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Horrick Albartie
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Wizard 9 JohnMichael
CLASS & LEVEL PLAYER NAME
Deep Gnome Haunted One (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 11 47 --
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
9d6 successes O=O=0O
21 HP Ward
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION
j === WEAPONS ===
=N Crosshow, Light, Dagger, Dart, Quarterstaff,
~ Sling
PROFICIENCY BONUS
j === LANGUAGES ===
~ Abyssal, Common, Gnomish, Infernal,
Undercommon
ABILITY SAVE DC |
N N
/ N\
25 ft. (Walking)
A SPEED )
i 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

=== REACTIONS ===
Projected Ward

When a creature that you can see within 30 ft. of
you takes damage, you can use your reaction to
cause your Arcane Ward to absorb that damage. If
this damage reduces the ward to O hit points, the
warded creature takes any remaining damage.

Arcane Recovery « 1/ Long Rest

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 5, and none of the slots can be 6th
level or higher.

Arcane Ward « 1/ Long Rest

Once per long rest, when you cast an abjuration
spell of 1st level or higher, you can create a magical
ward on yourself that lasts until you finish a long rest.
The ward has 21 max HP, and takes damage instead
of you until it reaches 0 HP. Whenever you cast an
abjuration spell of 1st level or higher, the ward regains
HP equal to twice the level of the spell.

74

=== SPECIAL ===
N SKILLS )/ \ ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Quarterstaff +4 1d6 Bludgeoning Simple, Versatile
Fire Bolt +7 2d10 Fire VIS
17 PASSIVE WISDOM (INSIGHT)
Shocking Grasp +7 2d8 Lightning VIS
17 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Stl’lke +4 1 BIudgeoning
Darkvision 120 ft.
SENSES LN WEAPON ATTACKS & CANTRIPS /
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=== WIZARD FEATURES ===
* Projected Ward « PHB 115
* Hit Points « PHB 113 When a creature that you can see within 30 ft. of you
takes damage, you can use your reaction to cause
* Proficiencies « PHB 113 your Arcane Ward to absorb that damage. If this
damage reduces the ward to 0 hit points, the warded
* Spellcasting *« PHB 114 creature takes any remaining damage.
You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 15, Spell Attack +7) | 1 Reaction
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus. === DEEP GNOME RACIAL TRAITS ===
* Arcane Recovery « PHB 115 * Gnome Cunning « BR 37
Once per day when you finish a short rest, you can You have advantage on all Intelligence, Wisdom, and
choose expended spell slots to recover - up to a Charisma saving throws against magic.
combined level of 5, and none of the slots can be 6th
level or higher. * Superior Darkvision « EE
Your darkvision has a radius of 120 feet.
| 1/ Long Rest « Special
* Stone Camouflage  EE
* Arcane Tradition « PHB 115 You have advantage on Dexterity (Stealth) checks to
hide in rocky terrain.
| School of Abjuration
* Abjuration Savant « PHB 115 === FEATS ===
The gold and time you must spend to copy an
abjuration spell into your spellbook is halved. * Svirfneblin Magic « EE
You can cast nondetection on yourself at will, without
* Arcane Ward « PHB 115 needing a material component. You can also cast
Once per long rest, when you cast an abjuration spell blindness/deafness, blur, and disguise self once each
of 1st level or higher, you can create a magical ward per long rest. INT is your spellcasting ability and you
on yourself that lasts until you finish a long rest. The cast these spells at their lowest possible level.
ward has 21 max HP, and takes damage instead of
you until it reaches 0 HP. Whenever you cast an
abjuration spell of 1st level or higher, the ward regains
HP equal to twice the level of the spell.
| 1/Long Rest ¢ Special
* Ability Score Improvement « PHB 115
FEATURES & TRAITS
\\
Quarterstaff 1 4 1b. Small Knife 1 --
Book 1 5 lb. Spellbook 1 3b
Backpack 1 5 lb. Stake (Wooden) 9 --
Ink (1 ounce bottle) 1 - Holy Symbol 1 --
Ink Pen 1 - Tinderbox 1 11b.
Parchment (one sheet) 10 - Torch 3 31b.
Component Pouch 1 21b. Potion of Healing 1 0.5 1b.
Chest 1 25 Ib. Magic Mirror 1 -
Crowbar 1 51b. Silverwear 1 -
Hammer 1 31b.
WEIGHT CARRIED
65 Ib Holy Water (flask) 1 1lb.
ENCUMBERED Manacles 1 6 lb.
150 Ib. Mirror, Steel 1 0.5 Ib.
PUSH/DRAG/LIFT Oil (flask) 1 11b.
300 Ib. Little Bag of Sand 1 -




Male 50
GENDER AGE
Lawful Neutral
ALIGNMENT FAITH

Small Small

SIZE HEIGHT WEIGHT
Grey Dull Green Bald

SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—

//
| expect danger around every
corner.

keeps me calm and brings me

PERSONALITY TRAITS
|~

I like to read and memorize poetry. It

\\

o~
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| like to know my enemy’s

rushing into battle. (Lawful)

IDEALS
L~

capabilities and weaknesses before

o~
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[
There’s evil in me, | can feel it. It must
never be set free.

