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	Untitled

	Hit Point Maximum: 8
	Faction Rank: 
	Ideals: I can do anything I put my mind to.
	Personality Traits: They are out to get me.  It's only my cunning that keeps me ahead of them. Everyone has a choice; the one I make is always right though.
	Flaws: I have little respect for those of low intelligence.
	STR1: -1
	STR2: 9
	DEX1: +3
	DEX2: 16
	CON1: +2
	CON2: 14
	INT1: +3
	INT2: 16
	WIS1: +0
	WIS2: 10
	CHA1: +1
	CHA2: 12
	Proficiency Bonus: +2
	Features & Traits: Spellcasting.  Intelligence is your spellcasting ability for your spells.  The saving throw DC to resist a spell you cast is 13.  Your attack bonus when you make an attack with a spell is +5.  See the rulebook for rules on casting your spells. Arcane Recovery:  You can regain some of your magical energy by studying your spellbook.  Once per day during a short rest, you can choose to recover expended spell slots witha  combined level equal to or less than half your wilzard level (rounded up). Ritual Casting:  You can cast a spell as a ritual if that spell has the ritual tag and if you have the spell in your spellbook.  You don't need to have the spell prepared.  
	SavDexProf: Off
	SavConProf: Off
	SavIntProf: Yes
	SavWisProf: Yes
	SavChaProf: Off
	SavDexVal: +3
	SavConVal: +2
	SavIntVal: +5
	SavWisVal: +2
	SavChaVal: +1
	SavStrVal: -1
	SklAcrVal: +3
	SklAniProf: Off
	SklAniVal: +0
	SklArcProf: Yes
	SklArcVal: +5
	SklAthProf: Off
	SklAthVal: -1
	SklDecProf: Yes
	SklDecVal: +3
	SklHisProf: Off
	SklHisVal: +3
	SklInsProf: Off
	SklInsVal: +0
	SklIntProf: Yes
	SklIntVal: +3
	SklInvProf: Yes
	SklInvVal: +5
	SklMedProf: Off
	SklMedVal: +0
	SklNatProf: Off
	SklNatVal: +3
	SklPercProf: Off
	SklPercVal: +0
	SklPerfProf: Off
	SklPerfVal: +1
	SklPersProf: Off
	SklPersVal: +1
	SklRelProf: Off
	SklRelVal: +3
	SklSleProf: Off
	SklSleVal: +3
	SklSteProf: Off
	SklSteVal: +3
	SklSurProf: Off
	SklSurVal: +0
	Other Proficiencies & Languages: Armor: NoneWeapons: Daggers, darts, slings, quarterstaffs, light crossbowsTools: Forgery kit Languages: Common, Deep Speech, Netherese 
	Inspiration: 
	Armor Class: 13
	Initiative: +3
	Speed: 30'
	Current Hit Points: 
	Temporary Hit Points: 
	Total Hit Dice: 1d6
	Hit Dice: 
	SavStrProf: Off
	DeathSaveSuccess1: Off
	DeathSaveSuccess2: Off
	DeathSaveSuccess3: Off
	DeathSaveFailure1: Off
	DeathSaveFailure2: Off
	DeathSaveFailure3: Off
	Attack1Name: Dagger
	Attack1DmgType: d4+3
	Attack1Bonus: +5
	Attack2Bonus: +5
	Attack2DmgType: 1d8 cold, -10'/spd
	Attack2Name: Ray of Frost
	Attack3Bonus: 
	Attack3Name: 
	Attack3DmgType: 
	Attacks & Spellcasting: Dagger: finesse, light, thrown (range 20/60) Cantrips:  You know light, mage hand, and ray of frost, and can cast them at will Spell Slots:  You have two 1st-level spell slots you can use to cast your prepared spells. Prepared Spells:  You prepare four 1st-level spells to make them available for you to cast, choosing from the spells in your spellbook.  See page 3 of this sheet.
	PassWis: 10
	CP: 
	SP: 
	EP: 
	GP: 13
	PP: 
	Bonds: They say the Shade broke the bonds of mortality.  I want to find out how.
	Alignment: [True Neutral]
	Player Name: 
	Experience Points: 
	DCI Number: 
	Character Name: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Character Appearance: 
	Character Backstory: When you were growing up in HIllsfar, the Red Plumes worked together with the Mages Guild and the Netherese, and together were slowly bringing order to the decades of prior chaos. You took up the study of magic, but before finishing school, Netheril fell from power.  The Netherese in the city were purged and executed.   You were deeply impressed by the injustice of this -- not merely the loss of life, but also the loss of arcane power which could and should have been used to help restore Hillsfar to greatness.  You quickly learned to mute your protestations, however, as the Red Plumes were quick to stifle dissenting voices. Having now completed your arcane training, you have resolved to set out adventuring to learn what you can of such power, with the hope that you might somehow return the Shade Enclave to its former grandeur.  Only then could the might of a restored  Netheril be harnessed to make Hillsfar truly great again.
