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y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +2  Acrobatics DEX \ N Sling
13 1o 1 Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +6 Arcana INT ~ Dragonchess Set
O -1 Athletics STR = —r === LANGUAGES ===
O _*3  Deception CHA ABILITY SAVE DC | Common, Elvish, Halfling
S==x F—
— ® _+6_ History INT
INTELLIGENCE .
O _+1  Insight wis (/ \
30 ft. (Walkin
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® _*6  Investigation INT
’@ ® _+4  Medicine wis \ SPEED /
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O _*3  Performance CHA === ACTIONS === with a spell of 1st level or higher, you regain HP equal
12 ) Standard Actions to twice the spell’s level, or three times its level if the
® _*6_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, spell belongs to the School of Necromancy. You don’t
O +3  Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, gain this benefit for killing constructs or undead.
g Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence Undead Thralls
You add the animate dead spell to your spellbook if
O _*2_ Stealth DEX === SPECIAL === it is not there already. When you cast animate dead,
U CHARISMA ) Arcane Recovery * 1/ Long Rest you can target one additional corpse or pile of bones,
O _+1  Survival wis .. : ] ;
Once per day when you finish a short rest, you can  creating another zombie or skeleton, as appropriate.
1 6 O choose expended spell slots to recover - up to a Whenever you create an undead using a necromancy
- combined level of 4, and none of the slots can be 6th spell, its max HP is increased by 8 and it adds +3 to its
O level or higher. weapon damage rolls.
@ o JE— Grim Harvest
Once per turn when vou kill one or more creatures
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11 PASSIVE PERCEPTION Chill Touch +6 2d8 Necrotic ~ D: 1Rnd, V/S
Fire Bolt +6 2d10 Fire VIS
11 PASSIVE INSIGHT
Ray of Frost +6 2d8 Cold VIS
16 PASSIVE INVESTIGATION : .
Unarmed Strike +2 0 Bludgeoning
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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 4, 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

* Undead Thralls « PHB 119

You add the animate dead spell to your spellbook if it
is not there already. When you cast animate dead, you
can target one additional corpse or pile of bones,
creating another zombie or skeleton, as appropriate.
Whenever you create an undead using a necromancy
spell, its max HP is increased by 8 and it adds +3 to its
weapon damage rolls.

| Special

=== 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.

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

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

=== FEATS ===

* Spell Sniper (Wizard) «

When you cast a spell that requires you to make an
attack roll, the spell's range is doubled. Your ranged
spell attacks ignore half cover and three-quarters
cover. You learn one cantrip that requires an attack roll
from your chosen class spell list (INT is your
spellcasting ability for it).

* Ritual Caster (Wizard) « PHB
You acquire a ritual book holding two 1st-level ritual
spells of your choice from the wizard’s spell list.

Intelligence is your spellcasting ability for these spells.

If you come across a spell in written form, such as a
magical spell scroll or a wizard’s spellbook, you can
add it to your ritual book if it's on the wizard spell list,
the spell’s level is no higher than 4, and it has the ritual
tag. The process of copying the spell into your ritual
book takes 2 hours per level of the spell, and costs 50
gp per level.

* Healer « PHB 167

When you use a healer's kit to stabilize a dying
creature, that creature also regains 1 HP. As an action,
you can spend one use of a healer's kit to tend to a
creature and restore 1d6 + 4 HP to it, plus additional
HP equal to the creature's maximum number of Hit
Dice. The creature can't regain HP from this feat again
until it finishes a short or long rest.

| Healer Healing: 1 Action

N

FEATURES & TRAITS
Dagger, +1 1 11lb. Oil (flask) 10 10 Ib.
Dagger, +1 1 11b. Rations (1 day) 8 16 Ib.
Dagger, +1 1 1lb. Spellbook 1 31b.
Dart, +1 4 1lb. Waterskin 3 15 Ib.
Backpack 1 51b. Clothing, cold weather 1 51b.
Clothes, Traveler's 1 4 1b. Ink (1 ounce bottle) 1 --
Component Pouch 1 2 lb. Ink Pen 1 --
Lantern, Hooded 1 21b. Holy Water (flask) 2 2 |b.
Signet Ring 1 - Perfume (vial) 1 --
WEIGHT CARRIED Rod 2 4 1b. Potion of Healing 0 --
101.94 Ib. Book 1 51b. Potion of Healing 1 0.5 Ib.
ENCUMBERED Bedroll 1 7 Ib.
135 Ib. Clothes, Fine 1 6 1b.
PUSH/DRAG/LIFT Healer's Kit 3 9 lb.
270 Ib. Mess Kit 1 11b.

