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: CLASS & LEVEL PLAYER NAME
Grim burnedead
Fairy Far Traveler (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
ﬂ) 1 Strength \ / \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+0_ Dexterity
O _+1_ Constitution +0 10 2 2 -
© _+6_ Intelligence
® +4 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +1 Charisma / y, " , \
4d6 successes O=O=0O
DEXTERITY raiLures O=O=0
+ O \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Cr_ossbow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +0  Acrobatics DEX \ N Sling
‘ O _*2_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
O +4 Arcana INT ~ Playing Card Set
O -1 Athletics STR = —r === LANGUAGES ===
O +1  Deception CHA ABILITY SAVE DC | Celestial, Common, Elvish
_g— _gu—
® _+6_ History INT o
® _+4  Insight wis (/ N
30 ft. (Walking), 30 ft. (Flyin
O +1 Intimidation CHA ( 9) (Flying)
O _+4  Investigation INT
O +2  Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & LANGUAGES
® + Perception wis , \
QO _+1  Performance CHA === ACTIONS === === SPECIAL ===
+ 2 ) Standard Actions Arcane Recovery » 1/ Long Rest
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Once per day when you finish a short rest, you can
O +4 Religion INT Help, Hide, Ready, Search, Use an Object, choose expended spell slots to recover - up to a
Q g Opportunity Attack, Grapple, Shove, Improvise, combined level of 2, and none of the slots can be 6th
2 3 O _*0_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object level or higher.
® _*2_ Stealth DEX === BONUS ACTIONS === Grim Harvest
U CHARISMA ) O +2 Surival wis Telekinetic: Shove Once per turn when you kill one or more creatures
urviva As a bonus action, you can try to telekinetically with a spell of 1st level or higher, you regain HP equal
+ 1 (@) shove one creature you can see within 30 ft. of you. to twice the spell’s level, or three times its level if the
- When you do so, the target must succeed on a spell belongs to the School of Necromancy. You don't
O Strength saving throw (DC 14) or be moved 5 ft. gain this benefit for killing constructs or undead.
toward or away from you. A creature can willingly fail
O
J— this save.
L SKILLS )/ \ ACTIONS )
7 N
14 PASSIVE WISDOM (PERCEPTION) Chill Touch +6 1d8 Necrotic D: 1Rnd, V/S
Unarmed Strike +1 0 Bludgeoning
14 PASSIVE WISDOM (INSIGHT)
14 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N WEAPON ATTACKS & CANTRIPS y
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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 14, Spell Attack +6)
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

| School of Necromancy
* Necromancy Savant « PHB 118
The gold and time you must spend to copy a
necromancy spell into your spellbook is halved.
* Grim Harvest « PHB 118
Once per turn when you kill one or more creatures with
a spell of 1st level or higher, you regain HP equal to
twice the spell’s level, or three times its level if the
spell belongs to the School of Necromancy. You don’t
gain this benefit for killing constructs or undead.

| Special

* Ability Score Improvement « PHB 115

=== FAIRY RACIAL TRAITS ===

* Ability Score Increases ¢« MotM 12

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 12

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 13
You are a Fey.

* Size « MotM 13
You are Small.

* Fairy Magic « MotM 13
You know the <em>druidcraft</em> spell.

At third level you can cast <em>faerie fire</em>, and
at fifth level you can cast <em>enlarge/reduce</em>.
Once you cast either of these spells with this trait, you
cannot cast that spell with it again until you finish a
long rest. You can cast either of these spells using any
spell slots you have of the appropriate level. Your
spellcasting modifier is either Intelligence, Wisdom, or
Charisma (choose when you select this race).

| Intelligence «
Intelligence is your spellcasting ability for these spells
when you cast them with this trait.

* Flight « MotM 13
Because of your wings, you have a flying speed equal
to your walking speed. You can’t use this flying speed

N

if you're wearing medium or heavy armor.

