DUNGEONS & DRAGONS®

Zagun Pan
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_*2  Constitution
_*5_ Intelligence
_*3  Wisdom
-1 Charisma
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+2_ Acrobatics

+1_ Animal Handling
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Arcana
+0  Athletics

-1 Deception

+5_ History
+1  Insight

-1 Intimidation

WISDOM

+5_ Investigation

+1  Medicine
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CHARISMA

+5  Nature
+1  Perception

-1 Performance

-1 Persuasion

+5  Religion
+2_ Sleight of Hand

+2  Stealth

+1  Survival

\k SKILLS
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Wizard 2 Sage
CLASS & LEVEL BACKGROUND PLAYER NAME

cantrips = 3 (*1 per level to begin with!)
ray of frost

level 1=3
burning hands

A ATTACKS & SPELLCASTING )

‘ E, PASSIVE WISDOM (PERCEPTION)

Traveling clothes, belt pouch.
Scholar's pack (Quill and bottle of
ink, small knife, 4 books; undead,

-

Elven, Draconic, Dwarven,
Common.

Weapons: daggers, darts, slings,
quarterstaffs, light crossbows.

) OTHER PROFICIENCIES & LANGUAGES

arcana, local and nature.10
sheets of parchment, a little bag
of sand, and a small knife.)

Sling and stones, dagger,
component pouch, backpack,
Tent, a bedroll, a mess kit, a
tinderbox, 10 days of rations, and
a waterskin. Spellbook.

EQUIPMENT Y,

Human Lawful Neutral
RACE ALIGNMENT EXPERIENCE POINTS
————— ———
\ 7 Y
10 | regularly employ polysyllabic words of
2 30 archaic meanings in order to convey
ARMOR the impression of great erudition.
CLASS INITIATIVE SPEED )
Y, \ PERSONALITY TRAITS
e 18 Y =
When | am king, law and order
will rule this land once more.
CURRENT HIT POINTS IDEALS
L~ ] L~ —~
" ~"1 — -
Knowledge is power, and one day,
no one will be as powerful as me
N TEMPORARY HIT POINTS /) BONDS
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SUCCESSES O=O=O | did something really stupid in Hammerville
once and | really hope | never have to go
d6 FA'LURESO=O=O there again!
\ HIT DICE /B DEATH SAVES ) N\ FLAWS Y
7 N 7 N
. Researcher: If you fail a knowledge check,
S“ng +2 1d4 b you still know where you can go to
robably get the question answered.
dagger +4  1d4+2p probably getthe d

Variant human (2 attributes +1, 1 feat, 1
skill)

Feat: TOUGH

Your hit point maximum increases by an
amount equal to twice your level when you
gain this feat. Whenever you gain a level
thereafter, your hit point maximum
increases by an additional 2 hit points.

Spellcasting (Wizard Spells)

Arcane Recovery (recover 1 spell slot per
short rest each day)

Arcane Tradition (Evocation)

Sculpt Spells (can choose to protect
creatures in a spell's area, up to 1+ the
spell's level)

FEATURES & TRAITS J




	ClassLevel: Wizard 2
	Background: Sage
	PlayerName: 
	CharacterName: Zagun Pan 
	Race : Human
	Alignment: Lawful Neutral
	XP: 
	Inspiration: 
	STR: +0
	ProfBonus: 2
	AC: 10
	Initiative: 2
	Speed: 30
	PersonalityTraits : I regularly employ polysyllabic words of archaic meanings in order to convey the impression of great erudition.
	STRmod: 10
	HPMax: 18
	ST Strength: +0
	DEX: +2
	HPCurrent: 
	Ideals: When I am king, law and order will rule this land once more.
	DEXmod : 14
	HPTemp: 
	Bonds: Knowledge is power, and one day, no one will be as powerful as me
	CON: +2
	HDTotal: 2
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 14
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d6
	Flaws: I did something really stupid in Hammerville once and I really hope I never have to go there again!
	INT: +3
	ST Dexterity: +2
	ST Constitution: +2
	ST Intelligence: +5
	ST Wisdom: +3
	ST Charisma: -1
	Acrobatics: +2
	Animal: +1
	Athletics: +0
	Deception : -1
	History : +5
	Insight: +1
	Intimidation: -1
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Off
	Wpn Name: sling
	Wpn1 AtkBonus: +2
	Wpn1 Damage: 1d4 b
	INTmod: 16
	Wpn Name 2: dagger
	Wpn2 AtkBonus : +4
	Wpn2 Damage : 1d4+2 p
	Investigation : +5
	WIS: +1
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +5
	Wpn3 Damage : 
	Perception : +1
	WISmod: 12
	CHA: -1
	Nature: +5
	Performance: -1
	Medicine: +1
	Religion: +5
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Yes
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Yes
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Yes
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: -1
	SleightofHand: +2
	CHamod: 8
	Survival: +1
	AttacksSpellcasting: cantrips = 3 (*1 per level to begin with!) 
  ray of frost 
level 1 = 3
  burning hands 





	Passive: 
	CP: 
	ProficienciesLang: Elven, Draconic, Dwarven, Common.
Weapons: daggers, darts, slings, quarterstaffs, light crossbows.






	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Traveling clothes, belt pouch. Scholar's pack (Quill and bottle of ink, small knife, 4 books; undead, arcana, local and nature.10 sheets of parchment, a little bag of sand, and a small knife.)

Sling and stones, dagger, component pouch, backpack, Tent, a bedroll, a mess kit, a tinderbox, 10 days of rations, and a waterskin. Spellbook.




	Features and Traits: Researcher: If you fail a knowledge check, you still know where you can go to probably get the question answered.  

Variant human (2 attributes +1, 1 feat, 1 skill)

Feat: TOUGH
Your hit point maximum increases by an amount equal to twice your level when you gain this feat. Whenever you gain a level thereafter, your hit point maximum
increases by an additional 2 hit points.

Spellcasting (Wizard Spells)
Arcane Recovery (recover 1 spell slot per short rest each day)
Arcane Tradition (Evocation)
Sculpt Spells (can choose to protect creatures in a spell's area, up to 1+ the spell's level)

















