resistance to fire damage.
* Reach to the Blaze « EE
You know the produce flame cantrip. At 3rd level, you
can cast burning hands once per long rest. CON is
your spellcasting ability.
FEATURES & TRAITS
Quarterstaff 1 4 1b. Holy Water (flask) 1 11b.
Backpack 1 5 lb. Manacles 1 6 Ib.
Chest 1 25 Ib. Mirror, Steel 1 0.51b.
Clothes, Common 1 31b. Oil (flask) 1 11b.
Spellbook 1 3lb. Tinderbox 1 1lb.
Orb 1 31b. Torch 3 31b.
Bedroll 1 7 lb. Stake (Wooden) 9 --
Mess Kit 1 11b. Holy Symbol 1 --
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED
117 7 Ib Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
120 Ib. Waterskin 1 51b.
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
240 Ib. Hammer 1 31b.
\ EQUIPMENT
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male 22 Medium 6 foot 180
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good white with a sur black as night  fiery red with ¢
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
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7 . \
1 don’t talk about the thing that torments me.
I'd rather not burden others with my curse.
PERSONALITY TRAITS
L~ 1
[ "]
| try to help those in need, no matter what the
personal cost. (Good)
IDEALS
L~ 1
[ "]
There’s evil in me, | can feel it. It must
never be set free.
BONDS
L~ 1
[N "]
| have certain rituals that | must follow every
day. | can never break them.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
\ /4 AV /4

Asher comes from a wealthy family previously
residing in the Kingdom of Yore, a kingdom of well
renown, and high regard, and known for the
"Biggest library" in all the land, for their knowledge
and wisdom before the six great thaumaturges
started a ritual to make King Vey Immortal
although the 7 Sages of Kazador warned them of
doing this, they proceeded anyways but they
messed it up which ripped a whole in the fabric of
space in which this realm and the abyss were
connected, shortly after the rift was opened the
Knights of the Abyss went through and
slaughtered the whole kingdom Asher's parents
with it

CHARACTER BACKSTORY

ADDITIONAL NOTES




Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS

—
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=== CANTRIPS === (At Will)
QO Prestidigitation Wizard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
QO Fire Bolt Wizard +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Control Flames Wizard - 1A 60 ft./5 ft. Cube S Instantaneous  EE 152 5 ft. Cube, S
O Produce Flame Reach to the Blaze +5 1A Self V,S 10 minutes PHB 269 D: 10m, VIS
=== 1st LEVEL === 2 Slots OO
O Mage Armor Wizard - 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Detect Magic [R]<C> Wizard -- 1a+10m  Self/30 ft. Sphere V,S Concenaiion, uproominvtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Sleep Wizard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D: 1m, 20 ft. Sphere, V/S/M
O Thunderwave Wizard CON13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
R SPELLS N
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