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Winter blanket

Common robes

Scholar’s pack

Herbalism kit

Spellbook

Arcane focus (Eye of Alubo,
a small crystal orb)

Scroll case stuffed full of
notes from your studies and
prayers

Gem of Brightness with 10
charges (see DMG page 171)
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“Swords & Sorceries” is a trademark of Arc Dream Publishing

ARCANE TRADITION: Conjuration.

« Conjuration Savant. See PHB page 116.

* Minor Conjuration. you can use your action to
conjure up an inanimate object in your hand or on the
ground in an unoccupied space that you can see within
10 feet of you. See PHB page 116 for details.

BACKGROUND FEATURE: Discovery. The quiet
seclusion of your extended hermitage gave you access
to a unique and powerful discovery. Work with your
DM to determine the details of your discovery and its
impact on the campaign.

PROFICIENCIES:

« Languages: Common, Dwarvish, Sunlander

« Armor and Weapons: Battleaxe, dagger, dart,
handaxe, light crossbow, sling, quarterstaff, throwing
hammer, warhammer

« Other Proficiencies: herbalism kit, mason's tools

Focus (arcane focus), Spellcasting (detailed on reverse).

INSPIRATION @

PERSONALITY TRAITS

The sky-spider Angkai weaves our fates according
to his whims. It is up to us to find meaning in them.

| often get lost in contemplation, becoming
oblivious to my surroundings.

IDEALS

The Work. We each spend our lives shaping the world.
The wise shape it for meaning and truths and that all can
share.

BONDS

Those who honor deeds over reputation have my
friendship.

FLAWS

I have been wrongly accused too often. | cannot allow
mistakes and genuine wrongs to go unpunished.
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Sorcenes

EYES

NAME

Ajusuuji

140 Ibs |

HEIGHT
Dark brown

WEIGHT
Black, shaggy

SKIN

HAIRJ

\

CANTRIPS: fire bolt, mending, prestidigitation
SPELL SLOTS: 3 (1st level)

SPELLS PREPARED (4): charm person, detect magic, disguise
self, mage armor

SPELLBOOK (8 spells): charm person, comprehend languages,

detect magic, find familiar, disguise self, identify, mage armor,
unseen servant

ADDITIONAL FEATURES & TRAITS

PORTRAIT J

creation, fate, and trickery, whose whims spin
all of the world and its events like a web.
Symbol: a simple, stylized web. Chaotic
Neutral.

Dwarves are friendly with humans around the
Broken Empire. Some say dwarves taught
smithing, building, and craftsmanship to
humanity. In a Samarran legend, dwarves
sprang up from furrows dug in the earth by
the fingers of Mala the Mother when she
birthed Harvalun the Smith. South of the Sea
of Storms, human tales conflate dwarves,
gnomes, and halflings with goblins and
kobolds. All are feared as thieves, rapists, and
killers. Few people in those lands have reason
to believe the tales, but the prejudice lingers.

FAITHS, FACTIONS & SYMBOLS

Angkai is the Sky-Spider, the Sunlands god of ]

ADDITIONAL EQUIPMENT & TREASURE

You were named Ajusuuji ("Ugly House") in your family's tradition of naming children
for failures they hoped to prevent. But you never built a house. A mob of Sunlands
villagers wrongly accused your clan of helping hyena-men raiders and drove you from
home. Your parents sent you to your disreputable Uncle Mahdai, a hermit. You never
saw them again.

Mahdai taught you a new craft, wizardry. He taught you to contemplate the
inscrutable ways of Angkai. And he taught you to care for the Eye of Alubo, a fist-sized
crystal ball, a relic said to convey dangerous wisdom from the wicked dwarf-god of
devils and death.

After 20 years, Mahdai left you to care for the relic alone. You asked how long you
must watch the Eye of Alubo. Mahdai said, "Until you learn to see through it with the
truth of your own sight.”

You contemplated the Eye of Alubo for years and practiced spellcasting. You reached
many insights, most of which you keep to himself. The most valuable you took to be
your sign to depart: that the Eye, being forever apart from wicked Alubo, is made evil
or good only by the one who gazed through it.

At last, you gathered up your things, including the Eye, and left to explore the world.
You soon fell in with Aimina. Aimina at first was repelled, but she has begun to see
through her people's prejudices. You now cling to the Sunlands priestess as a fellow
exile.

