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Wizard 1 BronnGruyler
CLASS & LEVEL PLAYER NAME
Bronn Gruyler
Variant Human Sage 0
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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Y N
ﬂ) +0_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
O _+2  Constitution +2 12 8 -
© _+4 Intelligence
® +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +1 Charisma / y, " , \
1d6 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 2 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +2  Acrobatics DEX \ N Sling
| O +0 Animal Handling wis PROFICIENCY BONUS j === LANGUAGES ===
® +4 Arcana INT 7 Abyssal, Celestial, Common, Infernal
QO _+0  Athletics STR = —
O +1 Deception CHA ABILITY SAVE DC |
_g— _gu—
N —— ® _+4 History INT o
INTELLIGENCE .
® _+2  Insight wis (/ \
30 ft. (Walkin
+2 O +1 Intimidation CHA ( 9)
® _+4  Investigation INT
’@ O +0 Medicine wis \ SPEED /
O +2 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y ® =+ Perception wis , N\
QO _+1  Performance CHA === ACTIONS ===
+ O _ Standard Actions
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
2 ) .
Q O _#2_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
> 3 O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
QO _+2  Stealth DEX === SPECIAL ===
\ CHARISMA ) 0 . Arcane Recovery * 1/ Long Rest
O 0 Survival wis Once per day when you finish a short rest, you can
+ 1 ) choose expended spell slots to recover - up to a
- combined level of 1, and none of the slots can be 6th
@] level or higher.
Ladd o
L SKILLS )/ \ ACTIONS )

7 N
12 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +2 1 Bludgeoning
12 PASSIVE WISDOM (INSIGHT)
14 PASSIVE INTELLIGENCE (INVESTIGATION)
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=== WIZARD FEATURES === * Grappler » BR 167
You have advantage on attack rolls against a creature
* Hit Points « PHB 113 you are grappling. You can use your action to try to pin
a creature grappled by you by making another grapple
* Proficiencies « PHB 113 check. If you succeed, you and the creature are both

restrained until the grapple ends.
* Spellcasting *« PHB 114
You can cast prepared wizard spells using INT as your | Grappling Pin: 1 Action
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 1, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special

=== 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
You gain one feat of your choice.

=== FEATS ===

FEATURES & TRAITS
Quarterstaff 1 4 1b.
Ink (1 ounce bottle) 1 -
Backpack 1 5 lb.
Clothes, Common 1 31b.
Spellbook 1 3lb.
Spellbook 1 3lb.
Staff 1 41b.
Small Knife 1 -
Bedroll 1 7 Ib.
WEIGHT CARRIED Mess Kit 1 1lb.
76 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
150 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
300 Ib. Waterskin 1 5 Ib.
\ EQUIPMENT




CHARACTER APPEARANCE
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Male 78 Medium 6'1 165
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Wrinkled, pale, Heterochromic Dark gray
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

fl’m willing to listen to every side of
an argument before | make my own

judgment.
I am horribly, horribly awkward in
PERSONALITY TRAITS
L~ .
[ ~"1

Logic. Emotions must not cloud our logical
thinking. (Lawful)

IDEALS
L~

{2

[
| sold my soul for knowledge. | hope to do
great deeds and win it back.

BONDS

()

P
N
Unlocking an ancient mystery is worth the
price of a civilization.

\\ FLAWS //
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CHARACTER BACKSTORY

ADDITIONAL NOTES
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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