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+5  Acrobatics DEX
+0_ Animal Handling wis
+1  Arcana INT

+3  Athletics STR

-1 Deception CHA

+1  History INT

+3  Insight wis

-1 Intimidation CHA

+4  Investigation INT

+0  Medicine WIS

+1  Nature INT

+3  Perception WIS

-1 Performance CHA

+2  Persuasion CHA

+1  Religion INT

+2  Sleight of Hand DEX

+2_ Stealth DEX

+0  Survival wis
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Fighter 5 / Wizard 3 johnrcarder
CLASS & LEVEL PLAYER NAME
Variant Human Faction Agent (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+3 13 54 -
INITIATIVE CLASS \ HIT POINTS
/ / /
5d10 + 3d6 successes O=O=0O
FAILURES( )=( >=( >
QA DEFENSES \ HIT DICE \ DEATH SAVES
|
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOQOLS ===
ABILITY SAVE DC | Alchemist's Supplies
=== LANGUAGES ===
7 N Common, Dwarvish, Giant, Sylvan
30 ft. (Walking)
A SPEED Y
i PROFICIENCIES & TRAINING
N\
=== ACTIONS ===
Standard Actions === REACTIONS ===

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Superiority Dice * 4 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

=== BONUS ACTIONS ===
Second Wind ¢ 1/ Short Rest

Once per short rest, you can use a bonus action to
regain 1d10 + 5 HP.

Arcane Deflection

When you are hit by an attack or you fail a saving
throw, you can use your reaction to gain a +2 bonus to
your AC against that attack or a +4 bonus to that
saving throw. When you use this feature, you can’t
cast spells other than cantrips until the end of your
next turn.

=== SPECIAL ===
Action Surge * 1/ Short Rest

You can take one additional action on your turn.
This can be used 1 times per short rest.

Arcane Recoverv ¢ 1/ Lona Rest

ACTIONS

74

4 N
13 PASSIVE PERCEPTION Crosshow, Hand +5 1d6+2 Piercing  Var, Ammuniton, Range, Light, Loading, Vex, Range (30/120)
13 DASSIVE INSIGHT Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Longsword +6 1d8+3 Slashing Martial, Versatile, Sap
14 PASSIVE INVESTIGATION Moon-Touched Sword, Longsword ~ +6 1d8+3 Slashing Martial, Versatile, Sap
Chill Touch +4 2d8 Necrotic D: 1Rnd, VIS
Unarmed Strike +6 4 Bludgeoning
SENSES g WEAPON ATTACKS & CANTRIPS /
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 5 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge ¢« PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest » Special
* Martial Archetype ¢« PHB 72

| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers ¢« PHB 74

| Disarming Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add it to the damage and to
disarm the target if it fails a STR saving throw (DC 14).

| Maneuvers: Disarming Attack: Special
| Precision Attack « PHB
When you make a weapon attack roll, you can expend
one superiority die to add it to the roll before or after
the roll but before any effects are applied.
| Maneuvers: Precision Attack: Special
| Sweeping Attack « PHB
When you hit with a melee weapon attack, you can
expend one superiority die to deal damage to another
creature within 5 ft. of the original target and within
your reach (if the original attack would hit it) equal to
the number you roll on the superiority die.
| Maneuvers: Sweeping Attack: Special
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.
| Special
=== 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 12, Spell Attack +4)

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 2, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| War Magic

* Arcane Deflection « XGtE 59

When you are hit by an attack or you fail a saving
throw, you can use your reaction to gain a +2 bonus to
your AC against that attack or a +4 bonus to that
saving throw. When you use this feature, you can't
cast spells other than cantrips until the end of your
next turn.

| 1 Reaction

* Tactical Wit « XGtE 60
You gain a bonus to your initiative rolls equal to your
INT modifier (+1).

=== VARIANT HUMAN SPECIES 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.

