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H CLASS & LEVEL PLAYER NAME
Leousind
Variant Aasimar Urchin (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
ﬂ) -1 Strength \ / \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+2_ Dexterity
O -2 Constitution +2 12 4 -
© _+5_ Intelligence
® +5 Wisdom INITIATIVE CLASS \ HIT POINTS /
O -1 Charisma y / 7o , <
—_— Resistances - Necrotic, successes O=O=0O
DEXTERITY Radiant 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 _*3  Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +5 Arcana INT 7 Disguise Kit, Thieves' Tools
O -1 Athletics STR = —r === LANGUAGES ===
O -1 Deception CHA ABILITY SAVE DC | Celestial, Common
_g— _gu—
N —— ® _+5  History INT o
INTELLIGENCE .
O _+3  Insight wis (/ \
30 ft. (Walkin
+3 O -1 Intimidation CHA ( 9)
O _+3  Investigation INT
’@ O +3 Medicine wis \ SPEED /
O +3 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y O +3 Perception wis , N\
O -1 Performance CHA === ACTIONS === level or higher.
+ 3 _ Standard Actions
O _-1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
3 ) .
@ O _#3_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
> 3 ® _+4  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _*4 Stealth DEX Healing Hands « 1 / Long Rest
U CHARISMA ) O 3 Survival wis Once per long rest as an action, touch a creature
and restore 1 hit points.
1 o__
=== SPECIAL ===
O Arcane Recovery « 1/ Long Rest
o Once per day when you finish a short rest, you can
JE— choose expended spell slots to recover - up to a
combined level of 1, and none of the slots can be 6th
\ SKILLS J ACTIONS )
7 N
13 PASSIVE WISDOM (PERCEPTION) Shocking Grasp +5 1d8 Lightning VIS
Unarmed Strike +1 0 Bludgeoning
13 PASSIVE WISDOM (INSIGHT)
13 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
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 13, Spell Attack +5)
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 AASIMAR RACIAL TRAITS ===
* Healing Hands * VGtM
Once per long rest as an action, touch a creature and
restore 1 hit points.
| 1/Long Rest « 1 Action
* Languages ¢ VGtM
* Ability Score Increase « DMG
* Size « DMG
* Speed  DMG
* Darkvision « DMG

* Celestial Resistance * DMG

You have resistance to necrotic damage and radiant
damage.

* Celestial Legacy * DMG

You know the light cantrip. [3rd] You can cast lesser
restoration once per long rest. [5th] You can cast
daylight once per long rest. CHA is your spellcasting
ability.

N

WEIGHT CARRIED
9 lb.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS
Dagger 1 11b.
Case, Map or Scroll 1 1lb.
Clothes, Common 1 31b.
Spellbook 1 3lb.
Wand 1 11b.
Small Knife 1 -

EQUIPMENT




GENDER AGE
Chaotic Neutral

ALIGNMENT FAITH

Medium

SIZE HEIGHT WEIGHT

SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Leousind is an introspective and
cautious individual. He tends to keep to
himself and is slow to trust others,
given the hardships he's endured. He's

intellinent and resotircefill often 11sina
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Leousind's strongest bond is to his family, even though he was separated from them at a young age. He longs (o be.
reunited with his parents and find a sense of belonging and purpose. He's also bonded to the wand he stole from the
drunk wizard, which has become his arcane focus and a source of power.
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In the continent of Faerun, nestled within the
ancient land of Mulhorand, there existed a city
known as Gheldaneth, a place where tradition and
the divine intertwined in harmony. Within the city's
boundaries, in a modest household, a young
aasimar named Leousind was born. His presence
was a radiant gift, a testament to the celestial
heritage that flowed through his veins.

From his earliest days, Leousind was raised in the
embrace of a loving family, the scions of
middle-class citizens who embodied the values of
their land and the deities they held dear. In
Gheldaneth, the celestial heritage was not a rarity
but a revered and cherished aspect of life, and
parents like his imparted noble lessons of
goodness, morality, and devotion.

As he grew, the young aasimar was steeped in the
teachings of the deities of Mulhorand. His parents,
devout followers of the pantheon that graced their
homeland, ensured that the principles of virtue and
honor were woven into the very fabric of his being.
Gheldaneth's hallowed streets and venerable
temples became his playground, where he learned
the ways of the divine.

Yet, destiny, ever unpredictable, began to unveil
its intricate tapestry. It was a time of change in the
land, as whispers of distant lands and foreign
beliefs reached the ears of Mulhorand's citizens. In
the face of new opportunities and uncharted
horizons, Leousind's family made the fateful
decision to leave the city that had been their home
for generations and explore the wider world
beyond Mulhorand's borders.

Their journey took them to the distant land of
Unther, where the customs and beliefs differed
markedly from those of Mulhorand. The land was
both harsh and foreign, far removed from the
celestial reverence they were accustomed to. One
fateful day, while exploring a bustling Untheric
marketplace, young Leousind was snatched away,
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=== CANTRIPS === (At Will)
QO Shocking Grasp Wizard +5 1A Touch V,S Instantaneous  PHB 275  V/S
O Mending Wizard -- im Touch V,S,M Instantaneous PHB 259 VISIM
O Blade Ward Wizard - 1A Self V,S 1 round PHB 218 D: 1Rnd, VIS
O Light Celestial Legacy DEX9 1A Touch/20 ft. Sphere  V,M 1 hour PHB 255  D: 1h, 20 ft. Sphere, V/IM
=== 1st LEVEL === 2 Slots OO
O Magic Missile Wizard - 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Sleep Wizard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/S/M
O Disguise Self Wizard - 1A Self V.S 1 hour PHB 233 D:1h, VIS
R SPELLS N
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