Noble 305,000 355,000 Drizzt Do'Urden
CHARACTER NAME BACKGROUND EXPERIENCE NEXT LEVEL PLAYER NAME V164 ‘ ‘ ‘ |
Fighter 11 / Ranger 8 Battle Master / Beast Master Chaotic Good m
CLASS SUBCLASS ALIGNMENT RELIGION / PATRON / DEITY A
19 Drow EIf Medium Male 250 5'4" 140 lbs dark green white ’ ‘ ’
LEVEL RACE SIZE GENDER AGE HEIGHT WEIGHT SKIN EYES HAIR '
F ABILITIES D F SAVING THROWS © F SKILLS T
gy SCORE  MODFIER  SGORE WODFER  THROW  WODFER Bowus . mobrcr  SKILLNAME ABILITY PROFICIENT  STLEL  MODIFIER | BONUS . MODIHER
[ STR J ‘ 13 ‘ ‘ +1 ‘ ‘ +7 ‘:‘ 1 ‘_,_‘ 6 ‘+‘ ‘ ACROBATICS DEX o +11 = 5 + 6 +
STRENGTH ANIMAL HANDLING wis (e} +3 = 3 + +
[ DEX J ‘ 20 ‘ ‘ +5 ‘ ‘ +5 H 5 H H ‘ ARCANA INT e} +3 = 3 + +
DEXTERITY. ATHLETICS STR o) +1 = 1 + +
CON ] ‘ 15 ‘ ‘ +2 ‘ ‘ +8 H 2 H 6 H ‘ DECEPTION CHA o 2 = 2 + +
CONSTITUTION HisTORY INT o +9 = 3 + 6 +
INT 17 +3 ‘ +3 H 3 H H ‘ INSIGHT wis ) +9 = 3 + 6 +
INTELLIGENCE INTIMIDATION CHA o) +2 = 2 + +
WIS 17 +3 ‘ +3 ‘:‘ 3 ‘_,_‘ ‘+‘ ‘ INVESTIGATION INT le) +3 = 3 + +
Lo MEDICINE wis O +3 = 3 + +
CHA 14 +2 ‘ +2 H 2 H H ‘ NATURE INT le) +3 = 3 + +
CHARISMA PERCEPTION  Darkvision 120t WIS ° +9 = 3 + 6 +
@ HEALTH & ARMOR R"’ PERFORMANCE CHA o) +2 = 2 + +
«d HP Aw\ ‘ 156 ‘ ‘ <ﬂ' HD ‘@5\] ‘ 19 ‘ 19410 pass (] [0 [ PERSUASION CHA [ +8 = 2 + 6 +
% HITPOINTS ff \ wroce L] [0 O RELiGION INT O +3 = 3 + +
MAX TEMPORARY REMAINING - TOTAL USED HIT DICE DEATH ROLLS SLEIGHT OF HAND DEX O +5 = 5 + +
| AC = STEALTH DEX () +11 = 5 + 6 +
<§ ARMOR CLASS § 21 |5 18 | * 2 * 1 ‘ ‘ ‘ SURVIVAL wis o) +3 = 3 + +
TOTAL ARMOR SHIELD DEXTERITY OTHER DAMAGE RESISTANCE DAMAGE REDUCTION
MODIFIER @ PROFICIENCIES @
ARMOR ARMOR WEIGHT DEX MOD STRENGTH STEALTH .
Elven Chain Mail 18 ‘ 55 Ib +2 ‘ 13 ‘ - ( PROFICIENCY BONUS II-G ( UCELS ) [_tancuaces 1
TYPE PROPERTIES none Common
heavy ‘proficient, Don: 10min, Doff: 5min r WEAPONS j Elvish