EQUIPMENT
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Female 20 Medium 59" 120
GENDER AGE SIZE HEIGHT WEIGHT
Neutral undetermined  Fair Blue Blond
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
L \ L \
// \
7 &
/Itake great pains to always look my best and N
follow the latest fashions.
If you do me an injury, | will crush you, ruin your
name, and salt your fields.
PERSONALITY TRAITS
L~ 1
[ "]
Power. If | can attain more power, no one will
tell me what to do. (Evil)
IDEALS
L~ 1
[ "]
I've been searching my whole life for the
answer to a certain question.
Primrose is a 5'9" slender blonde who almost always carries herself with an erect
posture and a chipper smile. She chirps her speech and replies in a usually
happy (whatever is closest to british) noble accent.
She almost always dresses in solid pink, whether a fashionable adventuring gear, BONDS
fashionable winter wear or fashioonable regal gown. Her constant accessory is a L~ .
fashionable pink parasol that she's apparently made into a spellcasting focus.
Maybe the shaft of the parasol is a focus rod [N ~~"]
She d her best to heal le, and mak t that she ts to H
discover The secret.of .. ITSELF hehehe. Oh, Im créadiuly sory I said that Once | pick a goal, | become
out loud, didn't I?" . . .
' obsessed with it to the detriment of
everything else in my life.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
A\ T A\ T

Primrose was a child when the enemy attacked.
But she bravely stood up to the goblins and yelled
"YOU'D BETTER RUN CAUSE I'M A WIZARD!"
The goblins paused. And started laughing.

That's when she grabbed the lit kerosine lamp off
the table and threw it at them.

"FIREBALL!"

Though her family was safe, there was a frantic
and terrifying week where she was separated and
saw far more violence than she should have.
She's determined to help at any cost and like
many before her, she's following the path of
necromancy to try and revive the dead.

She's very happy, smiling and chipper, wearing
pink frilly clothes whenever possible. Just
because you're trying to find "...The secret!...Of
Life!l...ITSELF!" is no reason to be morbid and
depressing.

Primrose is very stylish, and elements of Dolores
Umbridge (Harry Potter) and Queen Eclipsa (Star
vs the Forces of Evil) are in her character concept.
€

Like Eclipsa, her signature is a parasol. €Defined
as a Rod Arcane Focus, with "umbrella” features
added. €LikeUmbridge, she usually wears pink.

CHARACTER BACKSTORY

"Oh, hello", she says in a slightly embarrased tone,
and covers her blush with her hand. €Snespeaks
with the equivalent of an upperclass british accent as
she says:

"I'm Primrose Perianth, of the Perianth clan,
youngest child of Duke Gunnar and Duchess Odalia
and 13th in line for the throne after my brothers
:Peregrine, Percy, Perseus,€Pericles,Percival and
my sisters Petunia, Peach, Peony, Perinneal, Pearl,
Peridot and Persephone. €'mdetermined to be the
first to discover the secret of life...;ITSELF! €Thatwill
allow mortals to heal and restore life to the fallen. €I
hope you'll add me to your group of heroes, I'll do my
best to be worthy of inclusion." €Shegives a nervous
smile, waiting for the response.

Primrose has the "you'd never expect a villian to
wear solid pink" style€ofDolores Umbridge (Harry
Potter) and the "Good person mistaken for bad" of
Queen Eclipsa from "Star vs the Forces of Evil". €She
speaks in the upperclass British female accent of
Eclipsa (ibid). €Sheuses a parasol as an Arcane
Focus. €Actuallythe core Rod of the parasol is the
focus, the "umbrella” part is window dressing.

