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Gottfried Leibniz
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CLASS & LEVEL PLAYER NAME
High EIf Sage (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 12 8 -
INITIATIVE CLASS \ HIT POINTS )
/4 // ldG / \
Immunities - Magical Sleep successes OO0
FAILURES( H >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === WEAPONS ===
=N Longbow, Longsword, Shortsword, Simple
~ Weapons
PROFICIENCY BONUS j === TOOLS ===
~ Calligrapher's Supplies
= = === LANGUAGES ===
ABILITY SAVE DC | Celestial, Common, Elvish
/ \
30 ft. (Walking)
\§ SPEED )

PROFICIENCIES & TRAINING

y

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== SPECIAL ===
Arcane Recovery * 1/ Long Rest

When you finish a Short Rest, you can recover
expended spell slots. The spell slots can have a
combined level equal to no more than 1, and none of
the slots can be level 6 or higher.

You can use this feature once per Long Rest.

SKILLS ACTIONS

4 N
13 PASSIVE PERCEPTION Fire Bolt +6 1d10 Fire VIS
13 DASSIVE INSIGHT Poison Spray +6 1d12 Poison VIS
Ray of Frost +6 1d8 Cold VIS
16 PASSIVE INVESTICATION Ray of Frost +6 1d8 Cold VIS
Darkvision 60 ft. Fire Bolt +6 1d10 Fire VIS

