Wizard - Enchantment, L3
CLASS & LEVEL

Althaea Wasanthi
CHARACTER NAME

Sage - Wizard's Apprentice

BACKGROUND

High Elf

Lawful Neutral

RACE

ALIGNMENT

Sam
PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

12

0

+2

ARMOR
CLASS

PROFICIENCY BONUS

+2

30

INITIATIVE

SPEED

I...speak...slowly...when...talking
...to idiots...which...almost...
everyone...is...compared to me.
PERSONALITY TRAITS

10
0

Strength

+2

Dexterity

+2

Constitution

●

+5

Intelligence

●

+3

Wisdom

-1

Charisma

DEXTERITY

+2
13+2

CONSTITUTION

Hit Point Maximum 24

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

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

SAVING THROWS

TEMPORARY HIT POINTS

+2
14
●

INTELLIGENCE

+3

●

15+1

+2

Acrobatics (Dex)

+1

Animal Handling (Wis)

+5

Arcana (Int)

0

Athletics (Str)

-1

Deception (Cha)

+5

History (Int)

+1

Insight (Wis)
Intimidation (Cha)

WISDOM

+5

Investigation (Int)

+1

●

+3

Medicine (Wis)

+3

Nature (Int)

+3

Perception (Wis)

-1

Performance (Cha)

-1

Persuasion (Cha)

+3

Religion (Int)

+2

Sleight of Hand (Dex)

+2

Stealth (Dex)

+2

Survival (Wis)

CHARISMA

-1
8

1d6
NAME

SP

Languages: Common, Elvish,
Dwarvish, Draconic, Celestial

EP

Weapons: Longsword, shortsword,
shortbow, longbow, daggers, darts,
slings, quarterstaff, lightcrossbow

GP

PP

10

I overlook obvious solutions
in favour of complicated one.
FLAWS

ATK BONUS DAMAGE/TYPE

+2

1d6 blugeoning +0

ATTACKS & SPELLCASTING

CP

BONDS

DEATH SAVES

Spell attack modifier: INT mod
+ Proficiency Bonus = 5

PASSIVE WISDOM (PERCEPTION)

Armor: None

FAILURES

Spell save DC: 8 + INT mod +
Proficiency Bonus = 13

SKILLS

13

SUCCESSES

Quarterstaff

-1

●

Total 3

HIT DICE

●

12

IDEALS

2 bottles of black ink, a
quill, 2 small knifes, a letter
from your dead mentor
posing a question you
have no yet been able to
answer, a set of common
clothes, a quarterstaff, a
silver bracelet inset with a
gemstone (arcane focus),
backpack, a book of lore, a
ink pen, 10 sheets of
parchment, a little bag of
sand, spellbook

Arcane Recovery: You have
learned to regain some of your
magical energy. Once a day
when you finish a short rest, you
can choose expended spell slots
to recover. The number is equal
or less than half your level
(currently 1).
Hypnotic Gaze: Your soft words
and enchanting gaze can
magically enthrall another
creature. As an action, choose
one creature you can see within
5ft. If the target can see or hear
you it must succeed a WIS
saving throw against your Spell
Save DC or be charmed until the
end of your turn. It's speed drops
to 2 and it is incapacitated and
visibly dazed. The spell is broken
if the creature takes damage or
you move more than 5ft away.
You can take an action on your
next round to extend the spell.
You can only use this ability
once during long rests.

Tools: None
OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT
TM & © 2014 Wizards of the Coast LLC. Permission is granted to photocopy this document for personal use.

FEATURES & TRAITS

Althaea Wasanthi
CHARACTER NAME

84

5'7"

AGE

HEIGHT

100 lbs
WEIGHT

Blue with flecks of gold

Pale

Red, long

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

I grew up as an only child in relative luxury in
the suburbs of Neverwinter. At a young age,
I started showing rare promise in the arcane
arts. My parents, neither of whom had
magic, were concerned with how my prodigal
talents would be received by the community.
Desperate to protect me, they sent me to a
secretive meeting where an old wizard chose
me from several candidates to be his
apprentice.
Master Varis took me away to his mage
tower and taught me the mastery of magic,
specifically enchantments.
After decades of secluded study, to my
sorrow Master Varis passed from this realm
and into the peace of Arvandor (the elvish
afterlife). He left me instructions to carry on
our work to find an answer to the most
important question (personal goal).
After I secured my mage tower with spells, I
set out into the world to carry out my promise
to my master. Unfortunately having spent so
much time in study has not prepared me for
some of the vigours of living on the road.

Researcher: When you attempt to learn or recall a piece of lore and you do not know that
information, you often know where and from whom you can obtain it.
Darkvision: You can see in dim light within 60ft of you as if it were bright light and in darkness as if
it were dim light. You can only see shades of grey.
Keen Senses: You have proficiency in the Perception skill.
Fey Ancestry: You have advantage on saving throws against being charmed, and magic can't put
you to sleep.
Trance: Elves only need to meditate deeply, remaining semiconscious, for 4 hours a day. You gain
the same benefit that a human does from 8 hours sleep.
Ritual: You can cast a ritual spell if you have the spell in your spellbook. It does not have to be
prepared.
Spellcasting Focus: You can use an arcane focus for your wizard spells.
Enchantment Savant: The gold and time you must spend to copy and enchantment spell into your
spellbook is halved.
ADDITIONAL FEATURES & TRAITS

I act in accordance with the traditions of the
High Elf and the personal code Master Varis
instilled to me to impart my knowledge and
wisdom to the lesser races of the world.
During my adventuring, I explored an
abandoned house and found it to be
haunted. Since then I exhibit caution in such
situations.

CHARACTER BACKSTORY

TREASURE
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Wizard - Enchanter
SPELLCASTING
CLASS

0

3

CANTRIPS

INT

13

5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Fire Bolt

Minor Illusion
Poison Spray
Ray of Frost

You have to find new spells to learn.
No of prepared spells = Int mod + Wizard Level
You can change prepared spells after a long rest.
SPELL
LEVEL

1

SLOTS TOTAL

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

●

Burning Hands (v Dex Saving Throw)

●

Charm Person (v WIS Saving Throw)

●

Mage Armor (requires Materials)
Magic Missile (roll to Hit)

●

SPELLS KNOWN

4

Sleep (requires Materials)

Thunderwave (v CON Saving Throw)

8

2

2

Alter Self (requires Concentration)
●

Magic Weapon (requires Concentration)
Phantasmal Force (requires Materials + Concentration)

●

5

Web (requires Materials)

9
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