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Wizard 1 DaveyWan9891
CLASS & LEVEL PLAYER NAME
Variant Human Mage of High Sorcery (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
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ARMOR Max HP Current HP Temp HP |
+3 13 0 —
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
1d6 successes O=O=0O
FAILURES( H H >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION
j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === TOOLS ===
~ Cook's Utensils
- - === LANGUAGES ===
ABILITY SAVE DC | Celestial, Common, Draconic, Elvish
S==x N
/ N\
40 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

choose expended spell slots to recover - up to a

level or higher.

Once per day when you finish a short rest, you can

combined level of 1, and none of the slots can be 6th

74

4 N
14 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT) Quarterstaff +3 1d6+1 Bludgeoning  Simple, Versatile
Fire Bolt +5 1d10 Fire VIS
15 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strike +3 2 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /
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CLASS & LEVEL PLAYER NAME

Theron Silversong

Variant Human Mage of High Sorcery

(Milestone)

EQUIPMENT
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=== WIZARD FEATURES === You gain one feat of your choice.
* Additional Wizard Spells » TCoE 75
Your Wizard has additional spells available to them, as === FEATS ===
designated in <em>Tasha's Cauldron of
Everything</em>. * Mobile « PHB 168
Your speed increases by 10 feet. When you use the
* Hit Points « PHB 113 Dash action, difficult terrain doesn't cost you extra
movement on that turn. When you make a melee
* Proficiencies « PHB 113 attack against a creature, you don't provoke
opportunity attacks from that creature for the rest of
* Spellcasting « PHB 114 the turn, whether you hit or not.
You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 13, Spell Attack +5) * Initiate of High Sorcery (Solinari) « SotDQ 32
and wizard spells in your spellbook as rituals if they You learn one cantrip of your choice from the wizard
have the ritual tag. You can use an arcane focus as a spell list and two 1st-level spells based on the white
spellcasting focus. moon, Solinari. You can cast each of the chosen
1st-level spells without a spell slot, and you must finish
* Arcane Recovery « PHB 115 a long rest before you can cast them in this way again.
Once per day when you finish a short rest, you can You can also cast the spells using any spell slots you
choose expended spell slots to recover - up to a have.
combined level of 1, and none of the slots can be 6th
level or higher. | Intelligence ¢
Your spellcasting ability for this feat's spells is
| 1/ Long Rest « Special Intelligence.
=== VARIANT HUMAN RACIAL TRAITS ===
* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.
* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.
* Skills « BR 31
You gain proficiency in one skill of your choice.
* Feat* BR 31
FEATURES & TRAITS
Add Spell Effect - Mage Armor 1 - Arcane Focus 1 --
Blade scourge 1 - Bedroll 1 7 Ib.
Scale Mail 1 45 Ib. Mess Kit 1 11b.
Gnome erotica 1 - Rations (1 day) 10 20 Ib.
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Quarterstaff 1 4 1b. Tinderbox 1 1lb.
Rapier 1 2 lb. Torch 10 10 Ib.
Ink (1 ounce bottle) 1 -- Waterskin 1 51b.
Ink Pen 1 - Gnome erotica 1 --
WEIGHT CARRIED Backpack 1 51b.
130.74 b Clothes, Common 1 31b.
ENCUMBERED Pouch 1 11b.
195 Ib. Robes 1 4 1b.
PUSH/DRAG/LIFT Spellbook 1 3lb.
390 Ib. Cook's Utensils 1 8 Ib.




CHARACTER APPEARANCE
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Male 23 Medium 6ft 154
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral White Electric blue Silver
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PERSONALITY TRAITS
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ALLIES & ORGANIZATIONS

Theron possesses a strong moral code instilled by his late master, Aric.
Despite his cocky exterior, he is driven by a deep sense of justice and a
commitment to using his magical talents for the betterment of the world. This
moral compass guides his decisions and actions throughout his quest.
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Despite his cocky exterior, Theron
values loyalty and friendship. Once
someone earns his trust, he becomes a
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Theron exudes an air of cocky
confidence that often masks any
self-doubt he may harbor. His belief in
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In the mystical realm of Krynn, where magic
flowed through the air like a gentle breeze, a
young and promising wizard apprentice named
Theron lived. At the age of 22, Theron was a
charismatic and cocky young man; his confidence
was matched only by his love for culinary arts.
While most wizards focused solely on the arcane,
Theron found solace in cooking, blending his
magical prowess with the delicate dance of
flavours and aromas.

Theron's journey into the world of magic began
when he encountered a wandering sage, once a
revered member of The Wizards of High Sorcery,
the oldest and most formidable magical order in
Krynn. This sage, a White Robe named Aric
Shadowbrook, had grown disillusioned with the
rigid ways of the order and sought a student who
could bring justice and balance to the magical
realms.

Under Aric's tutelage, Theron honed his magical
abilities, learning to draw power from the three
moons that lit up the Krynn night sky. Despite his
cocky demeanour, Theron developed a solid moral
code instilled by his master's teachings. He was
driven by a deep-seated desire to use his magical
talents not for personal gain but to help others and
maintain the delicate equilibrium between magic
and the natural order.

Tragedy struck just as Theron's training was
nearing completion. Aric Shadowbrook fell victim
to a sinister plot, poisoned by unknown
adversaries who sought to eliminate those who
defied the established magical order. On his
deathbed, Aric entrusted Theron with a solemn
duty — to seek out other mages and undertake the
trials of High Sorcery, completing his training and
fulfilling the destiny of restoring balance to the
magical forces.

Now, armed with his spellbook, and a passion for
magic and cooking, Theron embarks on a

CHARACTER BACKSTORY

ADDITIONAL NOTES




Wizard
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=== CANTRIPS === (At Will)
QO Fire Bolt Wizard +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Light Wizard DEX 13 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
O Mage Hand Wizard - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, V/S
Q Prestidigitation Initiate of High Sorcery (Solinari) -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS

=== 1st LEVEL === 2 Slots OO
O Detect Magic [R]<C> Wizard -- 1A Self/30 ft. Sphere  V,S Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Find Familiar [R] Wizard -- th+10m 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Identify [R] Wizard -- 11m Touch V,S,M Instantaneous PHB 252  V/SIM
O Magic Missile Wizard - 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256  D: 8h, V/ISIM
O Burning Hands Wizard DEX 13 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
QO Shield Initiate of High Sorcery (Solinari) -- 1R Self V,S 1 round PHB 275 1/LR, D: 1Rnd, V/S
O Detect Evil and Good <C> Initiate of High Sorcery (Solinari) -- 1A Self/30 ft. Sphere  V,S concenraton,upo tomnues - PHB 231 1/LR, D: 10m, 30 ft. Sphere, V/S
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