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	CLASS  LEVEL: Wizard 1
	BACKGROUND: Scientist (arcana)
	PLAYER NAME: JustAnotherPonyGuy
	RACE: Changeling
	SPEED: 30/10 fly
	ALIGNMENT: Lawful Neutral
	EXPERIENCE POINTS: 
	HP: 8
	a1: Off
	a6: Off
	Text3: 
	STR MOD: -1
	b1: Off
	t2: 
	t3: 
	t4: +5
	AC: 13
	t5: +2
	t20: 
	STR TOTAL: 8
	t6: 
	HP MAX: 8
	HD TOTAL: 1d6
	DEX MOD: 3
	s1: Off
	c1: Off
	t7: 
	DEX TOTAL: 16
	OTHER PROF: Chemistry kit
Daggers, darts, slings, quarterstaffs, light crossbows
	n1: Horn
	r1: 5 ft
	CON MOD: 2
	d1: 1d4+3
	w1: piercing
	CON TOTAL: 14
	INT MOD: 3
	INT TOTAL: 17
	WIS MOD: 0
	WIS TOTAL: 10
	CHA TOTAL: 8
	a2: Off
	a3: Off
	a4: Yes
	a5: Yes
	b2: Off
	c2: Off
	t8: 
	b3: Off
	c3: Off
	t9: 
	b4: Off
	b14: Off
	c4: Off
	t10: 
	b5: Yes
	t11: +5
	b6: Yes
	c6: Off
	t12: +5
	b7: Yes
	c7: Off
	t13: +5
	b8: Off
	c8: Off
	t14: 
	b9: Off
	c9: Off
	t15: 
	b10: Off
	c10: Off
	t16: 
	b11: Yes
	c11: Off
	t17: +2
	b12: Off
	c12: Off
	t18: 
	b13: Off
	c13: Off
	t19: 
	c14: Off
	t21: 
	b15: Off
	c15: Off
	t22: 
	b16: Off
	c5: Off
	c16: Off
	t23: 
	b17: Off
	c17: Off
	t24: 
	b18: Off
	c18: Off
	CHA MOD: -1
	INITIATIVE: +3
	PROFICIENCY: +2
	TEMP HP: 
	s2: Off
	s3: Off
	f1: Off
	f2: Off
	f3: Off
	ab1: +5
	SPELLCASTING: 
	FEATURES&TRAITS: Trait: Scientific Method. Although you focus on a specific scientific discipline, you also have broad general knowledge on a number of topics. Your inquisitive nature sometimes leads you to take risks in the name of science, but you keep reminding yourself that your work will eventually lead to the betterment of civilization.
Darkvision: You can see in dim light
within 60 feet of you as if it were bright
light, and in darkness as if it were dim light. You can’t discern color in darkness, only shades of gray.
Telepathy: Changelings who are still members of the hive-mind have powerful
telepathy that allows them to spy on the thoughts of others and convincingly duplicate most of their speech patterns, mannerisms, and recent memories. When your link to the queen broke you lost the majority of that ability, but you can still speak telepathically with other creatures within 50 feet with whom you share a language.
Keen Nose: as Diamond Dog
Flight: You have a fly speed of 10 feet. If you are at half your maximum HP or less,
your fly speed is halved and you must make a DC 15 Constitution check to gain altitude. If you are at one-quarter your maximum HP or less, you cannot fly. You can only glide to the ground (see below). If you have one level of exhaustion, your fly speed is halved. If you have two or more, you cannot fly.
 
	EQUIPMENT2: 
	LANGUAGE: Equestrian, Undercommon, Changeling Pheromones, Deep Speech (from a flumph)
	EQUIPMENT1: Saddlebags, candle (10), chemistry kit, ink, 2 ink pens, notebook, robes, tome of divination, dagger, bluebook, component pouch, advanced magic textbook, 10 sheets of parchment, a little bag of sand, and a small knife
	n2: Bite
	r2: 5 ft
	d2: 1d4+3
	w2: piercing
	ab2: +5
	n3: Dagger
	r3: 20/60 ft
	d3: 1d4+3
	w3: piercing
	ab3: +5
	n4: 
	r4: 
	d4: 
	w4: 
	ab4: 
	n5: 
	r5: 
	d5: 
	w5: 
	ab5: 
	am1: 
	z1: Off
	z2: Off
	z3: Off
	z4: Off
	z5: Off
	z6: Off
	z8: Off
	z9: Off
	z10: Off
	z7: Off
	z16: Off
	z11: Off
	z12: Off
	z13: Off
	z14: Off
	z15: Off
	z17: Off
	z18: Off
	z19: Off
	z20: Off
	z21: Off
	z22: Off
	z23: Off
	z24: Off
	z25: Off
	z26: Off
	z28: Off
	z29: Off
	z30: Off
	z27: Off
	z36: Off
	z31: Off
	z32: Off
	z33: Off
	z34: Off
	z35: Off
	z37: Off
	z38: Off
	z39: Off
	z40: Off
	armor1: 
	armor2: 
	armor3: 
	PP: 
	GP: 5
	SP: 
	CP: 
	shield1: 
	shield2: 
	shield3: 
	AGE: 35
	HEIGHT: 3'3"
	WEIGHT: 90 lbs
	EYES: Cyan
	SKIN: Black
	HAIR: N/a
	BACKSTORY2: Traits cont.