All Simple Undercommon
r SHIELD ARMOR! WEIGHT PROPERTIES All Martial Gnomish
[ ‘ ‘ Unarmed strike Abyssal
Giant
F ACTIONS )
' | f 4
[ INTIATVE ) | 440 ‘: 5 |+ 5 |( SPEED % ‘ 40 ft ‘ {__INSPIRATION |
) MODIFIER / ] NORMAL ﬁ
TOTAL DEXTERITY OTHER ~
MODIFIER
‘ir ATTACKS fJ PERCEPTION‘Q r ARMOR 7
/ 3 = { ) =
Y pERACTION ? 3 ‘ ‘ T2 ‘ 4 PASSIVE ! ‘ 19 ‘ 10 1+ 9 Light
TOTAL STANDARD EXTRA TOTAL BASE PERCEPTION OTHER )
ATTACKS SKILL Medium
Hea:
ATTACK 1 5o SAAGE TP -
Icingdeath +14 ‘ 1d6+8 ‘ slashing Sietds
cing
RANGE PROPERTIES @ EQUIPMENT WORN @
- proficient, finesse, light HEAD HANDS
HEADBAND, HAT, HELMET, OR PHYLACTERY GLOVES OR GAUNTLETS
AMMUNITION I A [ s
ATTACK 2 BONUS DAMAGE TYPE
Twinkle +11 1d8+5 piercing EYES ARMS / WRISTS
EYE LENSES OR GOGGLES BRACERS OR BRACELETS
RANGE PROPERTIES
- proficient, finesse
AuMUNITION Ooo000D0DO0O0O0O0O0O0O0O0O0000Oo Nex Bopy
AMULET, BROOCH, MEDALLION, PERIAPT, OR SCARAB ROBE OR SUIT OF ARMOR
ATTACK 3 BONUS DAMAGE TYPE
RANGE PROPERTIES SHOULDERS Torso
CLOAK, CAPE OR MANTLE VEST, VESTMENT, OR SHIRT
AMMUNITION I A [ s
RINGS Waist
ATTACK 4 BONUS DAMAGE TYPE RIGHT HAND BELT OR GIRDLE
RANGE PROPERTIES
RINGS FEET
LEFT HAND BOOTS, SHOES, OR SLIPPERS
AMMUNITION I A [ s
ATTACK 5
EONITS DEMAGE TVPE 7 CARRYING CAPACITY &Y F COINAGE )
CARRYING TOTAL
RANGE PROPERTIES CURRENT PLATINUM (PP)
UNENCUMBERED 1 PLATINUM = 10 GOLD
AMMUNITION GOLD (GP)
oDooooooOooooObon0f0n0n0n0nndnd eyeymseren 66-1301b  \aorosecrmum
ATTACK 6 SPEED 10 FT ——
BONUS DAMAGE TYPE ELECTRUM (EP)
ENCUMBERED HeAviLY 131-195|p  FLECTRUM=SSIVER
RANGE PROPERTIES IS]rSEI-\EDDV.-ZgNF;TR, DEX, CON CHECKS, ATTACKS & SAVES SILVER (SP)
1 SILVER = 10 COPPER
PUSH, DRAG, LIFT 0-390Ib
AMMUNITION l:[ l:[ l:[ l:[ l:l l:l l:[ l:[ l:[ l:[ l:[ l:[ l:l l:l l:[ l:[ l:[ l:[ l:[ l:[ PUSH OR DRAG ABOVE 195 LB SPEED DROPS TO 5 FT COPPER (CP)