N

FEATURES & TRAITS
Bag of Holding 1 15 Ib. Lantern, Hooded 1 2 b.
Moon-Touched Sword, Longsword 1 3lb. Mirror, Steel 1 0.51b.
Padded 1 8 lb. Oil (flask) 2 2 lb.
Crossbow, Hand 1 31b. Rations (1 day) 15 30 Ib.
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Longsword 1 31b. Signet Ring 1 --
Case, Crossbow Bolt 1 1lb. Tinderbox 1 11b.
Warhorse 1 - Thieves' Tools 1 11b.
Antitoxin 1 - Grenade, Smoke 3 6 Ib.
WEIGHT CARRIED Potion of Healing 1 - String 10 --
167.1 Ib. Bedroll 1 71b Clothing, cold weather 1 51b.
ENCUMBERED Candle 5 -
240 Ib. Clothes, Common 2 6 1b.
PUSH/DRAG/LIFT Clothes, Fine 2 12 Ib.
480 Ib. Fishing Tackle 1 4 1b.

EQUIPMENT
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* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat * BR 31
You gain one feat of your choice.

=== FEATS ===

* Weapon Master « PHB 170
Increase your STR or DEX score by 1. You gain
proficiency with four weapons of your choice.

* Dual Wielder « PHB 165

You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS J
/,
Healer's Kit 1 31b.
Crossbow Bolts 20 1.51b.
Crossbow Bolts 20 1.51b.
Waterskin 1 51b.
Waterskin 1 51b.
Bit and Bridle 1 11b.
Saddle, Riding 1 25 Ib.
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Male 21 Medium 71 175
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Tan Green Black
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \

/ \ e X\
=== Allies === Despite my noble birth, | do not place
Hallie Thornton myself above other folk. We all have

the same blood.
=== Organizations ===
i I don’t talk ahoiit the thina that torments
Zhentarim PERSONALITY TRAITS
L~ 1
[ "]
Independence. | must prove that |
can handle myself without the
coddling of my family. (Chaotic)
IDEALS
L~ 1
[ "]
A terrible guilt consumes me. | hope that | can
find redemption through my actions.
BONDS
L~ 1
[N "]
I hide a truly scandalous secret that could ruin my family
forever.
I judge others harshly, and myself even more severely.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
\ /4 AV /4

Born to a rich merchanting family the
Mountainside area of Waterdeep, Pavel couldn’t
help but think something was a little off about his
parents. There was a sense of duality about them
that he couldn't place. One night several years ago
he crept from his room on one of their Nights of
Celebration. What he found in the forbidden
under-basement was a temple to a sick sadistic
deity. He watched in horror as his very own
parents engaged in a ritualized perverse
debauchery. They were wearing alabaster masks
with ecstatic expressions and ostentatious dress
and body ornamentation to their secret
assignations. Following the festivities they
ruthlessly slaughtered a family of beggars. He ran
back to his room not believing what he saw hoping
that it was all a dream. But deep down he knew it
was all true. He never looked at his parents the
same again.

A few months later he confronted them about what
he saw, this is when they revealed the sick truth of
their worship. The Nights of Celebration were
nights that they offered sacrifices to their deity.
They were cultists of the League of the Six Rings.
Their entire mercantile success was attributed to
their worship of Grazz't a demon not Waukeen as
he thought.

Quote

This text is from the article "Volo's Guide -- Demon
Cults of the Realms" that appeared in Dragon
#355.

The following text is taken from page 72, which
addresses a FaerQnian cult of Graz'zt as
presented in the article.

During the Time of Troubles, Waukeen the
Merchant's Friend placed her divinity in trust with a
fellow goddess, Lliira, and escaped the Realms to
the Astral Plane with the aid of a god from another
world. Once on the Astral Plane, she intended to
make her way back to her realm via the Abyss
with the purchased aid of Graz'zt. The Dark Prince

