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CLASS & LEVEL PLAYER NAME
INTP Breena Bafflestone
Rock Gnome Archeologist (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
ﬂ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+1_ Dexterity
O _+2  Constitution +1 11 8 -
© _+5_ Intelligence
® +3 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / y, , \
1d6 successes O=O=0O
[ DEXTERITY
Advantage on INT Against Magic FAILURES O=O=O
Advantage on WIS Against Magic
+ 1 Advantage on CHA Against \§ DEFENSES \ HIT DICE \ DEATH SAVES /
Magic &
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] ﬂ) +1  Acrobatics DEX \ N Sling
‘ O _*1_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +5 Arcana INT ~ Cartographer's Tools, Tinker's Tools
O -1 Athletics STR = —r === LANGUAGES ===
O _+0  Deception CHA ABILITY SAVE DC | Common, Giant, Gnomish
S==x F—
N —— ® _+5  History INT
INTELLIGENCE .
O _+1  Insight wis (/ \
25 ft. (Walkin
+3 O +0 Intimidation CHA ( 9)
® _+5  Investigation INT
’@ O +1  Medicine wis \ SPEED /
O +3 Nature INT ) PROFICIENCIES & LANGUAGES
r WISDOM Y O # Perception wis , \
QO _+0  Performance CHA === ACTIONS ===
+ 1 _ Standard Actions
O _*0_ 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,
O _*1  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
QO _+1  Stealth DEX === SPECIAL ===
\ CHARISMA ) 3 . Arcane Recovery * 1/ Long Rest
® 8 Survival wis Once per day when you finish a short rest, you can
+ O ) choose expended spell slots to recover - up to a
- combined level of 1, and none of the slots can be 6th
@] level or higher.
©—
L SKILLS )/ \ ACTIONS )
7 N
11 PASSIVE WISDOM (PERCEPTION) Quarterstaff +1 1d6-1 Bludgeoning  Simple, Versatile
Fire Bolt +5 1d10 Fire VIS
11 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +1 0 Bludgeoning
15 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS y




— —

Wizard 1 BrodyBerkhout
CLASS & LEVEL PLAYER NAME
INTP Breena Bafflestone
Rock Gnome Archeologist (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
———— —
//
=== 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
=== ROCK GNOME RACIAL TRAITS ===
* Darkvision « BR 37
You can see in darkness (shades of gray) up to 60 ft.
* Gnome Cunning « BR 37
You have advantage on all Intelligence, Wisdom, and
Charisma saving throws against magic.
* Artificer’s Lore ¢ BR 37
Add twice your proficiency bonus to History checks
related to magic items, alchemical objects, or
technological devices.
* Tinker « BR 37
You are proficient with tinker's tools and can use them
to construct tiny clockwork devices.
FEATURES & TRAITS
Orb of Direction 1 - Rope, Hempen (50 feet) 1 10 Ib.
Quarterstaff 1 4 1b. Tinderbox 1 1lb.
Backpack 1 5 lb. Torch 10 10 Ib.
Case, Map or Scroll 1 1lb. Waterskin 1 51b.
Clothes, Traveler's 1 4 1b.
Healer's Kit 1 31b.
Lantern, Bullseye 1 2 lb.
Pick, Miner's 1 10 Ib.
Pouch 1 11b.
Shovel 1 51b.
WEIGHT CARRIED
112 b Spellbook 1 3lb.
ENCUMBERED Tent, Two-Person 1 20 Ib.
120 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Mess Kit 1 1lb.
240 |b. Rations (1 day) 10 20 Ib.
\ EQUIPMENT




—

Female 299 Small
GENDER AGE SIZE

—
33" 32
HEIGHT WEIGHT

Lawful Good
ALIGNMENT FAITH

Garl Glittergold Tan Black

Dusty
EYES HAIR

E——

A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—
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4 OBJECTIVE - | care about the truth. Rather\

than taking comfort in ideology or received
ideas, | want to understand what's really
going on beneath the surface of things. As a
result, | can be relied upon to combat bias

PERSONALITY TRAITS
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P ELEMENTARY MY DEAR WATSON

- | love to analyze patterns. Without
necessarily knowing how | do it, | often

IDEALS
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I hope to bring prestige to a library, a
museum, or a university.

BONDS
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IMPATIENT — | take pride in my
knowledge and in sharing my ideas.

When it comes to explaining my

-
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\\ FLAWS //

| am a seeker of truth and a lover of knowledge.
From my earliest days, I've felt an insatiable
curiosity, an unquenchable thirst for understanding
that led me to explore the depths of the arcane
and the mysteries of the world.

Before the adventuring life found me, | spent my
youth crawling through dusty crypts and forgotten
ruins, pilfering relics from the past. It wasn't just
about the coin; it was the thrill of uncovering the
secrets left behind by ancient civilizations. Amidst
these discoveries, one relic held special
significance—a medallion adorned with the arcane
symbol of a master Illusionist. Its origins may have
been shrouded in mystery, but its emotional value
was undeniable.

My analytical mind has always been a
double-edged sword. | crave the truth and detest
misinformation. Ideologies and received ideas
have little place in my pursuits; instead, | aim to
uncover the reality beneath the surface of things.
This objective mindset makes me a reliable
combatant against bias and deception, and |
demand the same honesty from others.

My insatiable curiosity leads me from one pursuit
to another, embracing schools of magic, research
areas, and obsessions with fervor. Whether
delving into deconstructing elaborate and ancient
illusions in order to find hidden antiquities or
creating new illusions out of whole cloth to
enhance the displays at museums, | immerse
myself in the depths of my newfound interests,
absorbing knowledge like a sponge.

Patterns call out to me, and irregularities don't
escape my keen gaze. Like a Sherlock Holmes of
old, I have a knack for spotting discrepancies that
make lying a futile endeavor in my presence.

Entering ruins and dungeons, | feel a connection

to their builders, discerning their purpose and
origin effortlessly. A medallion might be my only

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
S —
li .‘\
=== CANTRIPS === (At Will)
O Message Wizard -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
QO Fire Bolt Wizard +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Minor lllusion Wizard - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
=== 1st LEVEL === 2 Slots OO
O Disguise Self Wizard -- 1A Self V,S 1 hour PHB 233 D: 1h, VIS
O Color Spray Wizard - 1A Self/15 ft. Cone V,S,M 1 round PHB 222  D: 1Rnd, 15 ft. Cone, V/S/IM
O silent Image <C> Wizard -- 1A 60 ft./15 ft. Cube V,S,M  concenvaion, wproromines  PHB 276 D: 10m, 15 ft. Cube, V/ISIM
O Detect Magic [R]<C> Wizard -- 1a+10m  Self/30 ft. Sphere  V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Thunderwave Wizard CON13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
SPELLS
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