Wizard 3

Haunted One

CLASS & LEVEL

Ireena Kolyana
CHARACTER NAME

BACKGROUND

Kelly
PLAYER NAME

Human

Lawful Good

900

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

-1

12
+2

ARMOR
CLASS

PROFICIENCY BONUS

+2

30

INITIATIVE

SPEED

I like to read and memorize poetry.
It keeps me calm and brings me
fleeting moments of happiness.
PERSONALITY TRAITS

8
1

Strength

+2

Dexterity

+2

Constitution

●

+5

Intelligence

●

+3

Wisdom

0

Charisma

DEXTERITY

+2
14
CONSTITUTION

Hit Point Maximum 20

CURRENT HIT POINTS

TEMPORARY HIT POINTS

+2
●

INTELLIGENCE

+3

IDEALS

I keep my thoughts and discoveries
in a journal. My journal is my legacy.

SAVING THROWS

14

I like to know my enemy's capabilities and
weaknesses before rushing into battle.

20

+2

Acrobatics (Dex)

+1

Animal Handling (Wis)

+5

Arcana (Int)

1

Athletics (Str)

0

Deception (Cha)

+3

History (Int)

Total

3d6

SUCCESSES

3d6

FAILURES

HIT DICE

NAME

BONDS

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

DEATH SAVES

FLAWS

ATK BONUS DAMAGE/TYPE

dagger (20/60)

+4

1d4+2 Piercing

Wizard spellcasting - Prepare a number of spells
from your spellbook equal to Int modifier + Wizard
level of any spell levels you can cast. You may
cast a prepared spell using any spell slot of its
level or higher. You may change your prepared
spells when you finish a long rest. Casting a spell
does not remove it from your prepared spell list.
Spellcasting ability is Int. (PHB 114)

16

●

+3

Insight (Wis)

0

Intimidation (Cha)

WISDOM

●

+5

Investigation (Int)

+1

Medicine (Wis)

+3

Nature (Int)

+3

Perception (Wis)

0

Performance (Cha)

0

Persuasion (Cha)

+3

Religion (Int)

+2

Sleight of Hand (Dex)

Spellcasting Focus - You may use an arcane
focus as a spellcasting focus for your wizard
spells. (PHB 114)

+2

Stealth (Dex)

Spellbook and learning spells - (see PHB 114)

+1

Survival (Wis)

+1
●

12
CHARISMA

0
10

Ritual Casting - You may cast a wizard spell as a
ritual if it has the ritual tag and the spell is in your
spellbook. You don't need to have the spell
prepared. (PHB 114)

SKILLS

13

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Languages - Common, Elven,
Celestial
Weapons - Daggers, darts,
slings, quarterstaffs, light
crossbows

OTHER PROFICIENCIES & LANGUAGES

CP

41

SP

23

EP

18

GP

26

PP

17

A fine dress
A set of traveling clothes
A dagger
A component pouch
A spellbook
A backpack
A bottle of ink
An ink pen
10 sheets of parchment
A little bag of sand
A small knife
A book about werewolves
A silver necklace with half a
broken locket
A small, worn book of children's
nursery rhymes

Arcane Recovery - Once per day when you finish
a short rest, you can choose expended spell slots
to recover. The spell slots can have a combined
level of equal or less than half your Wizard level
(rouned up)
Arcane Tradition - School of Divination
Divination Savant - gold and time to transcribe
divination spells is halved (PHB 116J)
Portent - When you finish a long rest, roll 2 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 foretelling roll can be
used only once. When you finish a long rest, you
lose any unused foretelling rolls. (PHB 116)
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FEATURES & TRAITS

Ireena Kolyana
CHARACTER NAME

18

5'6"

AGE

HEIGHT

Nunya
WEIGHT

Green

Fair

Auburn

EYES

SKIN

HAIR

Familiar - A fiendish bat named
Slaplok (tiny fiend, unaligned,
hp 1 speed 5 fly 30, Str 2 (-4)
Dex 15 (+2) Con 8 (-1) Int 2 (-4)
Wis 12 (+1) Cha 4 (-3),
blindsight 60, passive
perception 11, while it can't
hear, it loses blindsight, has
advantage on perception
checks that involve hearing)

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

You don't remember your early childhood or
where you came from. At a young age, you were
found stranded alone in the Svalich woods by
the burgomeister of Barovia, Kolyan Indirovich.
He adopted you and raised you as his daughter,
treating you no different than his natural son and
heir, Ismark Kolyanovich.
In the past few weeks, however, you have twice
been mentally dominated and bitten by the Devil
Strahd, the evil vampire who rules over the
lands of Barovia as a tyrant. Due to his vampire
charm, your memories of these encounters are
fuzzy and confused. You don't understand how
or why you would have submitted to his bite, the
only thing you can recall is the blazing hunger in
his eyes, and the burning pain in your neck after
your senses returned. Additionally, night after
night, your house has been besieged and
attacked by packs of howling wolves and other
horrible creatures since the Devil Strahd first
appeared. Your father's heart couldn't stand the
constant assault--he collapsed under the strain
and died three nights ago. Strangely, the house
has not come under attack again since his
death.

War Caster - You have advantage on Constitution saving throws that you make to
maintain your concentration on a spell when you take damage. You can perform
the semantic components of spells even when you have weapons or a shield in
one or both hands. When a hostile creature's movement provokes an opportunity
attack from you, you can use your reaction to cast a spell at the creature, provided
the spell has a casting time of 1 action, and only targets that creature
Heart of Darkness - Those who look into your eyes can see that you have faced
unimaginable horror and that you are no stranger to darkness. Though they might
fear you, commoners will extend you every courtesy and do their utmost to help
you. Unless you have shown yourself a danger to them, they will even take up
arms to fight alongside you, should you find yourself facing an enemy alone.
Harrowing Event - Prior to becoming an adventurer, you were bitten by a vampire.
This dark event has come to define your life. Now you feel you are being hunted
by the predator, and their may be no hope of escape.

ADDITIONAL FEATURES & TRAITS

A diamond (70gp)

Everyone in the village seems to be afraid of
you now, and nobody will help you with your
plight. In fact none of the villagers have even
been brave enough to help you bear Kolyan to
the church cemetery for a proper burial. Your
brother Ismark believes you would be safer
away from the village of Barovia and has
suggested you travel to the town of Vallaki, or
maybe even the walled village of Krezk, with its
fortified monastery. You agree with him, but you
cannot bear to leave while your father's coffin
lies unburied on the parlor floor. If you can find
some pall bearers to help carry him to the
church and inter him there, then you can begin
your escape...
CHARACTER BACKSTORY
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Wizard
SPELLCASTING
CLASS

0

CANTRIPS

3

Int

13

+5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Mage Hand (256)

Ray of Frost (271)
True Strike (284)

SPELL
LEVEL

1

SLOTS TOTAL

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

Alarm (ritual - 211)

Chromatic Orb (221)

4

Detect Magic (ritual - 231)

SPELLS KNOWN

Find Familiar (ritual - 240)
Grease (246)

Shield (275)
Tasha's Hideous Laughter (280)
Thunderwave (282)

8

2

2

Detect Thoughts (231)

Suggestion (279)

5
9
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