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CLASS & LEVEL PLAYER NAME
Harengon Witherbloom Student (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+4 11 27 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
5d6 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === TOOLS ===
7 Herbalism Kit
- — === LANGUAGES ===
ABILITY SAVE DC | Celestial, Common, Elvish
S==x N
/ N\
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Lucky Footwork

When you fail a DEX saving throw, you can use
your reaction to roll a d4 and add it to the save,
potentially turning the failure into a success. You can't
use this reaction if you're prone or your speed is 0.

=== SPECIAL ===

+1  Stealth DEX === BONUS ACTIONS === Arcane Recovery « 1/ Long Rest
U CHARISMA ) +6  Survival WIS Rabbit Hop « 3 /Long Rest ) Once per day when you finish a short rest, you can
As a bonus action, you can jump 15 ft. without choose expended spell slots to recover - up to a
7 provoking opportunity attacks. You can only use this combined level of 3, and none of the slots can be 6th
- trait if your speed is greater than 0. You can use it 3 level or higher.
times and regain all expended uses when you finish a
long rest. Cantrip Formulas
J— You have scribed a set of arcane formulas in your
L ) === REACTIONS === spellbook that vou can use to formulate a cantrip in
\ SKILLS J ACTIONS )
4 N
16 PASSIVE PERCEPTION Quarterstaff +2 1de-1 Bludgeoning  Simple, Versatile, Topple
Staff +2 1d6-1 Bludgeoning  Simple, Versatile, Topple
13 PASSIVE INSIGHT
Ray of Frost +6 2d8 Cold VIS
PASSIVE INVESTIGATION ; :
16 Chill Touch +6 2d8 Necrotic  D: 1Rnd, V/S
Unarmed Strike +2 0 Bludgeoning
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== WIZARD FEATURES ===

* Additional Wizard Spells » TCoE 75
Your Wizard has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 113
* Proficiencies  PHB 113

* Spellcasting « PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 14, Spell Attack +6)
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 3, 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

* Cantrip Formulas « TCoE 76

You have scribed a set of arcane formulas in your
spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and consult
those formulas in your spellbook, you can replace one
wizard cantrip you know with another cantrip from the
wizard spell list.

| Special

* Ability Score Improvement « PHB 115

=== HARENGON SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 12

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages ¢ MotM 12

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Size « MotM 13
You are Medium or Small. You choose the size when
you select this race.

* Hare-Trigger « MotM 13
You can add your proficiency bonus (3) to your
initiative rolls.

* Leporine Senses ¢ MotM 13

N

You have proficiency in the Perception skill.

* Lucky Footwork « MotM 13

When you fail a DEX saving throw, you can use your
reaction to roll a d4 and add it to the save, potentially
turning the failure into a success. You can't use this
reaction if you're prone or your speed is 0.

| 1 Reaction

* Rabbit Hop * MotM 13

As a bonus action, you can jump 15 ft. without
provoking opportunity attacks. You can only use this
trait if your speed is greater than 0. You can use it 3
times and regain all expended uses when you finish a
long rest.

| 3/ Long Rest « 1 Bonus Action

=== FEATS ===

* Spell Sniper (Wizard) ¢

When you cast a spell that requires you to make an
attack roll, the spell's range is doubled. Your ranged
spell attacks ignore half cover and three-quarters
cover. You learn one cantrip that requires an attack roll
from your chosen class spell list (INT is your
spellcasting ability for it).

* Strixhaven Initiate (Witherbloom - Intelligence) ¢
You have studied some magical theory from
Witherbloom College. Your spellcasting ability for this
feat's spells is Intelligence.

You choose two cantrips from chill touch, druidcraft,
and spare the dying, and can choose one 1st level
Druid or Wizard spell. Once per long rest, you can cast
the chosen 1st-level spell without a spell slot. You can
also cast it using any spell slots you have.

FEATURES & TRAITS

Quarterstaff 1 41b
Ink (1 ounce bottle) 1 -
Ink Pen 1 -

Backpack 1 5 |b.

Pot, Iron 1 10 Ib.

Pouch 1 11lb.

Spellbook 1 31b.