=== FEATS ===

* Telekinetic « TCoE 81

You learn the <em>mage hand</em> cantrip, and can
cast it without verbal or somatic components and make
the spectral hand invisible. If you already know this
spell, its range increases by 30 ft. Its spellcasting
ability is the ability increased by this feat.

As a bonus action, you can try to telekinetically shove
one creature you can see within 30 ft. of you. When
you do so, the target must succeed on a Strength
saving throw (DC 10 + the ability modifier of the score
increased by this feat) or be moved 5 ft. toward or
away from you. A creature can willingly fail this save.

| Intelligence
Increase your Intelligence score by 1, to a maximum of
20. The spell's spellcasting ability is Intelligence.

| Telekinetic: Shove: 1 Bonus Action

FEATURES & TRAITS
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Component Pouch 1 2 lb.
Spellbook 1 3lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
Tinderbox 1 11b.
WEIGHT CARRIED Torch 10 10 lb.
68 Ib. Waterskin 1 51b.
ENCUMBERED
120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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=== CANTRIPS === (At Will)
O Chill Touch Wizard +6 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
QO Shape Water Wizard -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
QO Frosthite Wizard CON 14 1A 60 ft. V,S Instantaneous  EE 156 VIS
QO Lightning Lure Wizard STR14 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
O Mage Hand Telekinetic - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Druidcraft Fairy Magic -- 1A 30 ft. V.S Instantaneous  PHB 236  V/S
=== 1st LEVEL === 4 Slots OO00
O Chromatic Orb Wizard +6 1A 90 ft. V,S\M Instantaneous PHB 221  V/S/M
O Cause Fear <C> Wizard wis 14 1A 60 ft. \% Concenuaiion, upto tminte - XGtE 151 D: 1m, V
QO Silvery Barbs Wizard -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256  D:8h, V/ISIM
O Identify [R] Wizard -- im Touch V,S,M Instantaneous PHB 252  V/S/IM
O Floating Disk [R] Wizard - 1a+10m 30 ft. V,S,M 1 hour PHB D: 1h, VISIM
O Find Familiar [R] Wizard - 1h 10 ft. V,S,M Instantaneous PHB 240 V/S/M
O Faerie Fire <C> Fairy Magic DEX 14 1A 60 ft./20 ft. Cube V Concenuation po 1minte - PHB 239 1/LR, D: 1m, 20 ft. Cube, V
P Faerie Fire <C> Fairy Magic (Always Prepared) DEX 14 1A 60 ft./20 ft. Cube V Concentration upto 1 minute - PHB 239 D: 1m, 20 ft. Cube, V
===2nd LEVEL === 3 Slots 000
O Continual Flame Wizard - 1A Touch V,S,M Until dispelled PHB 227  D: Until Dispelled, V/S/IM
O Wither and Bloom Wizard CON 14 1A 60 ft./10 ft. Sphere V/,S,M Instantaneous = SACoC 38 10 ft. Sphere, V/S/IM
O Ray of Enfeeblement <C> Wizard CON14/+6 1A 60 ft. V,S Concenuation pto 1mine - PHB 271 D: 1m, V/S
O Nystul's Magic Aura Wizard - 1A Touch V,S,M 24 hours PHB 263 D: 24h, VISIM
O Misty Step Wizard - 1BA  Self \ Instantaneous PHB 260 V
O Levitate <C> Wizard CON 14 1A 60 ft. V,S,M  concentaion.wprosominwes  PHB 255 D: 10m, V/S/M
O Locate Object <C> Wizard - 1A Self V,S,M  concenation.po ominwies - PHB 256 D: 10m, V/S/M
O Magic Weapon <C> Wizard - 1BA  Touch V,S Concentration, upto 1hour - PHB 257 D: 1h, V/S
O Crown of Madness <C> Wizard WIS 14 1A 120 ft. V,S Concentration, upto L minute - PHB 229 D: 1m, VIS
O Borrowed Knowledge Wizard - 1A Self V,S\M 1 hour SACoC 37 D: 1h, VISIM
R SPELLS N
)\ {