HISTORY & NOTES

“Swords & Sorceries” is a trademark of Arc Dream Publishing
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	STR mod: +0
	DEX mod: +1
	CON mod: +2
	INT mod: +2
	WIS mod: +2
	CHA mod: +0
	STR score: 11
	DEX score: 12
	CON score: 14
	INT score: 15
	WIS score: 14
	CHA score: 10
	STR save: +0
	DEX save: +1
	CON save: +2
	INT save: +4
	WIS save: +4
	CHA save: +0
	STR passive: 10
	DEX passive: 11
	CON passive: 12
	INT passive: 14
	WIS passive: 14
	CHA passive: 10
	STR Save Proficiency: Off
	DEX Save Proficiency: Off
	CON Save Proficiency: Off
	INT Save Proficiency: Yes
	WIS Save Proficiency: Yes
	CHA Save Proficiency: Off
	Race: Hill Dwarf
	Background: Hermit
	Class & Level: Wizard, 2
	Experience Points: 300
	Alignment: Lawful Neutral
	Check Box 33: Off
	Check Box 32: Off
	Check Box 31: Yes
	Check Box 30: Off
	Check Box 29: Off
	Check Box 28: Off
	Check Box 27: Off
	Check Box 26: Off
	Check Box 25: Yes
	Check Box 24: Yes
	Check Box 23: Off
	Check Box 22: Off
	Check Box 21: Off
	Check Box 20: Off
	Check Box 19: Yes
	Check Box 18: Off
	Check Box 17: Off
	Check Box 16: Off
	Acrobatics bonus: +1
	Animal Handling bonus: +2
	Arcana bonus: +4
	Athletics bonus: +0
	Deception bonus: +0
	History bonus: +2
	Insight bonus: +2
	Intimidation bonus: +0
	Investigation bonus: +4
	Medicine bonus: +4
	Nature bonus: +2
	Perception bonus: +2
	Performance bonus: +0
	Persuasion bonus: +0
	Religion bonus: +4
	Sleight of Hand bonus: +1
	Stealth bonus: +1
	Survival bonus: +2
	Acrobatics passive: 11
	Animal Handling passive: 12
	Arcana passive: 14
	Athletics passive: 10
	Deception passive: 10
	History passive: 12
	Insight passive: 12
	Intimidation passive: 10
	Investigation passive: 14
	Medicine passive: 14
	Nature passive: 12
	Perception passive: 12
	Performance passive: 10
	Persuasion passive: 10
	Religion passive: 14
	Sleight of Hand passive: 11
	Stealth passive: 11
	Survival passive: 12
	Proficiency bonus: +2
	Spellcasting DC: 12
	Spellcasting Attack: +4
	Initiative: +1
	Speed: 25
	Attack Name: Fire bolt
	Attack Name 2: Quarterstaff
	Attack Name 3: 
	Attack Name 4: 
	Attack Name 5: 
	Attack bonus: +4
	Attack bonus 2: +2
	Attack bonus 3: 
	Attack bonus 4: 
	Attack bonus 5: 
	Damage: 1d10/fire
	Damage 2: 1d8/B
	Damage 3: 
	Damage 4: 
	Damage 5: 
	Range & Properties: 120 ft.
	Range & Properties 2: Versatile (1d6 or 1d8)
	Range & Properties 3: 
	Range & Properties 4: 
	Range & Properties 5: 
	Maximum HP: 15
	HP: 
	Temp HP: 
	Hit Dice: 
	Maximum HD: 2d6
	Death Success 1: Off
	Death Success 2: Off
	Death Success 3: Off
	Death Fail 1: Off
	Death Fail 2: Off
	Death Fail 3: Off
	Conditions: 
	Check Box 9: Off
	Check Box 10: Off
	Check Box 11: Off
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Armor Name 1: None
	Armor Name 2: 
	Armor Mod Name 1: Dexterity
	Armor Mod Name 2: 
	Armor Mod Name 3: 
	Armor Mod Name 4: 
	Base AC 1: 10
	Base AC 2: 
	AC Mod 1: +1
	AC Mod 2: 
	AC Mod 3: 
	AC Mod 4: 
	Check Box 34: Off
	Check Box 35: Off
	AC: 11
	CP: 
	SP: 
	EP: 
	GP: 25
	PP: 
	Features: WIZARD FEATURES: Ritual Casting, Spellcasting Focus (arcane focus), Spellcasting (detailed on reverse).

