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Elizabeth Fenwick
Wizard 3 
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Arcane Recovery
     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. 
 
Grim Harvest 
     Once per turn when you kill one or more creatures 
with a spell of 1st level or higher, you regain HP equal 
to twice the spell’s level, or three times its level if the 
spell belongs to the School of Necromancy. You don’t 
gain this benefit for killing constructs or undead.

Inventory
     Dagger, eversmoking bottle, fine clothes, 
component pouch, potion of healing, signet ring, 
spellbook, history book, ink & pen, 10 sheets of 
parchment, little bag of sand, small knife

Dagger +2 1d4 Piercing thrown 20' or 60' with disadvantage

Chill Touch +5 1d8 Necrotic 120', imposes disadvantage on attacks to undead

Unarmed Strike +1 0 Bludgeoning 

Spellcasting +5 DC 13