Since she has virtually no chance of taking the family
throne, she broke from the "marriage or convent"
fate of her class to spend her future inheritance on
training as a Necromancer.

She honestly thinks she can use Necromantic
wizardry to duplicate necromantic healing effects.
Long before€8thlevel she will have realized:

Either she CAN use necromantic magic for healing
and ressurection, and has homebrewed "Revivify"
and better spells as Necromantic Wizard spells.

Or she's realized she CAN'T revive people from
death and has found a way to become a "Divine Soul
Sorceress" (preferred) or a Life Domain Cleric as a
second class to allow necromantic healing.

(player experience, none but reading rulebooks for
5E, but have played since 1E)

Let me know if she's acceptable, and how to mesh
her concept with the campaign.

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Chill Touch Wizard +6 1A 240 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
O Toll the Dead Wizard WIS 14 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
QO Fire Bolt Wizard +6 1A 240 ft. V,S Instantaneous  PHB 242 VIS
O Blade Ward Wizard - 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
O Ray of Frost Spell Sniper (Wizard) +6 1A 120 ft. V.S Instantaneous  PHB 271 V/S
=== 1st LEVEL === 4 Slots OO00
O False Life Wizard - 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Charm Person Wizard wis 14 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
O Protection from Evil and Good Wizard - 1A Touch V,S\M  concenvaion, o 0minwees - PHB 270 D: 10m, V/S/IM
O Sleep Wizard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D: 1m, 20 ft. Sphere, V/SIM
O Detect Magic [R] Wizard -- 1A+10m  Self/30 ft. Sphere  V,S Concenation, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Shield Wizard - 1R Self V,S 1 round PHB 275 D:1Rnd, VIS
O Identify [R] Wizard - 11m Touch V,S,M Instantaneous PHB 252  V/S/M
O Find Familiar [R] Wizard -- th+1om 10 ft. V,S,M Instantaneous PHB 240  V/S/M
O Primrose Shards of Bone Wizard +6 1A 240 ft. V,S,M Instantaneous VISIM
O Find Familiar [R] Ritual Caster (Wizard) - th+1om 10 ft. V,S,M Instantaneous PHB 240 V/S/M
O Identify [R] Ritual Caster (Wizard) - 11m  Touch V,S,M Instantaneous PHB 252  V/S/M
===2nd LEVEL === 3 Slots 000
O Gentle Repose [R] Wizard - 1a+10m  Touch V,S,M 10 days PHB 245 D:10d, V/ISIM
O Detect Thoughts Wizard WIS 14 1A Self V,S,M  concentation.wpo1minwe - PHB 231 D: 1m, V/S/M
O Web Wizard DEX 14 1A  60ft/20ft. Cube V,S,M Conceniatonwpioinow PHB 287  D: 1h, 20 ft. Cube, V/S/M
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 Locate Object Wizard - 1A Self V,S,M  concenation.po ominwies - PHB 256 D: 10m, V/S/M
O False Healing Word Wizard - 1A 60 ft. V,S\M 1 hour D: 1h, V/ISIM
O Gentle Repose [R] Ritual Caster (Wizard) - 1a+10m  Touch V,S,M 10 days PHB 245 D:10d, V/ISIM
=== 3rd LEVEL === 3 Slots OO0
QO Life Transference Wizard - 1A 30 ft. V,S Instantaneous  XGtE 160 V/S
O Fireball Wizard DEX 14 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous ~ PHB 241 20 ft. Sphere, V/SIM
O Animate Dead Wizard - im 10 ft. V,S,M Instantaneous PHB 212 VISIM
O Fly Wizard - 1A Touch V,S,M  concenration up o 10 minues - PHB 243 D: 10m, V/IS/IM
QO Lightning Bolt Wizard DEX 14 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 100 ft. Line, V/IS/M
O Prim's Necromantic Revivify Wizard -- 1A Touch V,S,M Instantaneous VISIM
=== 4th LEVEL === 2 Slots OO
Q Vitriolic Sphere Wizard DEX 14 1A 150 ft./20 ft. Sphere V,S,M Instantaneous EE 170 20 ft. Sphere, V/ISIM
R SPELLS N
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