ARCANE TRADITION: Conjuration.
• Conjuration Savant. See PHB page 116.
• Minor Conjuration. you can use your action to conjure up an inanimate object in your hand or on the ground in an unoccupied space that you can see within 10 feet of you. See PHB page 116 for details.

BACKGROUND FEATURE: Discovery. The quiet seclusion of your extended hermitage gave you access to a unique and powerful discovery. Work with your DM to determine the details of your discovery and its impact on the campaign.

PROFICIENCIES:
  • Languages: Common, Dwarvish, Sunlander
  • Armor and Weapons: Battleaxe, dagger, dart, handaxe, light crossbow, sling, quarterstaff, throwing hammer, warhammer
  • Other Proficiencies: herbalism kit, mason's tools
	Traits1: The sky-spider Angkai weaves our fates according to his whims. It is up to us to find meaning in them.

I often get lost in contemplation, becoming oblivious to my surroundings.

	Ideals1: The Work. We each spend our lives shaping the world. The wise shape it for meaning and truths and that all can share.
	Bonds1: Those who honor deeds over reputation have my friendship.

	Flaws1: I have been wrongly accused too often. I cannot allow mistakes and genuine wrongs to go unpunished.
	Check Box 15: Off
	Half Speed: 12
	Half Max HP: 7
	Equipment: Winter blanket
Common robes
Scholar’s pack
Herbalism kit
Spellbook
Arcane focus (Eye of Alubo, a small crystal orb)
Scroll case stuffed full of notes from your studies and prayers
Gem of Brightness with 10 charges (see DMG page 171)
	Age: 61
	Height: 4'4"
	Weight: 140 lbs
	Eyes: Black, suspicious
	Skin: Dark brown
	Hair: Black, shaggy
	Portrait: 
	Symbol: 
	Factions: Angkai is the Sky-Spider, the Sunlands god of creation, fate, and trickery, whose whims spin all of the world and its events like a web. Symbol: a simple, stylized web. Chaotic Neutral.

Dwarves are friendly with humans around the Broken Empire. Some say dwarves taught smithing, building, and craftsmanship to humanity. In a Samarran legend, dwarves sprang up from furrows dug in the earth by the fingers of Mala the Mother when she birthed Harvalun the Smith. South of the Sea of Storms, human tales conflate dwarves, gnomes, and halflings with goblins and kobolds. All are feared as thieves, rapists, and killers. Few people in those lands have reason to believe the tales, but the prejudice lingers.
	Additional Features: CANTRIPS: fire bolt, mending, prestidigitation

SPELL SLOTS: 3 (1st level)

SPELLS PREPARED (4): charm person, detect magic, disguise self, mage armor

SPELLBOOK (8 spells): charm person, comprehend languages, detect magic, find familiar, disguise self, identify, mage armor, unseen servant
	Additional Equipment: 
	History: You were named Ajusuuji ("Ugly House") in your family's tradition of naming children for failures they hoped to prevent. But you never built a house. A mob of Sunlands villagers wrongly accused your clan of helping hyena-men raiders and drove you from home. Your parents sent you to your disreputable Uncle Mahdai, a hermit. You never saw them again.
  Mahdai taught you a new craft, wizardry. He taught you to contemplate the inscrutable ways of Angkai. And he taught you to care for the Eye of Alubo, a fist-sized crystal ball, a relic said to convey dangerous wisdom from the wicked dwarf-god of devils and death. 
  After 20 years, Mahdai left you to care for the relic alone. You asked how long you must watch the Eye of Alubo. Mahdai said, "Until you learn to see through it with the truth of your own sight."
  You contemplated the Eye of Alubo for years and practiced spellcasting. You reached many insights, most of which you keep to himself. The most valuable you took to be your sign to depart: that the Eye, being forever apart from wicked Alubo, is made evil or good only by the one who gazed through it.
  At last, you gathered up your things, including the Eye, and left to explore the world. You soon fell in with Aimina. Aimina at first was repelled, but she has begun to see through her people's prejudices. You now cling to the Sunlands priestess as a fellow exile.
	Name: Ajusuuji