Unarmed Strike +1 0 Bludgeoning
SENSES <\ WEAPON ATTACKS & CANTRIPS /
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=== WIZARD FEATURES === shortbow, and longbow.
* Core Wizard Traits « PHB-2024 165 * Cantrip * BR 24
You know one cantrip of your choice from the wizard
* Spellcasting « PHB-2024 165 spell list. INT is your spellcasting ability for it.
* Ritual Adept « PHB-2024 166 * Extra Language * BR 24
You can speak, read, and write one extra language of
* Arcane Recovery « PHB-2024 166 your choice.
When you finish a Short Rest, you can recover
expended spell slots. The spell slots can have a
combined level equal to no more than 1, and none of === FEATS ===
the slots can be level 6 or higher.
* Magic Initiate (Wizard) « PHB-2024 201
You can use this feature once per Long Rest. Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
| 1/ Long Rest « Special spellcasting ability for this feat's spells.
Level 1 Spell. Choose a level 1 spell from the Wizard
=== HIGH ELF SPECIES TRAITS === spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
* Darkvision « BR 23 ability to cast it in that way when you finish a Long
You can see in darkness (shades of gray) up to 60 ft. Rest. You can also cast the spell using any spell slots
you have.
* Keen Senses * BR 23
You have proficiency in the Perception skill. Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
* Fey Ancestry « BR 23 with a different spell of the same level from the chosen
You have advantage on saves against being charmed, spell list.
and magic can't put you to sleep.
Repeatable. You can take this feat more than once,
* Trance * BR 23 but you must choose a different spell list each time.
You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream | Intelligence «
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of * Sage Ability Score Improvements « PHB-2024 183
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep. | Increase two scores (+2 / +1) «
* EIf Weapon Training * BR 23
You have proficiency with the longsword, shortsword,
FEATURES & TRAITS
Dagger 1 1lb Lamp 1 11b.
Dagger 1 1lb. Ink Pen 1 --
Quarterstaff 1 4 1b. Ink 1 --
Quarterstaff 1 4 1b.
Spellbook 1 3lb.
Parchment 8 -
Backpack 1 5 lb.
Calligrapher's Supplies 1 5 lb.
Robe 1 4 1b.
Robe 1 4 1b.
WEIGHT CARRIED
53 Ib Book 1 51b.
ENCUMBERED Oil 10 10 Ib.
0 lb. Parchment 10 -
PUSH/DRAG/LIFT Tinderbox 1 11lb.
0 lb. Book 1 51b.
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Male 120 Medium 185cm 132
GENDER AGE HEIGHT WEIGHT
Neutral Oghma, god of Pale ivory, ink ¢ Piercing gray wi Silver blond,
ALIGNMENT FAITH EYES HAIR
E—— —
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=== Allies === /-Hyperfocused and analytical, often oblivious to social N\
cues.
- Master Thalanir, an elder Abjurer who sees - ?P‘zﬂks in fPfr‘;‘C_isev ifCh”ica'Jangl:_age-
: ) : : - FInds comtort in patterns and routines.
Gottfrl_e(_i S the(_)nes as revo'“.tlon?ry' - Becomes animated when discussing magical theory.
- Archivist Meriel, a half elf historian who helps
him decode ancient sigils.
o PERSONALITY TRAITS
=== Organizations === = —
[ "]
_ (et : - Harmony: Every magical phenomenon follows an underlying
Candlekeep Scholars’ Circle (associate order.
researcher). - Reason: Magic should be understood, not mystified.
- Order of the Arcane Ward (a small Abjurer - Perfection: Every spell can be optimized through logic.
fellowship dedicated to magical structure
theorization). IDEALS
L~ 1
[ "]
- His notebook containing the Ars Combinatoria Arcana
- His mentor in Candlekeep who encouraged his unconventional
thinking
- His lifelong pursuit of the Equation of the Veil
BONDS
L~ 1
"]
- Overthinks even simple decisions
- Emotionally detached in tense moments
- Becomes obsessive when faced with unsolved
problems
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS Y
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/ \
Gottfried Leibniz was born in Baldur’'s Gate to a - Writes exclusively in a personal shorthand
minor family of scholars, but from an early age it combining elven script and mathematical notation.
was clear his mind worked differently. While other - Keeps a small crystal orb that projects geometric
apprentices practiced cantrips, he was already illusions when he’s thinking.
analyzing magic as if it were a system of symbols - Has mild sensory sensitivity — avoids loud taverns
and relationships. To him, every spell was a and prefers quiet libraries.
structured expression — something that could be - His spellbook is organized like a research thesis,
broken down, recombined, and understood with annotations and proofs for each spell.
through logic.
His obsession led him to Candlekeep, where he
developed the Ars Combinatoria Arcana, a method
for deconstructing spells into fundamental
components and recombining them like elements
of a universal language. Gottfried believed that all
magic — from the simplest cantrip to the most
powerful wish — followed universal rules that
could be expressed mathematically.
His ideas were controversial. Mystra’s purists
accused him of trying to “mechanize” the Weave.
Some wizards feared his system might expose
secrets meant to remain hidden. His insistence
that magical reality could be described by an
infinite equation made him both admired and
feared.
Eventually, political pressure forced him out of
several academic circles. Rather than abandon his
work, Gottfried chose to travel across Faerdn,
gathering data, studying magical phenomena
firsthand, and refining his theories. He is
convinced that a primordial formula — the
Equation of the Veil — governs the structure of
magic and could prevent future arcane
catastrophes.
Now he wanders the world with his notebooks full
of diagrams, symbols, and impossible
combinations, searching for patterns where others
see only chaos. Every adventure is an experiment,
every enemy a data point, and every spell a clue
in his quest to understand the universe.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Ray of Frost Wizard +6 1A 60 ft. V,S Instantaneous  PHB-2024 311 V/S
QO Poison Spray Wizard +6 1A 30 ft. V.S Instantaneous ~ PHB-2024 306 V/S
QO Fire Bolt Wizard +6 1A 120 ft. V,S Instantaneous  PHB-2024 274 \//S
O Ray of Frost Magic Initiate (Wizard) +6 1A 60 ft. V.S Instantaneous ~ PHB-2024 311 V/S
QO Fire Bolt Magic Initiate (Wizard) +6 1A 120 ft. V.S Instantaneous ~ PHB-2024 274 V/S
O Mage Hand Cantrip - 1A 30 ft. V,S 1 minute PHB-2024293 D: 1m, V/S
=== 1st LEVEL === 2 Slots OO
O Mage Armor Wizard -- 1A Touch V,S,M 8 hours PHB-2024 293 D: 8h, V/S/M
O Shield Wizard - iR Self V.S 1 round PHB-2024 316 D: 1Rnd, V/S
O Chromatic Orb Wizard +6 1A 90 ft. V,S\M Instantaneous = PHB-2024 249 V/S/M
O Magic Missile Wizard -- 1A 120 ft. V.S Instantaneous ~ PHB-2024 295 V/S
O Sleep Wizard WIS 14 1A 60 ft./5 ft. Sphere  V,S,M  Concentration, upto 1 minute - PHB-2024 317 D: 1m, 5 ft. Sphere, V/S/M
O Chromatic Orb Magic Initiate (Wizard) +6 1A 90 ft. V,S,M Instantaneous = PHB-2024249 1/LR, V/S/M
R SPELLS N
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