	Allies & Organizations 1: Suggested names: Delacroix, Lycanter, Treboni(a/us), Alexandre(a), Halavaar
	Allies & Organizations 2: 
	Faction: []
	Additional Features & Traits 1: Feature: Secret Society.  You have a special way of communicating with others who feel the same way you do about the Shade.  When you enter a village or larger city you can identify contacts who will give you information on those that would hinder your goals and those who would help you simply because of your desire to see the Shade Enclave return in all its glory. Lifestyle:  Moderate
	Additional Features & Traits 2: 
	Total Non-Consumable Magic Items: 
	Treasure 1: 
	Treasure 2: 
	Cantrips 1: Light
	Cantrips 2: Mage Hand
	Cantrips 3: Ray of Frost
	Cantrips 4: 
	Cantrips 5: 
	Cantrips 6: 
	Cantrips 7: 
	Cantrips 8: 
	Level 1 - 3: Comprehend Languages (Ritual)
	Level 1 - 4: Mage Armor
	Level 1 - 5: Sleep
	Level 1 - 6: Shield
	Level 1 - 7: Thunderwave
	Level 1 - 8: 
	Level 1 - 9: 
	Level 1 - 10: 
	Level 1 - 11: 
	Level 2 - 1: 
	Level 2 - 2: 
	Level 2 - 3: 
	Level 2 - 4: 
	Level 2 - 5: 
	Level 2 - 6: 
	Level 2 - 7: 
	Level 2 - 8: 
	Level 2 - 9: 
	Level 2 - 10: 
	Level 2 - 11: 
	Level 2 - 13: 
	Level 3 - 1: 
	Level 3 - 3: 
	Level 3 - 4: 
	Level 3 - 5: 
	Level 3 - 6: 
	Level 3 - 7: 
	Level 3 - 8: 
	Level 3 - 9: 
	Level 3 - 10: 
	Level 3 - 11: 
	Level 3 - 12: 
	Level 3 - 13: 
	Level 4 - 1: 
	Level 3 - 2: 
	Level 4 - 2: 
	Level 4 - 3: 
	Level 4 - 4: 
	Level 4 - 5: 
	Level 4 - 6: 
	Level 4 - 7: 
	Level 4 - 8: 
	Level 4 - 9: 
	Level 4 - 10: 
	Level 4 - 11: 
	Level 4 - 12: 
	Level 4 - 13: 
	Level 5 - 1: 
	Level 5 - 2: 
	Level 5 - 3: 
	Level 5 - 4: 
	Level 5 - 5: 
	Level 5 - 6: 
	Level 5 - 7: 
	Level 5 - 8: 
	Level 5 - 9: 
	Level 6 - 1: 
	Level 6 - 2: 
	Level 6 - 3: 
	Level 6 - 4: 
	Level 6 - 5: 
	Level 6 - 6: 
	Level 6 - 7: 
	Level 6 - 8: 
	Level 6 - 9: 
	Level 7 - 1: 
	Level 7 - 3: 
	Level 7 - 4: 
	Level 7 - 5: 
	Level 7 - 6: 
	Level 7 - 7: 
	Level 7 - 8: 
	Level 7 - 9: 
	Level 8 - 1: 
	Level 7 - 2: 
	Level 8 - 2: 
	Level 8 - 3: 
	Level 8 - 4: 
	Level 8 - 5: 
	Level 8 - 6: 
	Level 8 - 7: 
	Level 9 - 1: 
	Level 9 - 2: 
	Level 9 - 3: 
	Level 9 - 4: 
	Level 9 - 5: 
	Level 9 - 6: 
	Level 9 - 7: 
	Spellcasting Ability: Int
	Spell Save DC: 13
	Spell Attack Bonus: +5
	SklAcrProf: Off
	Level 1 - 2: Charm Person
	Level 2 - �Prepared 1: Off
	Level 2 - �Prepared 2: Off
	Level 2 - �Prepared 3: Off
	Level 2 - �Prepared 4: Off
	Level 2 - �Prepared 5: Off
	Level 2 - �Prepared 6: Off
	Level 2 - �Prepared 7: Off
	Level 2 - �Prepared 8: Off
	Level 2 - �Prepared 9: Off
	Level 2 - �Prepared 10: Off
	Level 2 - �Prepared 11: Off
	Level 2 - �Prepared 12: Off
	Level 2 - �Prepared 13: Off
	Level 1 - �Prepared 1: Off
	Level 1 - �Prepared 2: Yes
	Level 1 - �Prepared 3: Off
	Level 1 - �Prepared 4: Off
	Level 1 - �Prepared 5: Yes
	Level 1 - �Prepared 9: Off
	Level 1 - �Prepared 10: Off
	Level 1 - �Prepared 11: Off
	Level 1 - �Prepared 6: Yes
