CHARACTER NAME

CLASS & LEVEL

BACKGROUND

PLAYER NAME

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

8

12
+3

ARMOR
CLASS

PROFICIENCY BONUS

+2

30

INITIATIVE

SPEED

I’m used to helping out those who
aren’t as smart as I am, and I patiently
explain anything and everything to
others.
PERSONALITY TRAITS

-1
-1

Strength

+2

Dexterity

+2

Constitution

●

+7

Intelligence

●

+4

Wisdom

+0

Charisma

DEXTERITY

14
+2
CONSTITUTION

Hit Point Maximum 32

Knowledge. The path to power and
self-improvement is through knowledge.
(Neutral)
CURRENT HIT POINTS

I work to preserve a library,
university, scriptorium, or monastery.

SAVING THROWS

TEMPORARY HIT POINTS

14
+2
●

INTELLIGENCE

18

●

WISDOM

12
+1
CHARISMA

10
+0

+2

Acrobatics (Dex)

+1

Animal Handling (Wis)

+7

Arcana (Int)

-1

Athletics (Str)

+0

Deception (Cha)

+7

History (Int)

5

NAME

+0

Intimidation (Cha)

+7

Investigation (Int)

+1

Medicine (Wis)

●

+7

Nature (Int)

●

+4

Perception (Wis)

+0

Performance (Cha)

+0

Persuasion (Cha)

+4

Religion (Int)

+2

Sleight of Hand (Dex)

+2

Stealth (Dex)

+1

Survival (Wis)

DEATH SAVES

FLAWS

ATK BONUS DAMAGE/TYPE

+5

1d4 + 2 piercing

ATTACKS & SPELLCASTING

Scholar's Pack
Spellbook
Component Pouch
Writing Kit
Potion of Healing x 2

CP

SP

EP

GP

60

PP

OTHER PROFICIENCIES & LANGUAGES

Most people scream and run when they see
a demon. I stop and take notes on its
anatomy.

BACKGROUND: Cloistered Scholar
• Feature: Library Access
You have free and easy access to the majority of
your library, though it might have repositories of
lore that are too valuable, magical, or secret to
permit anyone immediate access. You have a
working knowledge of your cloister's personnel
and bureaucracy, and you know how to navigate
those connections with some ease. Additionally,
you are likely to gain preferential treatment at
other libraries across the Realms, as professional
courtesy shown to a fellow scholar.

• Arcane Tradition Feature (Evocation Savant) The gold and time you must spend to copy an
evocation spell into your spellbook is halved

PASSIVE WISDOM (PERCEPTION)

Common
Elvish
Dwarvish
Draconic

FAILURES

BONDS

• Arcane Recovery - During a short rest recover up
to 3 levels of expended spell slots (5th level or
lower). You can use this feature again after
finishing a long rest.

SKILLS

14

SUCCESSES

1d6

Dagger

Insight (Wis)

●

Total

HIT DICE

+1

+4

IDEALS

• Arcane Tradition Feature (Sculpt Spells) - When
you cast an evocation spell that affects other
creatures that you can see, choose a number of
them equal to 1 + the spell’s level. These
creatures automatically succeed on their saving
throws against the spell, and take no damage if
they would normally take half damage on a
successful save
• War Caster
- Advantage on Constitution saves to maintain
concentration on a spell when you take damage
- Perform somatic components of spells when you
have weapons or a shield in one or both hands
- When a hostile creature’s movement provokes
an opportunity attack, you can use your reaction to
cast a spell at it, rather than making an opportunity
attack. The spell must have a casting time of 1
action and must target only that creature
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FEATURES & TRAITS

CHARACTER NAME

AGE

HEIGHT

WEIGHT

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Daryll began his life as a
street urchin. One day while
trying his skill as a cutpurse,
Daryll attempted to rob what
turned out to be the arch
wizard of the local wizard
guild. The arch wizard took
pity on the boy and allowed
him to work as a cleaning
staff for the guild. Eventually
Daryll worked his way up the
ranks, devoting himself to the
study of magic.
ADDITIONAL FEATURES & TRAITS

CHARACTER BACKSTORY

TREASURE
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SPELLCASTING
CLASS

0

CANTRIPS

3

2

Fire Bolt

Fireball ᴴ

Mage Hand

Counterspell ᴴ

INT

15

+7

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Prestidigitation
Mending

SPELL
LEVEL

SLOTS TOTAL

1

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

Detect Magic

Identify

Magic Missile ᴴ

4

SPELLS KNOWN

Absorb Elements ᴴ
Thunderwave ᴴ

Mage Armor
Comprehend Languages
Shield

8

2

3

Mirror Image

Flaming Sphere ᴴ

Pyrotechnics

5

Misty Step

9
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