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_+4  Strength
_+0  Dexterity
_+3 Constitution
_+2 _ Intelligence
_+2  Wisdom

+3  Charisma

SAVING THROWS

y

Y N
O _+0_ Acrobatics DEX \
® _+4  Animal Handling wis
O _+2 Arcana INT
O _+2_ Athletics STR
® _+5 Deception CHA
O _+2_ History INT
® _+4 Insight wis
O _+3  Intimidation CHA
O _+2_ Investigation INT
O _+2_ Medicine wis
® _+4 Nature INT
O _*2_ Perception Wis
O _*3  Performance CHA
QO _#3  Persuasion CHA
O _*2_ Religion INT
O _*0  Sleight of Hand DEX
O _+0  Stealth DEX
QO _*2_ Survival wis
o__

o__
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Barbarian 1 / Wizard 2 fishstiks101
CLASS & LEVEL PLAYER NAME
Fallen Aasimar Faction Agent (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — ——
o/ \
ARMOR Max HP Current HP Temp HP |
+0 11 23 -
INITIATIVE CLASS \ HIT POINTS )
( ( 1d12+2d6 | \
Resistances - Necrotic, successes OO0
Radiant FAILURES O=O=O
\ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== LANGUAGES ===
— — Celestial, Common, Giant, Infernal
ABILITY SAVE DC |
/ \
30 ft. (Walking)
\§ 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

Healing Hands ¢ 1/ Long Rest
Once per long rest as an action, touch a creature
and restore 3 hit points.

Necrotic Shroud ¢ 1 / Long Rest

[3rd] Once per long rest as an action, you can
transform, causing all within 10 ft. to make a CHA
saving throw (DC 13) or be frightened of you until the
end of vour next turn. This lasts for 1 minute or until

you end it as a bonus action. Once on your turn you
can have one attack or spell deal 3 points of extra
necrotic damage to one target.

=== BONUS ACTIONS ===
Rage ¢ 2 / Long Rest

As a bonus action enter a rage for up to 1 minute
(20 rounds).

You gain advantage on STR checks and saving
throws (not attacks), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashing damage. You can't cast or concentrate on
spells while raging.

Your raae ends earlv if vou are knocked unconscious
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Darkvision 60 ft.

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES
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Unarmed Strike +4

3 Bludgeoning
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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 12, Spell Attack +4)
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
* Arcane Tradition « PHB 115
| School of Divination

* Divination Savant « PHB 116
The gold and time you must spend to copy a divination
spell into your spellbook is halved.

* Portent « PHB 116

When you finish a long rest, roll two d20s and record
the numbers rolled. You can replace any attack roll,
saving throw, or ability check made by you or a
creature that you can see with one of these foretelling
rolls. You must choose to do so before the roll, and
you can replace a roll in this way only once per turn.
Each roll can only be used once.

| 2/ Long Rest « Special

=== BARBARIAN FEATURES ===

* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 2/Long Rest ¢ 1 Bonus Action
* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

=== FALLEN AASIMAR RACIAL TRAITS ===

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

* Celestial Resistance ¢ VGtM
You have resistance to necrotic damage and radiant
damage.

* Healing Hands « VGtM
Once per long rest as an action, touch a creature and
restore 3 hit points.

| 1/Long Rest ¢ 1 Action

* Light Bearer « VGtM
You know the light cantrip (CHA).

* Necrotic Shroud * VGtM

[3rd] Once per long rest as an action, you can
transform, causing all within 10 ft. to make a CHA
saving throw (DC 13) or be frightened of you until the
end of your next turn. This lasts for 1 minute or until
you end it as a bonus action. Once on your turn you
can have one attack or spell deal 3 points of extra
necrotic damage to one target.

| 1/Long Rest « 1 Action

N

WEIGHT CARRIED
10 Ib.
ENCUMBERED

210 Ib.

PUSH/DRAG/LIFT

420 Ib.

FEATURES & TRAITS
Greataxe 1 7 lb.
Clothes, Common 1 3lb.

EQUIPMENT
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Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li .‘\
=== CANTRIPS === (At Will)
QO Lightning Lure Wizard STR12 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
O Dancing Lights <C> Wizard -- 1A 120 ft. V,S,M  concentation, upto 1 mine - PHB 230 D: 1m, V/SIM
QO Shape Water Wizard - 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
O Light Light Bearer DEX 13 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 3 Slots OO0
O Find Familiar [R] Wizard - th+1om 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Fog Cloud <C> Wizard -- 1A 120 t/20 ft. Sphere  V/,S Concentration, upto 1hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Magic Missile Wizard - 1A 120 ft. V.S Instantaneous  PHB 257  V/S
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 Tenser's Floating Disk [R] Wizard -- 1a+10m 30 ft. V,S,M 1 hour PHB 282  D:1h, V/ISIM
O Unseen Servant [R] Wizard -- 1a+10m 60 ft. V,S,M 1 hour PHB 284  D: 1h, V/SIM
O Earth Tremor Wizard DEX12 1A 10 ft. V.S Instantaneous  EE 155 VIS
R SPELLS N
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