	Level 1 - �Prepared 8: Off
	Level 1 - �Prepared 7: Yes
	Level 3 - �Prepared 12: Off
	Level 3 - �Prepared 10: Off
	Level 3 - �Prepared 11: Off
	Level 3 - �Prepared 13: Off
	Level 4 - �Prepared 10: Off
	Level 4 - �Prepared 11: Off
	Level 4 - �Prepared 12: Off
	Level 4 - �Prepared 13: Off
	Level 4 - �Prepared 1: Off
	Level 4 - �Prepared 2: Off
	Level 4 - �Prepared 5: Off
	Level 4 - �Prepared 6: Off
	Level 4 - �Prepared 7: Off
	Level 4 - �Prepared 8: Off
	Level 4 - �Prepared 9: Off
	Level 5 - �Prepared 1: Off
	Level 5 - �Prepared 2: Off
	Level 4 - �Prepared 4: Off
	Level 4 - �Prepared 3: Off
	Level 5 - �Prepared 3: Off
	Level 5 - �Prepared 4: Off
	Level 5 - �Prepared 5: Off
	Level 5 - �Prepared 6: Off
	Level 5 - �Prepared 7: Off
	Level 5 - �Prepared 8: Off
	Level 5 - �Prepared 9: Off
	Level 3 - �Prepared 1: Off
	Level 3 - �Prepared 2: Off
	Level 3 - �Prepared 3: Off
	Level 3 - �Prepared 4: Off
	Level 3 - �Prepared 5: Off
	Level 3 - �Prepared 6: Off
	Level 3 - �Prepared 7: Off
	Level 3 - �Prepared 8: Off
	Level 3 - �Prepared 9: Off
	Level 6 - �Prepared 1: Off
	Level 6 - �Prepared 2: Off
	Level 6 - �Prepared 3: Off
	Level 6 - �Prepared 4: Off
	Level 6 - �Prepared 5: Off
	Level 6 - �Prepared 6: Off
	Level 6 - �Prepared 7: Off
	Level 6 - �Prepared 8: Off
	Level 6 - �Prepared 9: Off
	Level 7 - �Prepared 8: Off
	Level 7 - �Prepared 9: Off
	Level 7 - �Prepared 1: Off
	Level 7 - �Prepared 2: Off
	Level 7 - �Prepared 3: Off
	Level 7 - �Prepared 4: Off
	Level 7 - �Prepared 5: Off
	Level 7 - �Prepared 6: Off
	Level 7 - �Prepared 7: Off
	Level 8 - �Prepared 1: Off
	Level 8 - �Prepared 2: Off
	Level 8 - �Prepared 3: Off
	Level 8 - �Prepared 4: Off
	Level 8 - �Prepared 5: Off
	Level 8 - �Prepared 6: Off
	Level 8 - �Prepared 7: Off
	Level 9 - �Prepared 1: Off
	Level 9 - �Prepared 2: Off
	Level 9 - �Prepared 3: Off
	Level 9 - �Prepared 4: Off
	Level 9 - �Prepared 5: Off
	Level 9 - �Prepared 6: Off
	Level 9 - �Prepared 7: Off
	Slots Expended 1: 
	Slots Total 1: 2
	Slots Total 2: 
	Slots Expended 2: 
	Slots Total 3: 
	Slots Expended 3: 
	Slots Total 4: 
	Slots Expended 4: 
	Slots Total 5: 
	Slots Expended 5: 
	Slots Total 6: 
	Slots Expended 6: 
	Slots Total 7: 
	Slots Expended 7: 
	Slots Total 8: 
	Slots Expended 8: 
	Slots Total 9: 
	Slots Expended 9: 
	Level 2 - 12: 
	Level 1 - �Prepared 12: Off
	Level 1 - 12: 
	Level 1 - �Prepared 13: Off
	Level 1 - 13: 
	Class & Level: [Wizard 1]
	Race: [Human (Illuskan)]
	Background: [Shade Fanatic]
	Spellcasting Class: [Wizard]
	Equipment: Daggers (2)Smoky crystal (Spellcasting Focus)Spellbook Forgery KitTransparent cylinder of shadow that has no openingSignet RingSet of Fine ClothesScholar's Pack (backpack, book of lore, bottle of ink, ink pen, 10 sheets of parchment, little bag of sand, small knife) Trinket:  An hourglass that tells time with falling mist instead of sand.
	Character Portrait: 
	Portrait Button: 
	Text Button: 
	Text1: 
	Level 1 - 1: 


