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Cloistered Scholar
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I'm convinced that people are always trying to
steal my secrets.

I'm willing to listen to every side of an argument
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Create Bonfire (DC 13 Dex
Save, 1d8 Fire)
Magic Missile (1d4+1 Force,
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Languages: Common, Elvish,
Goblin, Infernal

Weapons: Dagger, Dart, Light
Crossbow, Quarterstaff, Sling
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Spellbook
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A book of lore
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2 bottles of Ink
Little bag of sand

2 small penknives

Ink pen

10 sheets of parchment

EQUIPMENT

INITIATIVE SPEED 7 before | make my own judgment.
PERSONALITY TRAITS
N L~ o~
7 Baad "]
Logic. Emotions must not cloud
our logical thinking. (Lawful)
CURRENT HIT POINTS IDEALS
L~ ] L~ —~J
" ~"1 — -
| sold my soul for knowledge. | hope
to do great deeds and win it back.
A TEMPORARY HIT POINTS Y/ BONDS
L~~~ ]
/ | \ 7 \ [~ ~]
successes O-O-0O | am easily distracted by the
raiures Q=00 promise of information.
\ HIT DICE /B DEATH SAVES ) N\ FLAWS Y
7'\ N v N

Ancestral Legacy: If you replace a race with this lineage, you
can keep the following elements of that race: any skill
proficiencies you gained from it and any climbing, flying, or
swimming speed you gained from it.

Deathless Nature: You have escaped death, a fact
represented by the following benefits:

You have advantage on saving throws against disease and
being poisoned, and you have resistance to poison damage.
You have advantage on death saving throws.

You don't need to eat, drink, or breathe.

You don’'t need to sleep, and magic can’t put you to sleep.
You can finish a long rest in 4 hours if you spend those hours
in an inactive, motionless state, during which you retain
consciousness.

Knowledge from a Past Life: You temporarily remember
glimpses of the past, perhaps faded memories from ages ago
or a previous life. When you make an ability check that uses a
skill, you can roll a d6 immediately after seeing the number on
the d20 and add the number on the d6 to the check. You can
use this feature a number of times equal to your proficiency
bonus, and you regain all expended uses when you finish a
long rest.

Library Access: Though others must often endure extensive
interviews and significant fees to gain access to even the
most common archives in your library, you have free and
easy access to the majority of the library, though it might also
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.

Ritual Casting: You can cast a wizard spell as a ritual if that
spell has the ritual tag and you have the spell in your
spellbook. You don't need to have the spell prepared.

Arcane Recovery: You have learned to regain some of your
magical energy by studying your spellbook. Once per day
when you finish a short rest, you can choose expended spell
slots to recover. The spell slots can have a combined level
that is equal to or less than half your wizard level (rounded
up), and none of the slots can be 6th level or higher.

For example, if you're a 4th-level wizard, you can recover up
to two levels worth of spell slots. You can recover either a
2nd-level spell slot or two 1st-level spell slots.
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	Features and Traits: Ancestral Legacy: If you replace a race with this lineage, you can keep the following elements of that race: any skill proficiencies you gained from it and any climbing, flying, or swimming speed you gained from it.

Deathless Nature: You have escaped death, a fact represented by the following benefits:
You have advantage on saving throws against disease and being poisoned, and you have resistance to poison damage.
You have advantage on death saving throws.
You don’t need to eat, drink, or breathe.
You don’t need to sleep, and magic can’t put you to sleep. You can finish a long rest in 4 hours if you spend those hours in an inactive, motionless state, during which you retain consciousness.

Knowledge from a Past Life: You temporarily remember glimpses of the past, perhaps faded memories from ages ago or a previous life. When you make an ability check that uses a skill, you can roll a d6 immediately after seeing the number on the d20 and add the number on the d6 to the check. You can use this feature a number of times equal to your proficiency bonus, and you regain all expended uses when you finish a long rest.

Library Access: Though others must often endure extensive interviews and significant fees to gain access to even the most common archives in your library, you have free and easy access to the majority of the library, though it might also 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.

Ritual Casting: You can cast a wizard spell as a ritual if that spell has the ritual tag and you have the spell in your spellbook. You don’t need to have the spell prepared.

Arcane Recovery: You have learned to regain some of your magical energy by studying your spellbook. Once per day when you finish a short rest, you can choose expended spell slots to recover. The spell slots can have a combined level that is equal to or less than half your wizard level (rounded up), and none of the slots can be 6th level or higher.
For example, if you’re a 4th-level wizard, you can recover up to two levels worth of spell slots. You can recover either a 2nd-level spell slot or two 1st-level spell slots.
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