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
O Chill Touch Wizard +4 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
QO Control Flames Wizard -- 1A 60 ft./5 ft. Cube S Instantaneous  EE 152 5 ft. Cube, S
QO Minor lllusion Wizard - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
=== 1st LEVEL === 4 Slots OO00
QO Feather Fall Wizard -- 1R 60 ft. V.M 1 minute PHB 239 D:1m, VIM
O Ice Knife Wizard DEX12/+4 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
O Detect Magic [R] Wizard -- 1a+10m  Self/30 ft. Sphere V,S Concenaiion, uproominvtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Color Spray Wizard -- 1A Self/15 ft. Cone V,S,M 1 round PHB 222  D: 1Rnd, 15 ft. Cone, V/S/IM
O Grease Wizard DEX12 1A 60 ft./10 ft. Square  V,S,M 1 minute PHB 246 D:1m, 10 ft. Square, V/S/M
O Tenser's Floating Disk [R] Wizard -- 1a+10m 30 ft. V,S,M 1 hour PHB 282  D: 1h, V/ISIM
O Disguise Self Wizard -- 1A Self V.S 1 hour PHB 233  D:1h, VIS
O Burning Hands Wizard DEX 12 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, VIS
O Catapult Wizard DEX 12 1A 60 ft. S Instantaneous  EE 150 S
O Cause Fear Wizard wIs12 1A 60 ft. \% Concenuaiion, upto tminte - XGtE 151 D: 1m, V
O Charm Person Wizard wIs12 1A 30 ft. V.S 1 hour PHB 221  D:1h,V/S
O Chromatic Orb Wizard +4 1A 90 ft. V,S,M Instantaneous PHB221  V/S/IM
O Comprehend Languages [R] Wizard - 1a+10m  Self V,S,M 1 hour PHB 224  D: 1h, VISIM
O Earth Tremor Wizard DEX12 1A 10 ft. V.S Instantaneous  EE 155 VIS
O Expeditious Retreat Wizard - 1BA  Self V,S concentraion, pto 1ominutes - PHB 238 D: 10m, V/S
O Identify [R] Wizard - 11m  Touch V,S\M Instantaneous PHB 252  V/S/M
O Longstrider Wizard - 1A Touch V,S\M 1 hour PHB 256  D: 1h, VISIM
O Jump Wizard - 1A Touch V,S,M 1 minute PHB 254  D:1m, V/ISIM
O Mage Armor Wizard - 1A Touch V,S,M 8 hours PHB 256  D: 8h, VISIM
O Magic Missile Wizard -- 1A 120 ft. V,S Instantaneous  PHB 257  V/S
QO Protection from Evil and Good Wizard - 1A Touch V,S,M  concentration, up o 10minutes - PHB 270 D: 10m, V/SIM
O Ray of Sickness Wizard Ccon12/+4 1A 60 ft. V,S Instantaneous  PHB 271 V/S
O Sleep Wizard - 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/ISIM
QO silent Image Wizard -- 1A 60 ft./15 ft. Cube V,S,M  concentation, wproomnues  PHB 276~ D: 10m, 15 ft. Cube, V/S/M
QO Shield Wizard -- 1R Self V,S 1 round PHB 275 D: 1Rnd, VIS
QO Tasha's Caustic Brew Wizard DEX 12 1A Self/30 ft. Line V,S,M  concentration, oo 1mine TCOE 115  D: 1m, 30 ft. Line, V/S/M
QO Tasha's Hideous Laughter Wizard WIS 12 1A 30 ft. V,S,M  concentaation, upto 1minute - PHB 280 D: 1m, V/SIM
O Absorb Elements Wizard -- 1R Self S 1 round EE 150 D: 1Rnd, S
QO Distort Value Wizard - im Touch/1 ft. Cube V 8 hours Al 75 D: 8h, 1 ft. Cube, V
