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Wizard 3 cwreando
H CLASS & LEVEL PLAYER NAME
Arasi Elfcloud
High Half-Elf Cloistered Scholar 900
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
O _+2_ Strength \ /7 \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH ‘ O + Dexterity
+1  Constitution +4 14 1 7 -
+6_ Intelligence
+4  Wisdom INITIATIVE CLASS \ HIT POINTS /
+2  Charisma y / Y \
3d6 successes O=O=0O
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
+4 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROWS ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
O _+4  Acrobatics DEX \ N Sling
| O +2 Animal Handling wis PROFICIENCY BONUS j === LANGUAGES ===
® +6 Arcana INT 7 Common, Draconic, Elvish, Giant, Ghomish
O _+2 Athletics STR = —
O +2 Deception CHA ABILITY SAVE DC |
_g— _gu—
® _+6_ History INT o
® _+4  Insight wis (/ N
30 ft. (Walkin
O +2 Intimidation CHA ( 9)
O _*4_ Investigation INT
O +2  Medicine wis \ SPEED /
® +6 Nature INT ) PROFICIENCIES & LANGUAGES
O =+ Perception wis , N\
O _*2_ Performance CHA === ACTIONS === spellbook equals 2 minutes per spell level if you use
+ 2 ) Standard Actions the quill for the transcription.
O _*2_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, - You can erase anything you write with the quill if you
O +4 Religion INT Help, Hide, Ready, Search, Use an Object, wave the feather over the text as a bonus action,
Q g Opportunity Attack, Grapple, Shove, Improvise, provided the text is within 5 feet of you.
2 3 O _*4_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object This quill disappears if you create another one or if
- you die.
QO _+4 Stealth DEX === BONUS ACTIONS ===
\ CHARISMA ) > . Wizardly Quill === SPECIAL ===
O 2 Survival wis As a bonus action, you can magically create a Tiny ~ Arcane Recovery « 1/ Long Rest
+ 2 O quill in your free hand. The magic quill has the Once per day when you finish a short rest, you can
- following properties: choose expended spell slots to recover - up to a
O - The quill doesn’t require ink. When you write with it, it  combined level of 2, and none of the slots can be 6th
o produces ink in a color of your choice on the writing level or higher.
- surface.
- The time vou must spend to copy a spell into your Awakened Spellbook: Replace Damaae
\ SKILLS / \ ACTIONS )
7 N
12 PASSIVE WISDOM (PERCEPTION) Quarterstaff +4 1d6+2 Bludgeoning  Simple, Versatile
Chill Touch +6 1d8 Necrotic D: 1Rnd, V/S
14 PASSIVE WISDOM (INSIGHT)
Fire Bolt +6 1d10 Fire VIS
PASSIVE INTELLIGENCE (INVESTIGATION . .
14 ( ) Unarmed Strike +4 3 Bludgeoning
Darkvision 60 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS y




=== WIZARD FEATURES ===
* Hit Points « PHB 113
* Proficiencies  PHB 113

* Spellcasting *« PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 14, Spell Attack +6)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.

* Arcane Recovery « PHB 115

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 2, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| Order of Scribes

* Wizardly Quill « TCoE 77

As a bonus action, you can magically create a Tiny
quill in your free hand. The magic quill has the
following properties:

- The quill doesn’t require ink. When you write with it, it
produces ink in a color of your choice on the writing
surface.

- The time you must spend to copy a spell into your
spellbook equals 2 minutes per spell level if you use
the quill for the transcription.

- You can erase anything you write with the quill if you
wave the feather over the text as a bonus action,
provided the text is within 5 feet of you.

This quill disappears if you create another one or if you
die.

| 1 Bonus Action

* Awakened Spellbook ¢« TCoE 77

While you are holding your Awakened Spellbook, it
grants you the following benefits:

- You can use the book as a spellcasting focus for your
wizard spells.

- When you cast a wizard spell with a spell slot, you
can temporarily replace its damage type with a type
that appears in another spell in your spellbook.

- When you cast a wizard spell as a ritual, you can use
the spell’'s normal casting time. You regain use of this
feature when you finish a long rest.

| Awakened Spellbook: Replace Damage: Special

| Awakened Spellbook: Ritual Spells: 1/ Long Rest ¢
Special
=== HIGH HALF-ELF RACIAL TRAITS ===

* Darkvision  BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* High EIf Descent « SCAG
| Cantrip  BR

You know one cantrip of your choice from the wizard
spell list. INT is your spellcasting ability for it.
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EQUIPMENT

FEATURES & TRAITS

Quarterstaff 1 4 1b. Little Bag of Sand --

Backpack 1 5 lb. Small Knife --

Component Pouch 1 2 lb. Bit of Fleece - Minor illusion --

Pouch 1 11b. a tiny bell and a piece of fine silver wire - Alarm --

Robe of Dark Blue with Stars 1 4 1b. a pinch of soot and salt - Comprehend Language --

Signet Ring 1 - 10 gp worth of charcoal, incense, and herbs that r --

Boots 0 - a piece of cured leather - Mage Armor --

Book - How to become a Lich 1 51b a pinch of fine sand, rose petals, or a cricket - Sle --

Parchment (one sheet) 10 - Guilded skull - Summon Undead --

WEIGHT CARRIED Parchment (one sheet) 1 -- Owl Feather - Identify --

34 |b. Rations (1 day) 1 2 lb. an eyelash encased in gum arabic --
ENCUMBERED Spellbook 1 3 1b.
210 Ib. Spare Spellbook 1 31b.
PUSH/DRAG/LIFT Waterskin 1 51b.