F GEAR ©F RACE, BACKGROUND, CLASS & FEATS viss Y

POSSESSION ON PERSON RACE: Drow EIf

ITEM QTY LOCATION WEIGHT |* *2 Dexterity, +1 Charisma
« Size: Medium
- Speed: 30ft

« Superior Darkvision 120ft
« Keen Senses: proficiency in the Perception skill
« Fey Ancestry: advantage on saving throws against being charmed, magic cannot put you to sleep
« Trance: do not sleep but meditate deeply, remaining semiconscious, for 4 hours a day
« Sunlight Sensitivity: disadvantage on attack rolls and Wisdom (Perception) checks in sunlight
 Drow Magic
—_— - Know the dancing lights cantrip
_— - Cast faerie fire and darkness once, regain ability after a long rest

- Spell Ability (Cha) Save DC 16

- Drow Weapon Training: proficiency with rapiers, shortswords and hand crossbows

« Languages: Common, Elvish, Undercommon

BACKGROUND: Noble
« Feature: Position of Privilege
Thanks to your noble birth, people are inclined to think the best of you. You are welcome in high
e society, and people assume you have the right to be wherever you are.
e « Skills: History, Persuasion
_ « Tools: One type of gaming set
- « Languages: One of your choice

CLASS 1: Fighter
« Armor: All armor, shields
« Weapons: Simple & martial weapons
« Tools: none
e - Saves: Strength, Constitution
E— « Skills: Choose 2 from Acrobatics, Animal Handling, Athletics, History, Insight, Intimidation,
_— Perception and Survival
R « Fighting Style (Dueling)
Gain +2 bonus to damage rolls when wielding a melee weapon in one hand and no other weapon
« Second Wind
On your turn, use a bonus action to regain 1d10+11 hit points. Regain ability after a short
or long rest
« Action Surge (One Use)
On your turn, take one additional action. Regain ability after a short or long rest
—_— « Martial Archetype (Battle Master)
_ « Martial Archetype Feature (Student of War)
R Gain proficiency with one type of artisan’s tools of your choice
* Martial Archetype Feature (Improved Combat Superiority)

- Superiority Dice - 5d10

- 7 Maneuvers - use only one maneuver per attack (DC19)
»Select...

»Select...

e »Select... »Select... »Select... »Select... »Select...

_— « Ability Score Improvement / Feat: Level 4, 6, 8
ATTUNED MAGICAL ITEMS QTY  LOCATION WEIGHT |* Extra Attack (2)
« Martial Archetype Feature (Know Your Enemy)
_— Spending at least 1 minute observing or interacting with another creature outside combat, you can
—_— learn certain information about its capabilities compared to your own. The DM tells you if the creature
- is your equal, superior, or inferior in regard to two characteristics of your choice: Str, Dex, Con, AC,

TOTAL WEIGHT CARRIED Current HP, Class levels, Fighter Class levels
——— |+ Indomitable (One Use)
POSSESSION NOT ON PERSON CARRYING ____ COINS(____Ib) | Reroll a saving throw that you fail, you must use the new roll. Regain ability after a long rest
ITEM QTY LOCATION WEIGHT

CLASS 2: Ranger
R « Armor: Light & medium armor, shields
» Weapons: Simple & martial weapons
« Tools: none
- Saves: Strength, Dexterity
« Skills: Choose 1 from Animal Handling, Athletics, Insight, Investigation, Nature, Perception, Stealth, and Survival
« Favored Enemy
Enemies: fiends, evil creatures
—_— Advantage on Wisdom (Survival) checks to track favored enemy and Intelligence checks to
_— recall information about them
JR— « Natural Explorer
Favored Terrain: Underdark, Forest
When making an Intelligence or Wisdom check related to favored terrain, your proficiency
bonus is doubled if you are using a skill that you're proficient in. While traveling for an hour
or more in favored terrain, gain the following benefits:
- Difficult terrain doesn’t slow your group’s travel
- Your group can’t become lost except by magical means
- Even when you are engaged in another activity while traveling, you remain alert to danger
_— - If you are traveling alone, you can move stealthily at a normal pace
—_— - When you forage, you find twice as much food as you normally would
- - While tracking other creatures, you learn their exact number, sizes and how long ago they

TOTAL WEIGHT passed through the area
————— |* Spellcasting
(’i CHARACTER NOTES ‘i (’i PERSONALITY TRAITS ‘\ When gaining a level in this class, you can choose one of the ranger spells you know and
Desoit ble birth. | d ol I 2 ther folk reple;::e it wilh"ar:olher spell from the ranger spell list, which must be of a level for which
espite my noble birth, | do not place myself above other folk. you have spell slots
ERO POINTS EMAINING We all have the same blood. « Fighting Style (Defense)
HONOR: SANITY: Gain +1 bonus to armor class when wearing armor
The common folk love me for my kindness and generosity. « Primeval Awareness

As an action expend one ranger spell slot to focus your awareness on the region around you.
For 1 minute per level of the spell slot expended, sense whether creatures (aberrations,
celestials, dragons, elementals, fey, fiends, and undead) are present within 1 mile (or 6 miles
in favored terrain).

This feature doesn't reveal the creatures’ location or number

« Ranger Archetype (Beast Master)

« Ranger Archetype Feature (Ranger's Companion)

Choose a beast that is no larger than Medium and that has a challenge rating of 1/4 or lower.