O Fog Cloud Wizard - 1A 120 ft./20 ft. Sphere V,S Concentration, upto 1hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Hideous Laughter Wizard WIS12 1A 30 ft. V,S,M  concentation, upto 1 minute - PHB D: 1m, V/ISIM
QO Jim's Magic Missile Wizard +4 1A 120 ft. V,S,M Instantaneous Al 76 VISIM
O lllusory Script [R] Wizard - 11m Touch S,M 10 days PHB 252  D:10d, S/IM
O Alarm [R] Wizard -- 11m 30ft. V,S,M 8 hours PHB 211 D: 8h, V/ISIM
O Witch Bolt Wizard +4 1A 30 ft. V,S,M  concenuation, upto 1 minute - PHB 289 D: 1m, V/ISIM
O Unseen Servant [R] Wizard - 1a+1om 60 ft. V,S,M 1 hour PHB 284 D: 1h, VISIM
QO Snare Wizard DEX 12 1m Touch SM 8 hours XGtE 165 D: 8h, S/M
O Find Familiar [R] Wizard - th+1om 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Charm Person Wizard WIS 12 1A 30 ft. v,S 1 hour free-rules 249 D: 1h, V/S
O Chromatic Orb Wizard +4 1A 90 ft. V,S,M Instantaneous free-rules 249 V/S/M
===2nd LEVEL === 2 Slots OO
O Misty Step Wizard -- 1BA  Self \Y Instantaneous  PHB 260 V
O Snilloc's Snowball Swarm Wizard DEX 12 1A 90 ft./5 ft. Sphere V,S,M Instantaneous EE 165 5 ft. Sphere, V/S/IM
R SPELLS N
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O Arcane Lock Wizard -- 1A Touch V,S,M Until dispelled PHB 215 D: Until Dispelled, V/S/M
QO Detect Thoughts Wizard WIS12 1A Self V,S,M  concentration, pto 1 minute - PHB 231 D: 1m, V/ISIM
O Rope Trick Wizard -- 1A Touch V,S,M 1 hour PHB 272 D: 1h, VISIM
O Levitate Wizard CON12 1A 60 ft. V,S,M  concenvation, up o 10minutes - PHB 255 D: 10m, V/S/IM
O Locate Object Wizard - 1A Self V,S,M  concenration, up o 10 minues - PHB 256 D: 10m, V/S/IM
O Magic Mouth [R] Wizard -- 11m 30ft. V,S,M Until dispelled PHB 257  D: Until Dispelled, V/S/M
O Magic Weapon Wizard -- 1BA  Touch V,S Concentration, upto Lhour  PHB 257 D: 1h, VIS
O Maximilian's Earthen Grasp Wizard STR12 1A 30 ft./5 ft. Square  V,S,M  Concentiation. up o 1 minwte - EE 161 D: 1m, 5 ft. Square, V/S/IM
O Knock Wizard - 1A 60 ft. \% Instantaneous  PHB 254 V
O Jim's Glowing Coin Wizard wiS12 1A 60 ft. SM,R 1 minute Al 76 D: 1m, SIM/R
O Melf's Acid Arrow Wizard +4 1A 90 ft. V,S\M Instantaneous PHB 259  V/S/M
O Pyrotechnics Wizard CON 12 1A 60 ft./5 ft. Cube V,S Instantaneous  EE 163 5 ft. Cube, V/S
O Phantasmal Force Wizard INT12 1A 60 ft./10 ft. Cube V,S,M  concenvation, po1mnue  PHB 264  D: 1m, 10 ft. Cube, V/S/M
O Ray of Enfeeblement Wizard coN12/+4 1A 60 ft. V.S Concentration, wp o 1 minwte - PHB 271 D: 1m, V/S
O Scorching Ray Wizard +4 1A 120 ft. V.S Instantaneous  PHB 273 VIS
O See Invisibility Wizard - 1A Self V,S,M 1 hour PHB 274  D: 1h, VISIM
O Shatter Wizard CON 12 1A 60 ft/10 ft. Sphere V,S,M Instantaneous PHB 275 10 ft. Sphere, VIS/M
O Skywrite [R] Wizard - 1a+10m - Sight V.S Concentration, up to 1hour - EE 165 D: 1h, VIS
O Spider Climb Wizard - 1A Touch V,S,M  concenuation, upto 1hour  PHB 277 D: 1h, V/SIM
