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Strength

Dexterity

Constitution

Intelligence

Wisdom
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EP

PP

GP

SP
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Acrobatics (Dex)

Animal Handling (Wis)

Arcana (Int)

Athletics (Str)

Deception (Cha)

History (Int)

Insight (Wis)

Intimidation (Cha)

Investigation (Int)

Medicine (Wis)

Nature (Int)

Perception (Wis)

Performance (Cha)

Persuasion (Cha)

Religion (Int)

Sleight of Hand (Dex)

Stealth (Dex)

Survival (Wis)
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	ClassLevel: Wizard 2
	Background: Scholar (philosopher)
	PlayerName: 
	CharacterName: The Loaf
	Race : Complex Carbohydrate
	Alignment: Lawful Good n' tasty
	XP: 
	Inspiration: 
	STR: -5
	ProfBonus: +2
	AC: 10
	Initiative: +5
	Speed: 30
	PersonalityTraits : Sagely, philosophical - to a fault. Ever willing to instruct with trivia or advice. 
	STRmod: 0
	HPMax: 15
	ST Strength: -5
	DEX: -5
	HPCurrent: 
	Ideals: Asking questions is a higher virtue than knowing
	DEXmod : 0
	HPTemp: 
	Bonds: All humanity are my people
	CON: +3
	HDTotal: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 17
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: I can get overly philosophical at times, asking unhelpful questions like 'but why', 'what is the meaning of life', and 'what would life be like if there were no hypothetical questions?'
	INT: +5
	ST Dexterity: -5
	ST Constitution: +3
	ST Intelligence: +7
	ST Wisdom: +4
	ST Charisma: +1
	Acrobatics: -5
	Animal: +2
	Athletics: -5
	Deception : +1
	History : +7
	Insight: +2
	Intimidation: +1
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Off
	Wpn Name: Spell
	Wpn1 AtkBonus: +7
	Wpn1 Damage: by spell
	INTmod: 21
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Investigation : +7
	WIS: +2
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +7
	Wpn3 Damage : 
	Perception : +2
	WISmod: 14
	CHA: +1
	Nature: +5
	Performance: +1
	Medicine: +2
	Religion: +7
	Stealth : -5
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Yes
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Yes
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +1
	SleightofHand: -5
	CHamod: 13
	Survival: +2
	AttacksSpellcasting: Cantrips - at will
- Mage Hand "Pick me up!"
- Fire bolt "Fresh out of the oven!"
- Prestidigitation "Magic bread..."
Level 1 - 3 slots per long rest
- Thunderwave "Explosion of the crustiest crust!"
- Magic Missile "Multigrain blast!"
- Grease "Too much butter!"
	Passive: 12
	CP: 
	ProficienciesLang: By divine grace, his acute senses and vast intellect are used as his initiative modifier, not his dexterity (since he doens't move his body anyway). He cannot take damage to his Str or Dex scores.

Arcane Recovery - recover 1 spell slot after a short rest. 
Arcane Tradition - Transmuter
Sculpt Spells - When he casts an Evocation spell that affects other creatures he can choose 2 of them. The chosen automatically succeed on their Saving Throws against the spell, and they take no damage if they would normally take half damage on a successful save.
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: None - It's bread. 
	Features and Traits: The Loaf is a single lump of very healthy wholemeal spelt bread. He cannot move, speak, or emote in any way. However, his vast intellect ponders continually on any and every subject, ever willing to engage friend or foe in the paradoxes of reality and futility of existence. 

He can cast 'mage hand' as a free spell each round at will, allowing himself to float at 30 feet a round. He can communicate telepathically with any creature he can see. No one knows how he can see, hear and feel, but he can. He needs neither spell components nor somatic components. His telepathy is always sufficient for verbal components. He can eat and drink potions - somehow.

He automatically fails any athletics or acrobatics check due to the fact that he cannot move. 

Should anyone try to eat him, he is quite tasty and gives them 1d6+3 hp in the process. His consciousness transfers into their mind, and he continues with the quest as an annoying thought that never goes away. Never... never...


