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Hit Point Maximum
	 	 Strength

	 	 Dexterity

	 	 Constitution

	 	 Intelligence

	 	 Wisdom

	 	 Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

	 	 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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	CharacterName 2: Charisma
	Age: 21
	Height: 5' 0"
	Weight: 100 lbs
	Eyes: Green
	Skin: Caramel
	Hair: Black
	Faction Symbol Image: 
	Allies: The Crimson Lotus Gang member.  Gang name - "Charcoal"
	FactionName: 
	Backstory: Charisma grew up in Idenveigh and was taught to hate technology.  However she was always intrigued by technology.  She spent a lot of time as a child exploring many of the ruins doting the area.

On one of these explorations she was exposed to a gamma radiation pulse from a malfunctioning piece of technology which gifted her with magic like powers.

The tribe thought she had been one of the few blessed by sorceress powers - nothing to unusual in Nimmeria - never realizing the true origin of her powers was mutangenic.

However the Technic League did know the origin of her powers and sought to capture her and perform experiments.  She was able to turn the first retrieval squad to ash with nuclear fire that sprung from her hand spontaneously.  

But she knew her town would eventually be obliterated by the League so she left and lead a hermit's life for many years honing her gift.

She has seen that the light in Torch has gone out and believes the Technic League is the cause.  It is time to stop hiding and use her gifts to destroy the Technic League - beginning in Torch.
	Feat+Traits: When Charisma casts a spell her eyes glow green with radioactive fire.  
 
Her spells will tend to be tinged green and when she gets angry her skin turns a dark green.
 
Spells Known: 18
 
Wand of Magic Missile (7) - 1 charge per spell level. +1d6+1 charge every dawn.
 
Wand of Binding (7) (Not A) - Hold person/monster, DC17 2/5 charges. +1d6+1 charge every dawn.
 
Ring of Forcefangs.  Absorbs 9 levels of force spells = 9 magic missiles.
 
 
 
	Treasure: Bracers of Defence (A) - +2 AC

Voidfrost Cloak (A) - cold resistance, cold spells by +1 (range attacks, damage die and and DCs), 1/day frost-nova (4d6, 20').

Moschen's Sphere (Legacy, A) - adv on Concentra'n checks,   resist to psychic dmg (1/2 dmg), as a react'n resist one type of energy (acid, cold, lightning, fire, or thunder) - lasts 1 min - (lvl 15 next upgrade), shield active at all times, advantage on saving throws against spells.
	CHARACTER IMAGE: 