O Suggestion Wizard wis12 1A 30 ft. V.M Concentration, upto 8 hows - PHB 279 D: 8h, VIM
O Warding Wind Wizard - 1A Self/10 ft. Sphere Concentration, up to 10 minutes  EE 170 D: 10m, 10 ft. Sphere, V
O Web Wizard DEX 12 1A  60ft/20ft. Cube V,S,M Conceniatonwioinow PHB 287  D: 1h, 20 ft. Cube, V/S/M
O Acid Arrow Wizard +4 1A 90 ft. V,S,M Instantaneous PHB VISIM
O Aganazzar's Scorcher Wizard DEX 12 1A 30 ft./30 ft. Line V,S,M Instantaneous EE 150 30 ft. Line, VIS/IM
O Continual Flame Wizard - 1A Touch V,S,M Until dispelled PHB 227  D: Until Dispelled, V/S/IM
O Cloud of Daggers Wizard - 1A 60 ft./5 ft. Cube V,S,M  concentration, upto 1 minute - PHB 222 D: 1m, 5 ft. Cube, V/SIM
O Blur Wizard - 1A Self \Y Concentration, pro tminwe - PHB 219 D: 1m, V
O Darkvision Wizard - 1A Touch V,S,M 8 hours PHB 230 D: 8h, V/SIM
O Dragon's Breath Wizard DEX 12 1BA  Touch/15ft. Cone V,S,M concenuaion upoiminue XGtE 154  D: 1m, 15 ft. Cone, V/S/M
O Flaming Sphere Wizard DEX 12 1A 60 ft./5 ft. Sphere V,S,M  cConcentration, pto 1 minute  PHB 242 D: 1m, 5 ft. Sphere, V/S/IM
O Invisibility Wizard - 1A Touch V,S,M  Concentration, upto 1hour  PHB 254 D: 1h, V/ISIM
O Mind Spike Wizard WIS 12 1A 60 ft. S Concenation, upto 1hour - XGtE 162  D: 1h, S
O Mirror Image Wizard -- 1A Self V,S 1 minute PHB 260 D: 1m, VIS
O Nathair's Mischief Wizard -- 1A 60 ft./20 ft. Cube S,M Concentration, up to L minute - FTOD 20 D: 1m, 20 ft. Cube, SIM
O Nystul's Magic Aura Wizard - 1A Touch V,S,M 24 hours PHB 263 D: 24h, VISIM
QO Dust Devil Wizard STR12 1A 60 ft./5 ft. Cube V,S,M  concentration, upto 1 minuie - EE 154 D: 1m, 5 ft. Cube, V/ISIM
QO Earthbind Wizard STR12 1A 300 ft. \Y Concentration, upto Lminute  EE 154 D:1m,V
O Enlarge/Reduce Wizard CON 12 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 237 D: 1m, V/ISIM
QO Darkness Wizard -- 1A 60 ft./15 ft. Sphere  \/,M Concentration, up to 10 minues PHB 230 D: 10m, 15 ft. Sphere, V/IM
QO Tasha's Mind Whip Wizard INT12 1A 90 ft. \ 1 round TCoE 115 D: 1Rnd, V
O Air Bubble Wizard -- 1A 60 ft. S 24 hours SAIS 22 Special: 2 additional globes of fresh air*, D: 24h, S
QO Blindness/Deafness Wizard CON 12 1A 30 ft. A\ 1 minute PHB 219 D:1m, V
O Giftof Gab Wizard - 1R Self V.SMR Instantaneous Al 76 VISIMIR
O Shadow Blade Wizard - 1BA  Self V,S Concentation, upto tminute - XGtE 164  D: 1m, V/S
O Crown of Madness Wizard wis12 1A 120 ft. V.S Concenuaiion, upto tminte - PHB 229 D: 1m, V/S
O Gust of Wind Wizard STR12 1A Self V,S,M  concenvation. wpro1minwe - PHB 248~ D: 1m, V/S/M
O Alter Self Wizard - 1A Self V,S Concentration, upto 1hour  PHB 211 D: 1h, V/S
O Rime's Binding Ice Wizard CON 12 1A Self/30 ft. Cone S,M Instantaneous  FToD 21 30 ft. Cone, SIM
O Vortex Warp Wizard CON 12 1A 90 ft. V.S Instantaneous  SACoC 38 V/S
R SPELLS N
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