@ IDEAL ﬁ Add +6 to the beast's AC, attack rolls, and damage rolls, as well as to saving throws and
skills it's proficient in. Its HP maximum equals its normal maximum or 32 HP, whichever is
GEMSTONES Independence. | must prove that | can handle myself without the higher. Use your action to verbally command it to Attack, Dash, Disengage, Dodge, or Help.
coddling of my family. (Chaotic) Once you have the Extra Attack feature, you can make one weapon attack yourself when you

command the beast to take the Attack action
« Ability Score Improvement / Feat: Level 4, 8
« Extra Attack
@ BOND ﬁ « Ranger Archetype Feature (Exceptional Training)
On your turn when your beast companion doesn't attack, use a bonus action to command the
beast to take the Dash, Disengage, Dodge, or Help action on its turn
« Land's Stride
ART OBJECTS Moving through nonmagical difficult terrain costs no extra movement and can pass through
nonmagical plants without being slowed by them and without taking damage from them if
they have thorns, spines or a similar hazard. You have advantage on saving throws against
@ FLAW ﬁ plants that are magically created or manipulated to impede movement

| hide a truly scandalous secret that could ruin my family forever. ABILITY SCORE IMPROVEMENT & FEATS

* Ability Score Improvement x 2 - Fighter 4, Fighter 6
- Increase one ability score of your choice by 2, or increase two ability scores of your choice by 1
* Mobile - Ranger 4




¥

SPELLCASTING

v1.64 @

1st 2nd 3rd 4th 5th 6th 7th 8th 9th
Fighter 11 / Ranger 8 8 wis +3 SPELLSLOTS| 4 || 3 || B || B || B || B || B || B || B |
CLASS LEVEL  ABILITY ABILITY MODIFIER
Battle Master / Beast Master 5 17 SPELLS USED| || || || || || || ” ” |
SUBCLASS PREPARED/KNOWN SPELL SAVE DC
F SPELL LIST [))
B PREPARED ] NOT PREPARED CON CONCENTRATION H HIGHERLEVEL  d DOMAIN 0 OATH C CIRCLE M MASTERY S SIGNATURE
Dancing Lights 1 act 120 ft 1 min con VSM evoc 4 torch-sized lights or 1 humanoid form of medium size light, 10ft rad dim light, bon to move 60ft PH 230
LEVEL 1 CAST RANGE DURATION COMPONENT TYPE  DETAILS REF
B Hunter's Mark H 1 bon 90 ft 1 hr con \ divin 1 creature, your weapon attacks +1d6 dmg, adv Perception/Survival to find it H cov 3-4th 8hr, 5t 24hr PH 251
O Absorb Elements H 1 react self 1rnd S abjur _ resist (acd, cld, fir, Igt or thd) dmg type, on first melee hit next rnd deal +1d6 (same dmg type) H +1d6 EE 015
]
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LEVEL 2 CAST RANGE DURATION COMPONENT TYPE  DETAILS REF
B Darkness 1 act 60 ft 10 min con vM evoc  15ft rad sphere, magical darkness, light created by a 2nd level spell or lower is dispelled PH 230
B Pass without Trace 1 act self 1 hr con VSM abjur _ anyone within 30ft, +10 Stealth checks, leaves no traces, can't be tracked except by magical means PH 264
B Silence 1actR 120 ft 10 min con Vs illus__ 20ft rad sphere no sound, while in area deafened, immune to thunder dmg, spells no V component PH 275
B Find Traps 1 act 120 ft instant Vs divin __ sense presence (not location) of any trap within range and line of sight, know general nature of trap PH 241
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O LEVEL 3 CAST RANGE DURATION COMPONENT TYPE  DETAILS REF
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O LEVEL 4 CAST RANGE DURATION COMPONENT TYPE  DETAILS REF
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7 CHARACTER PORTRAIT  F FAMILIAR OR ANIMAL COMPANION vise R

Keen Smell. The panther has advantage on Wisdom (Perception) checks that

TYPE rely on smell.