Herbalism Kit 1 31b.

Staff 1 41b.

WEIGHT CARRIED Book 1 51b.
35.6 Ib. Ink (1 ounce bottle) 1 -
ENCUMBERED Ink Pen 1 -
135 Ib. Parchment (one sheet) 10 -
PUSH/DRAG/LIFT Little Bag of Sand 1 -
270 Ib. Small Knife 1 -

EQUIPMENT
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

— —
Female 32 Small 4 135
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Lord Jermaine Peach Black Brown
ALIGNMENT FAITH SKIN EYES HAIR
— —
z \
y,
7 A\

/IIove brewing up a new recipe, even
if some might be repulsed by my
choice of ingredients. Or the final
product. Or both.

PERSONALITY TRAITS
|~

oy
[ ~"1
Logic. Emotions must not cloud our logical
thinking. (Lawful)

IDEALS
L~ —~
[ ~"1
It is my duty to protect my
students.
BONDS
L~ —~
[N ~~"]
| speak without really thinking through my
words, invariably insulting others.
N FLAWS -/

CHARACTER BACKSTORY

3 carrots in my backpack added 1/12 given by Jalos

ADDITIONAL NOTES /,




Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
O Encode Thoughts Wizard -- 1A Self S 8 hours GGtR D: 8h, S
O Acid Splash Wizard DEX 14 1A 60 ft. V,S Instantaneous  PHB 211 VIS
O Mage Hand Wizard - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, V/S
QO Control Flames Wizard - 1A 60 ft./5 ft. Cube S Instantaneous  EE 152 5 ft. Cube, S
O Ray of Frost Spell Sniper (Wizard) +6 1A 120 ft. V.S Instantaneous  PHB 271 V/S
QO Chill Touch Strixhaven Initiate (Witherbloom - Intelligence)  +6 1A 240 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
O Spare the Dying Strixhaven Initiate (Witherbloom - Intelligence) -~ 1A Touch V.S Instantaneous  PHB 277 VIS
=== 1st LEVEL === 4 Slots OO00
O Burning Hands Wizard DEX14 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
O Ray of Sickness Wizard CcoN14/+6 1A 120 ft. V.S Instantaneous  PHB 271 V/S
O Hideous Laughter Wizard WIS 14 1A 30 ft. V,S,M  concentation, upto 1 minwe - PHB D: 1m, VISIM
O Detect Magic [R] Wizard -- 1A Self/30 ft. Sphere  V,S Concenation, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, 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 Tasha's Caustic Brew Wizard DEX 14 1A Self/30 ft. Line V,S,M  concenvation. wpro1minwe - TCOE 115 D: 1m, 30 ft. Line, V/S/IM
O Identify [R] Wizard -- 11m  Touch V,S,M Instantaneous PHB 252  V/S/M
O Expeditious Retreat Wizard - 1BA  Self V,S Concentraion, po tominutes - PHB 238 D: 10m, V/S
QO Frost Fingers Wizard CON 14 1A Self/15 ft. Cone V,S Instantaneous  IDRotF 318 15 ft. Cone, V/S
P Cure Wounds Suishaven nate (Wiherbloom - Inligence) (AMays Preparec)  —= 1A Touch V.S Instantaneous  PHB 230  1/LR, VIS
===2nd LEVEL === 3 Slots 000
O Arcanist's Magic Aura Wizard - 1A Touch V,S,M 24 hours PHB D: 24h, VISIM
QO Invisibility Wizard - 1A Touch V,S,M  concentiation, upto 1hour - PHB 254 D: 1h, VIS/M
O Enhance Ability Wizard - 1A Touch V,S,M  Concentration, upto 1hour  PHB 237 D: 1h, VISIM
QO Continual Flame Wizard - 1A Touch V,S,M Until dispelled PHB 227  D: Until Dispelled, V/S/M
=== 3rd LEVEL === 2 Slots OO
O Counterspell Wizard - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Fireball Wizard DEX 14 1A 150 ft/20 ft. Sphere VV,S,M  Instantaneous ~ PHB 241 20 ft. Sphere, V/ISIM
R SPELLS N
)\ {




