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Combat

MAX HIT POINTS

HP
CURRENT

LEVEL

3
Brad Von Zarovich (no relation) Ryan Cannon
Monk 1, Druid (Circle of the Land) 2 DCI:

900 2,700
Noble

Human Medium
Male

Lawful Evil

8 -1 +1

16 +3 +5

14 +2 +2

8 -1 -1

16 +3 +3

12 +1 +1

+ 8 + 

PR
BONUS
OFIENCY 

Wis 13

15

+2

Wild Shape (CR 1/4, no fly/swim; 1 hour) 2   SR
Natural Recovery (1 level spell slots) 1   LR

+3
+3
-1
-1

+1
+1
+3
+1

-1
+3
-1
+5

+1
+3
+1
+3
+5
+3

Tool

3 30 ft 20 ft

16
13 Unarmored Defense (Wis)

3 2   
    

24
3 d8 2

PROF   ABILITY

1
Unarmed Strike Dex Melee +5 1d4+3 Bludgeoning

Spear DexMelee, 20/60 ft +5 1d6+3 Piercing
Thrown, versatile (1d8)

Dart Dex20/60 ft +5 1d4+3 Piercing
Finesse, thrown

  

  

Attack / Cast a Spell
Dash / Disengage / Dodge
Escape Grapple / Help / Hide
Ready / Search / Use Object
Wild Shape (start)
Grapple / Shove (instead of 1 attack)

Martial Arts (with Attack action)

Wild Shape (end)
Grapple (if hit with unarmed/improv.)

Opportunity Attack

Darts 10
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BackgroundFeatures

Feats

Equipment

Proficiencies

Human (+1 to two different ability scores of my choice) 
Skills: 
   I gain proficiency in one skill of my choice. 
 
Feat: 
   I gain one feat of my choice.

Monk, level 1: 
 Unarmored Defense (Monk 1, PHB 48) 

   Without armor and no shield, my AC is 10 + Dexterity modifier + Wisdom modifier 
 Martial Arts (Monk 1, PHB 78) [1d4] 

   Monk weapons: shortsword, simple weapon (not two-handed/heavy), unarmed strike 
   With these, I can use Dex instead of Str and use the Martial Arts damage die 
   When taking an Attack action with these, I get one unarmed strike as a bonus action 
 
Druid (Circle of the Land), level 2: 
 Druidic (Druid 1, PHB 66) 

   I know Druidic; Hidden messages with it can only be understood by who know Druidic 
 Spellcasting (Druid 1, PHB 66) [2 cantrips known] 

   I can cast prepared druid cantrips/spells, using Wisdom as my spellcasting ability 
   I can use a druidic focus as a spellcasting focus 
   I can cast my prepared druid spells as rituals if they have the ritual tag 
 Wild Shape (Druid 2, PHB 66) [CR 1/4, no fly/swim; 1 hour, 2× per short rest] 

   As an action, I assume the shape of a beast I have seen before with the following rules: 
    - I gain all its game statistics except Intelligence, Wisdom, or Charisma 
    - I get its skill/saving throw prof. while keeping my own, using whichever is higher 
    - I assume the beast's HP and HD; I get mine back when I revert back 
    - I can't cast spells in beast form, but transforming doesn't break concentration 
    - I retain features from class, race, etc., but I don't retain special senses 
    - I can choose whether equipment falls to the ground, merges, or stays worn 
    - I revert if out of time or unconscious; if KOd by damage, excess damage carries over 
 Bonus Cantrip (Circle of the Land 2, PHB 68) 

   I know one additional druid cantrip of my choice 
 Natural Recovery (Circle of the Land 2, PHB 68) [1 level spell slots, 1× per long rest] 

   After a short rest, I can recover a number of 5th-level or lower spell slots

Position of Privilege
I am welcome in high society, and people assume I have the right to be wherever I am. 
The common folk make every effort to accommodate me and avoid my displeasure, and 
other people of high birth treat me as a member of the same social sphere. I can secure 
an audience with a local noble if I need to.

ARMOR:

WEAPONS: Shortsword

Druidic
Abyssal
Common

Elvish Calligrapher's supplies

Playing Cards

If you do me an injury, I will crush you, ruin your name, and salt your fields. 

Power. If I can attain more power, no one will tell me what to do.

I am in love with the heir of a family that my family despises.

By my words and actions, I often bring shame to my family.

Tavern Brawler Bonus feat from being a human; (PHB, page 170)

I am proficient with improvised weapons. My unarmed strike does 1d4 damage. When I 
hit a creature with an unarmed strike or improvised weapon on my turn, I can attempt 
to grapple the target as a bonus action. [+1 Strength or Constitution]

ATTUNED MAGICAL ITEMS (MAX 3)

Backpack 5

Bedroll 7

Mess Kit 1

Tinderbox 1

Torch 10 1

Rations 10 2

Waterskin 5

50 feet of hempen rope 10

Fine Clothes 6

Signet Ring
Scroll of Pedigree
Coin Purse

65

41 -  
80 lb

81 -  
120 lb

121 -  
240 lb 65.5 lb

5 10 15 - 30

25
Wealthy

4 gp
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Organization Symbol

Character Portrait

Enemies

Allies & Organizations

Character History

Appearance

Brad is a Faerûnian noble who looks, talks and acts eerily similar to Strahd, but he isn't a vampire (yet?). All of these 
similarities are purely coincidence, but that hasn't stopped an unrelenting series of brainless do-gooders from 
attempting to slay Brad mistakenly. 
 
