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Sarith Kzekarit
Dark EIf (Drow) Soldier (Milestone)
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ﬁ) +1_ Strength \ 7/ \
D e ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+7_ Dexterity
+ 1 O _+2  Constitution +4 15 38 —_—
© _+3 Intelligence
O _+1_ Wisdom INITIATIVE A \ HIT POINTS J
O +1 Charisma / y, , S
5d8 successes O=O=0O
[ DEXTERITY
Advantage against being charmed, raiLures Q=00
and magic can't put you to sleep
+4 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y, \ — Light Armor
® _+7_ Acrobatics DEX \ N —== WEAPONS ===
. ) PROFICIENCY BONUS - - .
| o 2 Animal Handiing wis j Crossbow, Hand, Longsword, Rapier,
O +0 Arcana INT - Shortsword, Simple Weapons
® +7  Athletics STR = —r === TOOLS ===
® _*4 Deception CHA ABILITY SAVE DC | Disguise Kit, Dragonchess Set, Poisoner's
p— F— Kit, Thieves' Tools, Vehicles (Land)
— O _+0_ History INT
INTELLIGENCE
O _#1_ Insight wis ( N === LANGUAGES ===
30 ft. (Walkin Common, Elvish
+O ® _*+4 Intimidation CHA ( 9)
O _*0_ Investigation INT
’@ O _+1  Medicine wis \ SPEED 74
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
I wispom ® _+4  Perception WIS , \
QO _+1  Performance CHA === ACTIONS ===
+ 1 ) Standard Actions === REACTIONS ===
QO _+1  Persuasion CHA Uncanny Dodge
O +0_ Religion INT === BONUS ACTIONS === When an attacker that you can see hits you with an
Crossbow/Bow Expert Attack attack, you can use your reaction to halve the attack’s
O _*4_ Sleight of Hand DEX When you use the Attack action and attack witha ~ damage against you.
410 Stealth one-handed weapon, you can use a bonus action to
— ©® 10 Stealth DEX attack with a hand crossbow or bow you are holding. ;:: SkP/ECIAkL ===
CHARISMA ® 4 Survival wis neak Attacl
Cunning Action Once per turn, you can deal an extra 3d6 damage
+ 1 (@) You can take a bonus action on each of your turns {0 One creature you hit with an attack with a finesse or
to take the Dash, Disengage, or Hide action. ranged weapon if you have advantage on the attack
(@) roll. You don’t need advantage on the attack roll if
o another enemy of the target is within 5 ft. of it, that
e — enemy isn’t incapacitated, and you don't have
disadvantaae on the attack roll.
\ SKILLS J ACTIONS )
74 <\
14 PASSIVE WISDOM (PERCEPTION) Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Rapier +7 1d8+4 Piercing Martial, Finesse
11 PASSIVE WISDOM (INSIGHT)
Shortbow +7 1d6+4 Piercing  Simple, Ammunition, Range, Two-Handed, Range (80/320)
PASSIVE INTELLIGENCE (INVESTIGATION . .
10 ( ) Unarmed Strike +4 5 Bludgeoning
Darkvision 120 ft.
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=== ROGUE FEATURES ===

* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 3d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96

| Assassin

* Bonus Proficiencies « PHB 97
You gain proficiency with the disguise kit and the

poisoner’s Kit.

* Assassinate « PHB 97

You have advantage on attack rolls against any
creature that hasn’t taken a turn in the combat yet, and
any hit you score against a creature that is surprised is
a critical hit.

* Ability Score Improvement « PHB 96

* Uncanny Dodge * PHB 96

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

| 1 Reaction

=== DARK ELF (DROW) RACIAL TRAITS ===

* Keen Senses * PHB 23
You have proficiency in the Perception skill.

* Fey Ancestry « PHB 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance  PHB 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Superior Darkvision « PHB 24
You can see in darkness (shades of gray) up to 120 ft.

* Sunlight Sensitivity « PHB 24
You have disadvantage on attack rolls and on
Perception checks that rely on sight when you, your

target, or whatever you are trying to perceive is in
direct sunlight.

* Drow Magic * PHB 24

You know the dancing lights cantrip. [3rd] You can cast
faerie fire once per long rest. [5th] You can cast the
darkness spell once per long rest. CHA is your
spellcasting ability.

* Drow Weapon Training * PHB 24
You have proficiency with rapiers, shortswords, and
hand crossbows.

=== FEATS ===

* Crossbow/Bow Expert « PHB 165

You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and
with a one-handed weapon, you can use a bonus
action to attack with a hand crossbow/bow you are
holding.

| Crossbow/Bow Expert Attack: 1 Bonus Action

N

PUSH/DRAG/LIFT

390 Ib.

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Dagger 1 11b.
Shortbow 1 2 1b.
Rapier 1 2 lb.
Arrows 20 11b.
Backpack 1 5 lb.
Rations (1 day) 1 2 lb.
Rope, Silk (50 feet) 1 5 lb.
WEIGHT CARRIED Tinderbox 1 11b.
35 |b. Waterskin 1 51b.
ENCUMBERED
195 Ib.
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Male 87 Medium 165cm

GENDER AGE SIZE HEIGHT WEIGHT

Neutral Evil Lolth Grey Black (red) White
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| can stare down a hell
hound without flinching

PERSONALITY TRAITS
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Get revenge on those who

wronged me

IDEALS
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I'll never forget the crushing
defeat | suffered against Jorlan

BONDS

My hatred of my enemies is
blind and unreasoning

CHARACTER APPEARANCE ALLIES & ORGANIZATIONS N\ FLAWS Y

A male drow, Sarith is sullen and keeps to himself.
He was disgraced by his imprisonment. Sarith was
the lieutenant of llvara in Vekynvelve. He claims
Jorlan betrayed and accused him of murdering
fellow drow soldiers and put him in prison. He was
longer imprisoned than any other character in
Vekynvelve. Sarith has a red rash covering parts
of his face.
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=== CANTRIPS === (At Will)
Dancing Lights <C> Dark EIf (Drow) -- 1A 120 ft. V,S,M  concentation. oo 1minve - PHB 230 D: 1m, V/S/M
=== 1st LEVEL ===
Faerie Fire <C> Dark EIf (Drow) DEX 12 1A 60 ft./20 ft. Cube V Concentration, upto L minue  PHB 239 1/LR, D: 1m, 20 ft. Cube, V
===2nd LEVEL ===
Darkness <C> Dark EIf (Drow) -- 1A 60 ft./15 ft. Sphere  \/,M Concenration, upto 0minwtes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
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