Wizard 3 (Evocation)

Lexiandrinial (Lexi)

CLASS & LEVEL

CHARACTER NAME

INSPIRATION

-1

+2

PROFICIENCY BONUS

+3

30'

INITIATIVE

SPEED

PLAYER NAME

EXPERIENCE POINTS

I am horribly, horribly awkward
in social situations.
PERSONALITY TRAITS

-1

Strength

+3

Dexterity

+2

Constitution

●

+5

Intelligence

●

+3

Wisdom

-1

Charisma

DEXTERITY

+3
16
CONSTITUTION

14
●

INTELLIGENCE

+3

Hit Point Maximum 20

Knowledge. The path to power and
self-improvement is through knowledge.
CURRENT HIT POINTS

TEMPORARY HIT POINTS

+3

Acrobatics (Dex)

+1

Animal Handling (Wis)

+5

Arcana (Int)

-1

Athletics (Str)

-1

Deception (Cha)

+5

History (Int)

16

●

+3

Insight (Wis)

-1

Intimidation (Cha)

WISDOM

●

+5

Investigation (Int)

+1

Medicine (Wis)

+3

Nature (Int)

+3

Perception (Wis)

-1

Performance (Cha)

-1

Persuasion (Cha)

+3

Religion (Int)

+3

Sleight of Hand (Dex)

+3

Stealth (Dex)

+1

Survival (Wis)

●

12
CHARISMA

-1

Total 3d6

FAILURES

NAME

BONDS

Most people scream and run when they see a
demon. I stop and take notes on its anatomy.

DEATH SAVES

FLAWS

ATK BONUS DAMAGE/TYPE

Dagger (20/60)

SKILLS

+5

1d4 + 3 piercing

Sculpt Spells - When you cast an
evocation spell that affects other
creatures that you can see, you
can choose a number of them
equal to 1 + the spell's level. The
chosen creatures automatically
succeed on their saving throws
against the spell, and they take no
damage if they would normally
take half damage on a successful
save.

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Languages: Elvish, Common,
Draconic, Dwarvish, Goblin
Proficiencies: daggers, darts,
slings, quarterstaffs, light
crossbows, longsword,
shortsword, shortbow, longbow

OTHER PROFICIENCIES & LANGUAGES

SUCCESSES

HIT DICE

●

+1

IDEALS

I’ve been searching my whole life for
the answer to a certain question.

SAVING THROWS

+2

13

Neutral Good
ALIGNMENT

ARMOR
CLASS

8

8

High Elf
RACE

13

STRENGTH

Sage
BACKGROUND

SP

EP

GP

PP

Spell book, dagger,
component pouch,
satchel, three books of
lore, bottle of black ink,
3 quills, 10 sheet of
parchment, set of
common clothes,
wooden toy from their
childhood
EQUIPMENT
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FEATURES & TRAITS

18
AGE

CHARACTER NAME

5'5"

125 lbs

HEIGHT

WEIGHT

Blue

Fair

Silver

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Child prodigy in an elven clan.
Started showing interest in magic as
a toddler. This was discovered when
they were found trying to “take
apart” one of their dad’s wands.
Their quick rise in status and
dedication to the study of magic left
little room for developing friends or
having much of a traditional
childhood. The result is that they are
incredibly talented in the ways of
magic, but not social grace.
Outgrew their own clan's scholars'
knowledge and left in pursuit of
greater growth opportunities, hence
KSU. Probably smarter than many of
the faculty.

Darkvision - You can see in dim light within 60' of you as if it were bright light, and in darkness as if it were
dim light. You can't discern color in darkness, only shades of gray.
Fey Ancestry - You have advantage on saving throws against being charmed, and magic can't put you to
sleep.
Trance - Elves do not sleep. Instead they meditate deeply, remaining semi-conscious, for 4 hours a day. After
resting in this way, you gain the same benefit a human would from 8 hours of sleep.
Researcher - When you attempt to learn or recall a piece of lore, if you do not know that information, you
often know where and from whom you can obtain it. Usually, this information comes from a library,
scriptorium, university, or a sage or other learned person or creature.
Arcane Recovery - Once per day when you finish a short rest, you can choose expended spell slots to recover.
The spell slots can have a combined level that is equal to or less than half your wizard level (rounded up), and
none of the slots can be 6th level or higher.
Evocation Savant - the gold and time you must spend to copy a Evocation spell into your spellbook is halved.
ADDITIONAL FEATURES & TRAITS

This is a short stop on their quest for
knowledge, they have traveled to
many universities and libraries
before, and plan to stop at many
after.
CHARACTER BACKSTORY

TREASURE
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Wizard
SPELLCASTING
CLASS

0

CANTRIPS

3

INT

DC 13

+5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Mage Hand

Prestidigitation
Light
Ray of Frost

SPELL
LEVEL

SLOTS TOTAL

1

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

Comprehend Languages

●

Detect Magic

●

Magic Missile

●

Shield

4

SPELLS KNOWN

●

8

2

2

●

Misty Step

●

Shatter

5
9
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