Pounce. If the panther moves at least 20 feet straight toward a creature and then
. hits it with a claw attack on the same turn, that target must succeed on a DC 12

50 ft., climb 40 ft. Large N "

SPEED SIZE Strength saving throw or be knocked prone . If the target is prone, the panther

can make one bite attack against it as a bonus action.

passive Perception 14 Plane Shift (Su): Guenhwyvar can plane shift upon command of her master as

SENSES the spell with up to one other being from The House of Nature to her master and

back to the House of Nature every other day for a period of 6 hours.

cannat heal naturally an the Material Plane hut heals at douhle the

Guenhywvar

Perception +4, Stealth +6

SKILLS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5
(1d6 + 2) piercing damage.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft ., one target . Hit:
4 (1d4 + 2) slashing damage.

ATTACKS

Gi
TRAITS

CHARACTER BACKSTORY

7 EXHAUSTION L)) ALLIES & ORGANIZATIONS
LEVEL EFFECT (CUMULATIVE) CURRENT LEVEL ACTION: ANK: ENOWN:

1 Disadvantage on ability checks

2 Speed halved
3 Disadvantage on attack rolls and saving throws
4 Hit point maximum halved
5
6

Speed reduced to 0

Death
Finishing a long rest reduces your exhaustion level by 1,
provided that you have also ingested some food and drink.

CONDITIONS )

BLINDED

+ You can't see and automatically fails any ability check that requires sight.

|+ Attack rolls against you have advantage, and your attack rolls have di

(CHARMED

+ The charmer has advantage on any ability check to interact socially with you.

« You can't attack the charmer or target the charmer with harmful abilities or
magical effects.

DEAFENED

* You can't hear and automatically fail any ability check that requires hearing.

FRIGHTENED

|+ You have disadvantage on ability checks and attack rolls while the source of its
fear is within line of sight.

+ You can't willingly move closer to the source of its fear.

GRAPPLED

+ Your speed becomes 0, and you can't benefit from any bonus to your speed.

+ The condition ends if the grappler is incapacitated.

« The condition ends if an effect removes you from the reach of the grappler
or grappling effect, such as if you are hurled away by the thunderwave spell.

INCAPACITATED

+ You can't take actions or reactions.

INVISIBLE

+ You are impossible to see without the aid of magic or a special sense. For the
purpose of hiding, you are heavily obscured. Your location can be detected by
any noise you make or any tracks you leave.

+ Attack rolls against you have disadvantage, and your attack rolls have

PARALYZED

+ You are incapacitated and can’t move or speak.

+ You automatically fail Strength & Dexterity saving throws.

- Attack rolls against you have advantage.

+ Any attack that hits you is a critical hit if the attacker is within 5ft of you.

PETRIFIED

+ You are transformed, along with any nonmagical objects you are wearing or
carrying, into a solid inanimate substance (usually stone). Your weight it
by a factor of ten, and you cease to age.

+ You are incapacitated, unaware of your surroundings and can’t move or speak.

- Attack rolls against you have advantage.

« You automatically fail Strength & Dexterity saving throws.

+ You have resistance to all damage.

+ You are immune to poison and disease, although a poison or disease already in
your system is suspended, not neutralized.

POISONED

« You have disadvantage on attack rolls and ability checks.

PRONE

+ Your only movement s to crawl, unless you stand up and thus end the condition.

* You have disadvantage on attack rolls.

« Attack rolls against you have advantage if the attacker is within 5t of you.
Otherwise, the attack roll has disadvantage.

RESTRAINED

+ Your speed becomes 0, and you can't benefit from any bonus to your speed.

+ Attack rolls against you have advantage, and your attack rolls have

* You have disadvantage on Dexterity saving throws.

'STUNNED

+ You are incapacitated, can't move, and can speak only falteringly.

+ You automatically fail Strength and Dexterity saving throws.

+ Attack rolls against you have advantage.

UNCONsclous

+ You are incapacitated, unaware of your surroundings and can’'t move or speak.

« You drop whatever you are holding and fall prone.

ADVENTURE NOTES

+ You automatically fail Strength and Dexterity saving throws.
+ Attack rolls against you have advantage.
« Any attack that hits you is a critical hit if the attacker is within 5ft of you.