When word spreads, as it does around adventurers, that the Barovian Dark Lord has taken up residence in a sleepy 
country lord's estate just outside of Waterdeep, Strahd presumes the imposter to be a threat or intentional pretender, 
and pulls him into Ravenloft to exact his revenge. When he discovers the "threat" to be a dim-witted—if vicious—fop, 
Strahd decides to let the fool live and see what end he comes to in Barovia.

Brad and Strahd look like brothers from another mother, 
although Brad is slightly less pale, and doesn't sparkle in the 
Barovian daylight.

Faction: Lord's Alliance Faction Rank: Cloak Renown:
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Notes

Spells: 
 
Cantrips (at will): Druidcraft, Guidance, Frostbite, Produce Flame 
1st level (3 slots): Absorb Elements, Charm Person, Cure Wounds, Fog Cloud, Spider Climb

M
or

eP
ur

pl
eM

or
eB

et
te

r'
s 

D
&

D
 5

th
 e

di
ti

on
 C

ha
ra

ct
er

 S
he

et
/G

en
er

at
or

 v
10

.4
3 

(L
et

te
r)



AC

:OUNDS

$TT$&. � DES&RI3TION TO HIT D$0$*E D$0$*E T<3ER$N*E

Initiative

Size: CR: Type: HD:

�DESI*N %< -$9IER $U0ENTE � -$$U9E/#*0$I/�&O0� EDITS 	 )OR0 )IE/DS %< -OOST :I-NEN � )/$3.$N#*0$I/�&O0� THE D	D /O*O $ND DR$*ONS $RE �:I=$RDS O) THE &O$ST

TE03OR$R< H3

Skills Combat

Traits � Features

Passive Perception S3EED

3RO)I&IEN&<
%ONUS

AC

:OUNDS

$TT$&. � DES&RI3TION TO HIT D$0$*E D$0$*E T<3ER$N*E

Initiative

Size: CR: Type: HD:

TE03OR$R< H3

Skills Combat

Traits � Features

Passive Perception S3EED

3RO)I&IEN&<
%ONUS

AC

:OUNDS

$TT$&. � DES&RI3TION TO HIT D$0$*E D$0$*E T<3ER$N*E

Initiative

Size: CR: Type: HD:

TE03OR$R< H3

Skills Combat

Traits � Features

Passive Perception S3EED

3RO)I&IEN&<
%ONUS

AC

:OUNDS

$TT$&. � DES&RI3TION TO HIT D$0$*E D$0$*E T<3ER$N*E

Initiative

Size: CR: Type: HD:

TE03OR$R< H3

Skills Combat

Traits � Features

Passive Perception S3EED

3RO)I&IEN&<
%ONUS

 MAX USAGES  DURATION  LIMITATIONS

2× per short rest 1 hour max CR 1/4, no fly/swimWild Shapes
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Wolf +2 Beast Medium 2d8 1/4

12

15

12

8

16

12

+1

+2

+1

-1

+3

+1

+3

+4

+1

-1

+3

+1

15

+2
+3
-1
+1
+1
+1

+3
+1
-1
+3
-1
+5

+1
+3
+1
+2
+4
+3

  AcrobaticsAcrobatics
  Animal HandlingAnimal Handling

  ArcanaArcana
  AthleticsAthletics

  DeceptionDeception
 HistoryHistory

  InsightInsight
  IntimidationIntimidation
  InvestigationInvestigation

  MedicineMedicine
  NatureNature

 PerceptionPerception

  PerformancePerformance
 PersuasionPersuasion

 ReligionReligion
  Sleight of HandSleight of Hand

 StealthStealth
  SurvivalSurvival

 Keen Hearing and Smell: The wolf has advantage on 
Wisdom (Perception) checks that rely on hearing or 
smell. 
 Pack Tactics: The wolf has advantage on an attack roll 

against a creature if at least one of the wolf's allies is 
within 5 ft of the creature and the ally isn't 
incapacitated.

+2 40 ft

13
11

Bite Melee (5 ft) +3 2d4+1 Piercing
Target must succeed on a DC 11 Strength saving throw or be knocked prone
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Make a Selection

  AcrobaticsAcrobatics
  Animal HandlingAnimal Handling

  ArcanaArcana
  AthleticsAthletics

  DeceptionDeception
  HistoryHistory

  InsightInsight
  IntimidationIntimidation
  InvestigationInvestigation

  MedicineMedicine
  NatureNature

  PerceptionPerception

  PerformancePerformance
  PersuasionPersuasion

  ReligionReligion
  Sleight of HandSleight of Hand

  StealthStealth
  SurvivalSurvival
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Make a Selection

  AcrobaticsAcrobatics
  Animal HandlingAnimal Handling

  ArcanaArcana
  AthleticsAthletics

  DeceptionDeception
  HistoryHistory

  InsightInsight
  IntimidationIntimidation
  InvestigationInvestigation

  MedicineMedicine
  NatureNature

  PerceptionPerception

  PerformancePerformance
  PersuasionPersuasion

  ReligionReligion
  Sleight of HandSleight of Hand

  StealthStealth
  SurvivalSurvival
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Make a Selection

  AcrobaticsAcrobatics
  Animal HandlingAnimal Handling

  ArcanaArcana
  AthleticsAthletics

  DeceptionDeception
  HistoryHistory

  InsightInsight
  IntimidationIntimidation
  InvestigationInvestigation

  MedicineMedicine
  NatureNature

  PerceptionPerception

  PerformancePerformance
  PersuasionPersuasion

  ReligionReligion
  Sleight of HandSleight of Hand

  StealthStealth
  SurvivalSurvival
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