BONDS
L~

()

"
| have certain rituals that | must follow every
day. | can never break them.

\\ FLAWS

"

&

Horrick Albartie has suffered a difficult life, abyssal
whispers plaguing his thoughts, threatening to
influence his actions from a young age. After a
particularly gruesome mistake, Horrick exiled
himself from his clan to protect them from the thing
that has haunted him since that accident. He
travels seeking knowledge on how to banish the
evil haunting his soul, and protect others from the
evil within, as without.

CHARACTER BACKSTORY

ADDITIONAL NOTES




Wizard

SPELL SAVE DC SPELL ATTACK
BONUS
—
li .‘\

=== CANTRIPS === (At Will)
O Blade Ward Wizard -- 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
QO Fire Bolt Wizard +7 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Shocking Grasp Wizard +7 1A Touch V,S Instantaneous  PHB 275 V/S
QO Frosthite Wizard CON 15 1A 60 ft. V,S Instantaneous  EE 156 VIS

=== 1st LEVEL === 4 Slots OO00
O Alarm [R] Wizard - 11m 30ft. V,S,M 8 hours PHB 211 D: 8h, V/ISIM
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB 256 D: 8h, V/ISIM
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O Ice Knife Wizard DEX15/+7 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, S/IM
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257 VIS
O Identify [R] Wizard -- 11m  Touch V,S,M Instantaneous PHB 252  V/S/M
O Detect Magic [R]<C> Wizard - 1A+10m  Self/30 ft. Sphere V,S Concenaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Sleep Wizard - 1A 90 ft./20 ft. Sphere V/,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/ISIM
O Feather Fall Wizard - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Find Familiar [R] Wizard -- th+1om 10 ft. V,S,M Instantaneous PHB 240  V/S/M
O Disguise Self Svirfneblin Magic - 1A Self V,S 1 hour PHB 233 1/LR, D: 1h, VIS

===2nd LEVEL === 3 Slots OO0
O Misty Step Wizard - 1BA  Self \ Instantaneous  PHB 260 V
QO Shatter Wizard CON 15 1A 60 ft./10 ft. Sphere V/,S,M Instantaneous PHB 275 10 ft. Sphere, V/S/IM
O Gentle Repose [R] Wizard - 1a+10m  Touch V,S,M 10 days PHB 245 D:10d, V/ISIM
O Levitate <C> Wizard CON 15 1A 60 ft. V,S,M  concentation.wpo0minues PHB 255 D: 10m, V/IS/M
O Mirror Image Wizard - 1A Self V,S 1 minute PHB 260 D: 1m, VIS
O Blindness/Deafness Svirfneblin Magic CON 15 1A 30 ft. A\ 1 minute PHB 219 1/LR, D: 1m, V
O Blur<C> Svirfneblin Magic -- 1A Self \% Concentration, upto L minute - PHB 219 1R, D: 1m, V

=== 3rd LEVEL === 3 Slots OO0
O Remove Curse Wizard - 1A Touch V,S Instantaneous  PHB 271 VIS
O Counterspell Wizard - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Melf's Minute Meteors <C> Wizard DEX 15 1A Self V,S,M  concentration, upto 10 minues EE 161 D: 10m, V/IS/IM
O Tiny Hut [R] Wizard -- 11m  Self/10 ft. Sphere V,S,M 8 hours PHB D: 8h, 10 ft. Sphere, V/S/IM
O Nondetection Svirfneblin Magic - 1A Touch V,S,M 8 hours PHB 263 D: 8h, V/SIM

=== 4th LEVEL === 3 Slots OO0
O Banishment <C> Wizard CHA 15 1A 60 ft. V,S,M  concentration, upto 1 minute - PHB 217 D: 1m, V/SIM
QO Greater Invisibility <C> Wizard -- 1A Touch V,S Concentration, upto Lminue  PHB 246 D: 1m, V/S
O Confusion <C> Wizard WIS 15 1A 90 ft/10 ft. Sphere  V/,S,M  cConcenvaion,wro1mine  PHB 224 D: 1m, 10 ft. Sphere, V/S/M
O Mordenkainen’s Private Sanctum Wizard -- 10m 120 ft. V,S,M 24 hours PHB 262 D: 24h, VISIM

=== 5th LEVEL === 1 Slots O
O Wwall of Light <C> Wizard CON15/+7 1A 120 ft. V,S,M  concenvation.upro 1ominwees - XGtE 170 D: 10m, V/S/IM
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