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[ STRENGTH \ O _+1_ Dexterity
O _+1_ Constitution
-2 ® _+3 Intelligence
© _+4 Wisdom
O _+3 Charisma
DEXTERITY

Advantage against spells and
other magical effects

+1

'O

N\
Strength \

L SAVING THROWS )’

[CONSTITUTION] ’ﬂ)
®)

+2_ Animal Handling wis

® 3

Arcana INT

O -2 Athletics STR
O _+3  Deception CHA
(_\ ® _+3  History INT
INTELLIGENCE
® _+4  Insight wis
+1 O _+3_ Intimidation CHA
® _+3  Investigation INT
@ O _+2_ Medicine wis
O _+1  Nature INT

Perception wis

Performance CHA

+2 @ +5

Persuasion CHA

Religion INT

Sleight of Hand DEX

Stealth DEX

CHARISMA QO _*2_ Survival wis
+3 o__
O
O

L)

N
+1  Acrobatics DEX \
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Wizard 1 Beginner_Bots
CLASS & LEVEL PLAYER NAME
Satyr Sage (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 11 7 -
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 ===
7 Lute
- — === LANGUAGES ===
ABILITY SAVE DC | Common, Gnomish, Goblin, Sylvan
S==x N
/ N\
35 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.

74

\ ACTIONS
4 N
12 PASSIVE WISDOM (PERCEPTION) Quarterstaff +0 1d6-2 Bludgeoning  Simple, Versatile
Fire Bolt +3 1d10 Fire VIS
14 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +0 0 Bludgeoning
13 PASSIVE INTELLIGENCE (INVESTIGATION) Ram +0 1d4-2 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /
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CHARACTER NAME

Wizard 1 Beginner_Bots
CLASS & LEVEL PLAYER NAME
Satyr Sage (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

//
=== 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 11, Spell Attack +3)
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

=== SATYR RACIAL TRAITS ===

* Fey » MOOT 25
Your creature type is fey, rather than humanoid.

* Ram « MOoT 25
Unarmed strikes may deal <strong>1d4</strong>-2
Bludgeoning damage on a hit.

| 1 Action

* Magic Resistance « MOoT 25
You have advantage on saving throws against spells
and other magical effects.

* Mirthful Leaps « MOoT 25

Whenever you make a long or high jump, you can roll
a d8 and add the number rolled to the number of feet
you cover, even when making a standing jump. This

extra distance costs movement as normal.

* Reveler « MOoOT 25

You have proficiency in the Performance and
Persuasion skills, and you have proficiency with one
musical instrument of your choice.

N

FEATURES & TRAITS

Quarterstaff 1 4 1b.

Crystal 1 1lb.
Ink (1 ounce bottle) 1 -

Backpack 1 5 lb.

Clothes, Common 1 31b.

Spellbook 1 3lb.
Small Knife 1 -

Book 1 51b
Ink (1 ounce bottle) 1 -
WEIGHT CARRIED Ink Pen L -
21.2 |b. Parchment (one sheet) 10 -
ENCUMBERED Little Bag of Sand 1 -
105 Ib. Small Knife 1 -

PUSH/DRAG/LIFT

210 Ib.

EQUIPMENT
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Male 32 Medium 5'10" 128
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Tanned Brown Brown/Red
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ \
// \
7 _ . . \
There’s nothing | like more than a
good mystery.
I am horribly, horribly awkward in
social situations.
PERSONALITY TRAITS
L~ 1
[ "]
Logic. Emotions must not cloud our logical
thinking. (Lawful)
IDEALS
L~ 1
[ "]
| sold my soul for knowledge. | hope to do
great deeds and win it back.
BONDS
L~ 1
[N "]
| can’t keep a secret to save my life, or
anyone else’s.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { {
/ \
Galen, born and raised in The High Forest, is a
Satyr, and naturally drawn to magic. This made
the next step of apprenticing under the Wizard
Sofri Fantheft, a female Human, much easier.
Sofri had trained Galen in casting a variety of
spells, but didn't forget to teach him the benefit of
also taking a minute to sit down, and read a good
book. Teaching him that knowledge can come in
all manors of different variations, not just power.
Sofri was respected in her area and was usually
sought out when people needed to if items had an
magical properties, as well as if someone, usually
of higher stature needed advice on anything of a
magical nature.
One week, while Galen was out, a man had come
in seeking magical council, which Sofri
entertained, not realizing the downfall this would
bring on her.€Wordspread around town and
enemies of the man came seeking answers. When
Sofri was not able to give them any, they killed her
for it. This left a hole that needed filling in the
town, and so, Galen continued Sofri's work in
secret.
CHARACTER BACKSTORY ADDITIONAL NOTES




Wizard

SPELL SAVE DC SPELL ATTACK
BONUS
—
)/ \
7 Y
=== CANTRIPS === (At Will)
QO Toll the Dead Wizard WIS11 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
O Infestation Wizard CON 11 1A 30 ft. V,S,M Instantaneous XGtE 158 V/S/M
QO Fire Bolt Wizard +3 1A 120 ft. V,S Instantaneous  PHB 242 VIS
=== 1st LEVEL === 2 Slots OO
O Magic Missile Wizard -- 1A 120 ft. V,S Instantaneous  PHB 257 VIS
O Identify [R] Wizard - im Touch V,S,M Instantaneous PHB 252  V/SIM

SPELLS

> 4
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