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Advantage against being charmed,
and magic can't put you to sleep
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CLASS & LEVEL

Eladrin (Variant)
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GeorgeEBHastings
PLAYER NAME

Guild Artisan / Guild Merc (Milestone)

RACE BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+3 14 20 -
INITIATIVE CLASS \ HIT POINTS
/7 /7 /
3d6 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS j Crosshow, Light, Dagger, Dart, Longbow,
~ Longsword, Pistol, Quarterstaff, Rapier,
Shortbow, Shortsword, Sling
ABILITY SAVE DC | === TOOLS ===
p— o Tinker's Tools
7 N === LANGUAGES ===
30 ft. (Walking) Common, Elvish, Gnomish
A SPEED )
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Bladesong ¢ 2 / Short Rest

Twice per short rest, you can use a bonus action to
start a Bladesong, which lasts for 1 minute and grants
you the following benefits:

You gain a +3 bonus to your AC, your walking speed
increases by 10 ft., you have advantage on Acrobatics
checks, and vou gain a +3 bonus to any CON savina

throw you make to maintain your concentration on a
spell.

It ends early if you are incapacitated, if you don
medium or heavy armor or a shield, or if you use two
hands to make an attack with a weapon. You can also
dismiss the Bladesong at any time you choose (no
action required).

=== SPECIAL ===
Arcane Recovery ¢ 1/ Long Rest

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 2, and none of the slots can be 6th
level or higher.
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ACTIONS
A
12 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4 Piercing Simple, Dual Wield, Finesse, Light, Thrown, Range (20160, Booming Blades Thunder, 18 Thunder
Pistol +5 1d10+3 Piercing Firearms, Loading, Range, Ammunition (Firearms), Range (30/90)
12 PASSIVE WISDOM (INSIGHT)
Rapiel’ +5 1d8+3 Piercing Martial, Finesse, Booming Blade: Thunder, 1d8 Thunder
PASSIVE INTELLIGENCE (INVESTIGATION 5 g
13 ( ) Unarmed Strike +1 0 Bludgeoning
Darkvision 60 ft.
SENSES WEAPON ATTACKS & CANTRIPS /
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Guild Artisan / Guild Merc (Milestone)
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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 2, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| Bladesinging

* Restriction: Elves Only « SCAG

Only elves and half-elves can choose the bladesinger
arcane tradition. Your DM can lift this restriction to
better suit the campaign.

* Training in War and Song * SCAG

You gain proficiency with light armor, one type of
one-handed melee weapon of your choice, and the
Performance skill if you don’t already have it..

* Bladesong « SCAG

Twice per short rest, you can use a bonus action to
start a Bladesong, which lasts for 1 minute and grants
you the following benefits:

You gain a +3 bonus to your AC, your walking speed

increases by 10 ft., you have advantage on Acrobatics
checks, and you gain a +3 bonus to any CON saving
throw you make to maintain your concentration on a
spell.

It ends early if you are incapacitated, if you don
medium or heavy armor or a shield, or if you use two
hands to make an attack with a weapon. You can also
dismiss the Bladesong at any time you choose (no
action required).

| 2/ Short Rest « 1 Bonus Action

=== ELADRIN (VARIANT) RACIAL TRAITS ===

* Darkvision « PHB 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses « PHB 23
You have proficiency in the Perception skill.

* Fey Ancestry » PHB 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance  PHB 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* EIf Weapon Training « PHB
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Fey Step » PHB
Once per short rest, you can cast the misty step spell.

N

FEATURES & TRAITS

Leather 1 10 Ib.
Dagger 1 11b.
Rapier 1 2 lb.
Pistol 1 31lb.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Component Pouch 1 2 1b.
Mess Kit 1 11b.

Rations (1 day) 10 20 Ib.

WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
81 Ib. Spellbook 1 3lb.
ENCUMBERED Tinderbox 1 11b.

120 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
240 Ib. Wand 1 11b.

EQUIPMENT
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Male 54 Medium 510" 130
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Pale Violet Light Pink
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \
// \
// \\
| believe that anything worth doing is
worth doing right. | can’t help it — I'm a
nerfectinnist
PERSONALITY TRAITS
L~ 1
[ ~"1
No Limits. Nothing should fetter the
infinite possibility inherent in all
existence. (Chaotic)
IDEALS
L~ —~
[ ~"1
I've been searching my whole life for
the answer to a certain question.
One day | will return to my family and
BONDS
L~ —~
[N ~~"]
No one must ever learn that | once stole
money from my family's coffers.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
3\ /4
/, \
Shopping List:
--Studded Leather Armor
--Amulet of Health
--Cloak of Protection
--Spellbooks/Grimoires
--Boots of Haste/Speed
Also, Spell Components to purchase:
--10 gp worth of charcoal, incense, and herbs (Find
Familiar)
--100 gp Pearl (Identify).
CHARACTER BACKSTORY ADDITIONAL NOTES




Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
QO Prestidigitation Wizard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Booming Blade Wizard +5 1A 5 ft. V.M 1 round SCAG D: 1Rnd, V/IM
QO Friends <C> Wizard -- 1A Self S,M Concenuation, upo 1minte - PHB 244 D: 1m, S/M
=== 1st LEVEL === 4 Slots OO00
O Shield Wizard -- 1R Self V,S 1 round PHB 275 D: 1Rnd, V/S
O Identify [R] Wizard - 11m Touch V,S,M Instantaneous PHB 252  V/SIM
O Chromatic Orb Wizard +5 1A 90 ft. V,S,M Instantaneous PHB 221  V/S/M
O Absorb Elements Wizard - iR Self S 1 round EE 150 D: 1Rnd, S
O Find Familiar [R] Wizard - th+1om 10 ft. V,S,M Instantaneous PHB 240 V/SIM
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 Detect Magic [R]<C> Wizard - 1a+10m  Self/30 ft. Sphere V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Catapult Wizard DEX 13 1A 60 ft. S Instantaneous  EE 150 S
===2nd LEVEL === 2 Slots OO
O Suggestion <C> Wizard WIS 13 1A 30 ft. WAV Concentration, upto8hows - PHB 279 D: 8h, VIM
O Shadow Blade <C> Wizard - 1BA  Self V.S Concentaton, wpo 1minte - XGtE 164 D: 1m, V/S
O Misty Step Eladrin (Variant) - 1BA  Self \% Instantaneous  PHB 260  1/SR,V
R SPELLS N
! /|