Brittle: You have an exoskeleton which is less resilient to damage than creatures with skeletons. Whenever you take piercing, slashing, bludgeoning, or force damage, you take 1 extra point of damage.
Flight Camp Flunker: Your fly speed is reduced by 30 feet. While you are flying, attacks against you are made with advantage and you have disadvantage on Strength and Dexterity checks and saving throws. If you ever fly above 100 feet in altitude, you must roll a DC 15 Constitution check or immediately descend 50 feet.
Changeling Resin: You can use your action to spit a sticky resin at a 5-foot space within 20 feet of you. For the next 15 minutes that spot functions like the Entangle spell (though it’s limited to the 5-foot space in size). The save DC is 12, and creatures have disadvantage on saves against it. You can use this ability a total of three times, and then cannot use it again until you complete a short rest.
Fueled By Love: At the end of a rest your friends can each give you one of their Hit Dice. You can use these to reroll a d20.
	APPEARANCE: 
	BACKSTORY1: Allatum had a long-term wing injury and was put on medical leave from the military. Thanks to his natural talent at wizardry and arcane science, he was transferred into that and decided to stay in it. A magical accident severed his link to the group mind and the other, changelings, not recognizing his "mind-trace", attacked him. He was able to escape and has been exploring the deep caves ever since. He met a flumph, made friends with it, and learned deep speech from it. He's been wandering around the Underdark since, acquiring more forms to disguise himself as. He's just made it to the surface and wants to continue his research and find a way to reconnect to the group mind
	TRAITS: I frequently collect material samples, so that I can study them when I get
back to the lab. I tend to get long-winded when explaining something, often going into a level of detail that bores others. I can't stand the feeling of dirt and have to remain clean at all times.
	IDEALS: Nature: We are gifted with a miraculous, fascinatingly complex world. I owe it to myself to learn all I can about it.
	ADD EQUIPMENT: Shapechange forms so far (max 16):
Generic Earth Pony
Generic Pegasus
Generic Unicorn
Generic Diamond Dog
Generic Donkey
Generic young Dragon
Generic Griffon
Generic Flumph
 
 
	BONDS: I can't resist the opportunity to learn something new, especially on topics new to me.
	FLAWS: I refuse to let moral concerns cloud my mind when performing research.
	NOTABLE NPCS: Cloud Walking: You can touch and interact with clouds as if they were solid (albeit soft) ground. This means you can sit or lie on clouds, move them around, gather them together, or buck them apart with your hooves. You can also stomp on thick clouds and force them to rain, or possibly even coax out a small lightning bolt if it’s a thick enough cloud.
Glide: When you fall 30 feet or more, you can use your reaction to spread your wings and slow your fall, preventing you from taking any falling damage. For every 10 feet you fall, you can move 5 feet horizontally.
Shapechange: You use your action to take on the appearance of any other medium-sized living, natural creature. The first time you assume a new shape, the creature you duplicate must be within 50 feet of you. You can remember a number of different forms equal to your Intelligence score. You can “forget” any of your memorized forms in order to learn a new one. Once you’ve learned a form, you can change minor details of its
appearance. This means, for example, if you learn “earth pony” as a form, from that point on when you change shape into an earth pony, you can pick any subrace, gender, build, hair style and color, coat color, eye color, and cutie mark. Such variations don’t count against the limit of forms you
know.  If you change into a form without wings, you lose your flight, cloud walking, and glide abilities. If you change into an aquatic form, you gain its ability to breathe water (or hold its breath for extended periods). If you change into a form with superior senses such as an eagle’s vision, you gain that sense. Any other form you take that has some sort of special characteristic should be adjudicated by the GM. Close friends of the target can tell you’re an imposter if they beat you at a contest of your Charisma (Deception) against their Wisdom (Insight).
	SPELL ABILITY: Intelligence
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