420 Ib. Vial 3 -




Bit of Fleece - Minor illusion

a tiny bell and a piece of fine silver wire - Alarm

a pinch of soot and salt - Comprehend Language

10 gp worth of charcoal, incense, and herbs that must be cons
a piece of cured leather - Mage Armor

a pinch of fine sand, rose petals, or a cricket - Sleep

Guilded skull - Summon Undead

Owl Feather - Identify

an eyelash encased in gum arabic

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS
y N
Pearl - Identify -




L

You see a red headed elf wearing boots, a robe of dark blue with stars
twinkling all over it. She also carries a Staff, 2 Shortswords in
scabbards, Longbow, quiver with arrows, backpack, a couple pouches.
A Pseudodragon can be seen on her shoulder from time to time.

CHARACTER APPEARANCE

=== Organizations ===

Waterdeep Wizard council initiate.
Diplomatic channels

ALLIES & ORGANIZATIONS

boast that | have.

e — —
Female 19 Medium 5'6" 135
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Mystra Tan Blue Red
ALIGNMENT FAITH SKIN EYES HAIR

— —

A
\
/

7, . N\
I've read every book in the world’s
greatest libraries—or | like to

PERSONALITY TRAITS

N\

L~
[N

o~
~]

|~

Knowledge. The path to power and
self-improvement is through

knowledge. (Neutral)
IDEALS

[N

|~

| have an ancient text that holds
terrible secrets that must not fall
into the wrong hands.

BONDS

()

()

N

\\ FLAWS

| am easily distracted by the
promise of information.

&

"

Lady Arasi Cloudelf was the daughter of a
diplomat for Waterdeep, Lord Rinn Cloudelf full elf
and her mother is an arcanist scholar. Ara
Cloudelf a High elf. They travelled for diplomatic
reasons which afforded them access to the world's
libraries and a travelling education. She quickly
picked up her mother's skills in magic and soon
followed her path. They worship Mystra as a
family. She has chosen to travel the world and
seek adventure for herself. Her mother felt the
book would be better kept by her daughter while
traveling and somewhat inconspicuously hidden

with her.

CHARACTER BACKSTORY

Book of Elven Undead Rituals

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Fire Bolt Wizard +6 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Chill Touch Wizard +6 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
O Mage Hand Wizard - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, V/S
O Minor lllusion Wizard - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
QO Shape Water High EIf Descent -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S

=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Wizard - iR Self S 1 round EE 150 D: 1Rnd, S
O Alarm [R] Wizard -- 11m 30ft. V,S,M 8 hours PHB 211  D: 8h, V/ISIM
O Detect Magic [R]<C> Wizard - 1A+10m  Self/30 ft. Sphere V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous  PHB 257 VIS
O Sleep Wizard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D: 1m, 20 ft. Sphere, V/SIM
O Shield Wizard - 1R Self V.S 1 round PHB 275 D:1Rnd, VIS
O Mage Armor Wizard - 1A Touch V,S,M 8 hours PHB 256  D: 8h, VISIM
O Identify [R] Wizard - 11m Touch V,S,M Instantaneous PHB 252  V/S/M
O Find Familiar [R] Wizard -- th+1om 10 ft. V,S,M Instantaneous PHB 240  V/S/M
O Comprehend Languages [R] Wizard - 1a+10m  Self V,S,M 1 hour PHB 224  D: 1h, VISIM

===2nd LEVEL === 2 Slots 0O
QO Invisibility <C> Wizard - 1A Touch V,S,M  concentration, upto 1hour  PHB 254 D: 1h, V/IS/IM
O Misty Step Wizard - 1BA  Self \ Instantaneous PHB 260 V
O Web<C> Wizard DEX 14 1A 60 ft./20 ft. Cube V,S,M  Concenration,upto1hour  PHB 287  D: 1h, 20 ft. Cube, V/S/IM
QO See Invisibility Wizard - 1A Self V,S,M 1 hour PHB 274  D: 1h, VISIM
O Maximilian's Earthen Grasp <C> Wizard STR14 1A 30 ft./5 ft. Square  V,S,M  Concentration, upto 1 minute  EE 161 D: 1m, 5 ft. Square, V/S/IM
O Hold Person <C> Wizard WIS 14 1A 60 ft. V,S,M  concentation, ipro1mine - PHB 251 D: 1m, V/SIM
O Phantasmal Force <C> Wizard INT 14 1A 60 ft./10 ft. Cube V,S,M  concentiation, wpto1minue  PHB 264 D: 1m, 10 ft. Cube, V/S/IM
QO Earthbind <C> Wizard STR14 1A 300 ft. \% Concentration, upto 1 minute EE 154 D:1m,V
O Spider Climb <C> Wizard - 1A Touch V,S,M  Concentration, upto 1hour  PHB 277 D: 1h, V/SIM
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