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H CLASS & LEVEL PLAYER NAME
ISTJ Turok Bitterwater
Custom Lineage Fey Lost (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 -
© _+6_ Intelligence
® +3 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / y, , \
1d6 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 1 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] O +1 Acrobatics DEX \ N Sling
‘ O _*1_ Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
® +6 Arcana INT = Flute
O -1 Athletics STR = —r === LANGUAGES ===
® *2 Deception CHA ABILITY SAVE DC | Common, Sylvan, Undercommon
_g— _gu—
O _+4  History INT o
O _+1  Insight wis (/ N
30 ft. (Walkin
O +0 Intimidation CHA ( 9)
® _+6_ Investigation INT
O +1  Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & LANGUAGES
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,
4 ) .
O _*4_ 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 +6 1d10 Fire VIS
11 PASSIVE WISDOM (INSIGHT)
Ray of Frost +6 1d8 Cold VIS
PASSIVE INTELLIGENCE (INVESTIGATION . .
16 ( ) Unarmed Strike +1 0 Bludgeoning
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 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 1, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special

=== CUSTOM LINEAGE RACIAL TRAITS ===

* Creature Type » TCoE 9

You are a humanoid. You determine your appearance
and whether you resemble any of your kin.

* Size « TCOE 8
You are Small or Medium (your choice).

* Feat» TCOE 8
* Variable Trait « TCOE 8
| Darkvision ¢

Darkvision with a range of 60 ft.

=== FEATS ===

* Fey Touched » TCoE 79
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the <em>misty step</em> spell and one
1st-level spell of your choice from the divination or
enchantment school of magic. Once per long rest you
can cast each of these spells without expending a spell
slot. You can also cast these spells using spell slots
you have of the appropriate level. The spells’
spellcasting ability is the ability increased by this feat.

| Intelligence ¢
Increase your Intelligence score by 1, to a maximum of
20. The spells’ spellcasting ability is Intelligence.

N

FEATURES & TRAITS
Enduring Spellbook 1 -

Quarterstaff 1 4 1b.

Backpack 1 5 lb.

Clothes, Traveler's 1 4 1b.

Healer's Kit 1 31b.

Pouch 1 11b.

Spellbook 1 31b.

Flute 1 11b.

Bedroll 1 7 Ib.

WEIGHT CARRIED Mess Kit 1 1lb.
75 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.

120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.

240 Ib. Waterskin 1 51b.
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Male 37 Medium 5'6" 158
GENDER AGE HEIGHT WEIGHT
Lawful Good Eldath - Goddes Amber Iridescent Black with whi
ALIGNMENT FAITH EYES HAIR
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PERSONALITY TRAITS
L~ 1
[ "]
IDEALS
L~ 1
[ "]
| find magic in all its forms to be
compelling. The more magical a
place, the more | am drawn to it.
BONDS
L~ 1
[N "]
ALWAYS BY THE BOOK - | believe
that things work best with clearly
defined rules, but this makes me
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
\ /4 /4

In the realm of mystic energies and enchanted
landscapes | found my calling as a wizard that
specialized in calling forth spells that are
protective in nature. My fate became intertwined
with the whimsical Feywild, a journey that began
as a studious practitioner of the arcane, devoted to
the pursuit of magical knowledge. However, my
life took an unexpected turn when | found myself
drawn into the Feywild during a magical ritual
gone awry.

Within the ethereal realms of the Feywild, my
senses were heightened, and the magic coursing
through the vibrant landscapes touched my soul.
The mystical energies changed me in subtle ways,
leaving a fey mark upon my being. My eyes, once
ordinary, now swirled with iridescent colors, a
testament to the Feywild's influence. | embraced
this transformation, finding myself recognized by
natives of the Feywild who perceived me as one of
their own.

With a staff as my arcane focus, | delved deeper
into the magical arts, drawn to the captivating
allure of all forms of magic. My experiences in the
Feywild heightened my appreciation for the
arcane, making me feel a profound connection to
magical places and the enchantments that
surrounded me.

I held my word as a sacred promise. Loyalty was a
strong sentiment, and | dedicated myself to
fulfilling my duties to the people and organizations
| had committed to. This sense of responsibility
extended to the creation and enforcement of
order. | believed that clarity and structure were
paramount for effectiveness, and | couldn't tolerate
unclear guidelines or those who broke established
rules.

Always by the book, | was reluctant to bend rules
or try new things, even when the potential
downsides were minimal. My adherence to clearly
defined rules provided me with a sense of security,
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=== 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 +6 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Ray of Frost Wizard +6 1A 60 ft. V,S Instantaneous  PHB 271 VIS
=== 1st LEVEL === 2 Slots OO
QO Protection from Evil and Good <C> Wizard - 1A Touch V,S,M  concentation, up o 10minutes - PHB 270 D: 10m, V/S/IM
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Fog Cloud <C> Wizard -- 1A 120 ft./20 ft. Sphere  V/,S Concentration, upto 1 hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Find Familiar [R] Wizard - th+1om 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Feather Fall Wizard - iR 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Sleep Fey Touched -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  1/LR, D: 1m, 20 ft. Sphere, V/SIM
===2nd LEVEL ===
O Misty Step Fey Touched - 1BA  Self \Y Instantaneous  PHB 260 1/LR,V
R SPELLS N
! /|




