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Constitution
Intelligence
Wisdom
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Acrobatics
Animal Handling
Arcana
Athletics
Deception
History

Insight
Intimidation
Investigation
Medicine
Nature
Perception
Performance
Persuasion
Religion
Sleight of Hand
Stealth

Survival
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Wizard 5

Guild Jeweler
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range 80/320
20 Darts

spell DC 8 + prof + int

2x prof on Int checks for
alchemy, magic, tech
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1

PASSIVE WISDOM (PERCEPTION)

J

Acid vials x 1
Alchemist fire x 1~
Crossbow bolts (quiver of 20) x 1
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Proficient:

can make:

boxes
Abilites:

Languages:
Abyssal, Common, Gnomish

Jeweler's tools
Goldsmith/silversmith tools
Tinker tools

clockwork toys, fire starters, music

Arcane Recovery 1/day
Ritual Casting

) OTHER PROFICIENCIES & LANGUAGES

e
lanket, winter x 1

lock and tackle

Case (for map or scroll) x 1
Chalk x 8

Crowbar

Fishing net

Flint and steel

Hammer
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nife, small

Lantern (bullseye)

Little bag of sand
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Oil flasks x 1

Parchment sheets x 10

Pot, iron

Torches x 10
Waterskins x 1

Calligrapher supplies
Goldsmith / silversmith tools
Jeweler tools

Tinker tools

Forgery kit

Reference book x 1

Spell component pouch
Spellbook x 1
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Crossbow 4 1d8+1 Darkvision
Advantage on int/wis/cha saves vs
Dart 4 1d4+1 magic

Light Beard
131lbs carried
gold and time you must spend to

copy an abjuration spell into your
spellbook is halved
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AGE HEIGHT WEIGHT
Parrest Green Tan Brown/Curly
CHARACTER NAME EYES SKIN HAIR
Raven familiar e —————————q
Str 2
Dex 14 Meep Meep
Con 8
Int 2
Wis 12
Cha 6
AC 12
HP 1
Spd 10/Fly 50
mimic simple sounds
does not attack
A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Starting at 2nd level, you can weave magic around yourself for
protection. When you cast an abjuration spell of 1st level or
higher, you can simultaneously use a strand of the spell's magic
to create a magical ward on yourself that lasts until you finish a
long rest. The ward has hit points equal to twice your wizard level
+ your Intelligence modifier. Whenever you take damage, the
ward takes the damage instead. If this damage reduces the ward
to O hit points, you take any remaining damage.

While the ward has 0 hit points, it can't absorb damage, but its
magic remains. Whenever you cast an abjuration spell of 1st level
or higher, the ward regains a number of hit points equal to twice
the level of the spell.

Once you create the ward, you can't create it again until you finish
a long rest.
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	CharacterName 2: Parrest
	Age: 21
	Height: 3'2'
	Weight: 
	Eyes: Green
	Skin: Tan
	Hair: Brown/Curly
	Allies: Raven familiar
Str 2
Dex 14
Con 8
Int 2
Wis 12
Cha 6
AC 12
HP 1
Spd 10/Fly 50
mimic simple sounds
does not attack
	FactionName: Meep Meep
	Backstory: 
	Feat+Traits: Starting at 2nd level, you can weave magic around yourself for protection. When you cast an abjuration spell of 1st level or higher, you can simultaneously use a strand of the spell's magic to create a magical ward on yourself that lasts until you finish a long rest. The ward has hit points equal to twice your wizard level + your Intelligence modifier. Whenever you take damage, the ward takes the damage instead. If this damage reduces the ward to 0 hit points, you take any remaining damage.
 
While the ward has 0 hit points, it can't absorb damage, but its magic remains. Whenever you cast an abjuration spell of 1st level or higher, the ward regains a number of hit points equal to twice the level of the spell.
 
Once you create the ward, you can't create it again until you finish a long rest.
	Treasure: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Wizard 5
	Background: Guild Jeweler
	PlayerName: deltreey
	CharacterName: Parrest
	Race : Rock Gnome
	Alignment: NG
	XP: 
	Inspiration: 
	STR: 10
	ProfBonus: 3
	AC: 11
	Initiative: +1
	Speed: 25
	PersonalityTraits : aloof
friendly
	STRmod: 
	HPMax: 27
	ST Strength: 0
	DEX: 12
	HPCurrent: 
	Ideals: real value comes from allies
	DEXmod : 
	HPTemp: 
	Bonds: Thedius
	CON: 12
	HDTotal: 5d6
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	Check Box 13: Off
	Check Box 14: Off
	CONmod: 
	Check Box 15: Off
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	Check Box 17: Off
	HD: 
	Flaws: self-important/rude
	INT: 19
	ST Dexterity: 1
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	ST Intelligence: 7
	ST Wisdom: 4
	ST Charisma: 1
	Acrobatics: 
	Animal: 
	Athletics: 
	Deception : 
	History : 
	Insight: 4
	Intimidation: 
	Check Box 11: Yes
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Off
	Wpn Name: Crossbow
	Wpn1 AtkBonus: 4
	Wpn1 Damage: 1d8+1
	INTmod: 
	Wpn Name 2: Dart
	Wpn2 AtkBonus : 4
	Wpn2 Damage : 1d4+1
	Investigation : 7
	WIS: 13
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: 7
	Wpn3 Damage : 
	Perception : 
	WISmod: 
	CHA: 12
	Nature: 
	Performance: 
	Medicine: 
	Religion: 
	Stealth : 
	Check Box 23: Off
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	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
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	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: 
	SleightofHand: 
	CHamod: 
	Survival: 4
	AttacksSpellcasting: range 80/320
20 Darts
 
spell DC 8 + prof + int
 
2x prof on Int checks for alchemy, magic, tech
	Passive: 11
	CP: 100
	ProficienciesLang: Languages:
Abyssal, Common, Gnomish
Proficient:
Jeweler's tools
Goldsmith/silversmith tools
Tinker tools
can make:
clockwork toys, fire starters, music boxes
Abilites:
Arcane Recovery 1/day
Ritual Casting
	SP: 50
	EP: 
	GP: 597
	PP: 
	Equipment: Acid vials x 1
Alchemist fire x 1
Crossbow bolts (quiver of 20) x 1
 
Backpack
Bedroll
Bell
Blanket, winter x 1
Block and tackle
Case (for map or scroll) x 1
Chalk x 8
Crowbar
Fishing net
Flint and steel
Hammer
Ink pen
Ink vial
Knife, small
Lantern (bullseye)
Little bag of sand
Mess kit
Oil flasks x 1
Parchment sheets x 10
Pot, iron
Rations (1 day) x 10
Rope (50', hempen) x 1
Tinderbox
Torches x 10
 
Waterskins x 1
 
Calligrapher supplies
Goldsmith / silversmith tools
Jeweler tools
Tinker tools
Forgery kit
Reference book x 1
Spell component pouch
Spellbook x 1
	Features and Traits: Darkvision
Advantage on int/wis/cha saves vs magic
 
Light Beard
 
131lbs carried
 
gold and time you must spend to copy an abjuration spell into your spellbook is halved
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