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Drex Dargo
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Acrobatics DEX
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Animal Handling wis
® +5 Arcana INT
O +2  Athletics STR
O _+4  Deception CHA
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Intimidation CHA
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Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
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Sorcerer 1/ Fighter 2 / Rogue 2 cwreando
CLASS & LEVEL PLAYER NAME
High Half-EIf Knight of the Order 6,500
RACE BACKGROUND EXPERIENCE POINTS
P — —
/7 \
ARMOR Max HP Current HP Temp HP |
+4 18 3 9 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
1d6 + 2d10 + 2d8 SUCCESSESO:O:O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Dice Set, Thieves' Tools
ABILITY SAVE DC |
P — === LANGUAGES ===
Celestial, Common, Draconic, Elvish,
7 N Thieves’ Cant
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES
/ N\
=== ACTIONS === === SPECIAL ===

Action Surge * 1 / Short Rest
You can take one additional action on your turn.

L Help, Hide, Ready, Search, Use an Object, This can be used 1 times per short rest.
O _+2_ Religion INT - .
Opportunity Attack, Grapple, Shove, Improvise,
O _*4_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object Sneak Attack
Once per turn, you can deal an extra 1d6 damage
® _+10 Stealth DEX === BONUS ACTIONS === to one creature you hit with an attack with a finesse or
U CHARISMA O +1 Survival wis Cunning Action ranged weapon if you have advantage on the attack
You can take a bonus action on each of your turns roll. You don’t need advantage on the attack roll if
+4 O to take the Dash, Disengage, or Hide action. another enemy of the target is within 5 ft. of it, that
- enemy isn't incapacitated, and you don't have
@] Second Wind « 1 / Short Rest disadvantage on the attack roll.
o Once per short rest, you can use a bonus action to
J— regain 1d10 + 2 HP.
L SKILLS )/ \ ACTIONS )
4 N
11 PASSIVE WISDOM (PERCEPTION) Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
11 PASSIVE WISDOM (INSIGHT)
Shortbow +7 1d6+4 Piercing ~ Simple, Ammunition, Range, Two-Handed, Range (80/320)
PASSIVE INTELLIGENCE (INVESTIGATION Lo . . .
12 ( ) Shortsword, +1 +8 1d6+5 Piercing Martial, Finesse, Light
Blindsight 10 ft., Darkvision 60 ft. Fire Bolt +7 2d10 Fire VIS
< Unarmed Strike +5 3 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS y




Drex Dargo

CHARACTER NAME
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Sorcerer 1/ Fighter 2 / Rogue 2 cwreando
CLASS & LEVEL PLAYER NAME
High Half-ElIf Knight of the Order 6,500
RACE BACKGROUND EXPERIENCE POINTS
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=== FIGHTER FEATURES ===

* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Blind Fighting » TCoE 41
You have blindsight with a range of 10 ft. Within that
range, you can effectively see anything that isn’t
behind total cover, even if you're blinded or in
darkness. Moreover, you can see an invisible creature
within that range, unless the creature successfully
hides from you.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 2 HP.
| 1/ Short Rest » 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.
| 1/ Short Rest « Special
=== 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 1d6 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
=== SORCERER FEATURES ===
* Hit Points « PHB 100
* Proficiencies « PHB 100

* Spellcasting « PHB 101

You can cast known sorcerer spells using CHA as your

spellcasting modifier (Spell DC 15, Spell Attack +7).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin  PHB 101
| Draconic Bloodline
* Dragon Ancestor « PHB 102

You have a specific dragon type as your ancestor. You
can speak, read, and write Draconic and you double

your proficiency bonus for CHA checks involving
dragons.

| Silver Dragon « PHB
* Draconic Resilience « PHB 102

Your max HP increases by 1. When you aren’t wearing
armor, your AC equals 17.

=== HIGH HALF-ELF RACIAL TRAITS ===

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* High EIf Descent « SCAG
| EIf Weapon Training « BR

You have proficiency with the longsword, shortsword,
shortbow, and longbow.
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EQUIPMENT

FEATURES & TRAITS
Cloak of Protection 1 - Mess Kit 1 11b.
Shortsword, +1 1 21b. Paper (one sheet) 10 --
Dagger 1 11lb. Potion of Healing 2 1lb.
Dagger 1 11b. Rations (1 day) 10 20 Ib.
Shortbow 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Arrows 20 11b. Tinderbox 1 11b.
Backpack 1 5 lb. Torch 10 10 Ib.
Clothes, Traveler's 1 4 1b. Waterskin 1 51b.
Component Pouch 1 21b.
WEIGHT CARRIED Sack L 0.51b.
74.51b. vial ! -
ENCUMBERED Whetstone 1 1lb
210 Ib. Ink (1 ounce bottle) 2 - Cloak of Protection 1 --
PUSH/DRAG/LIFT Ink Pen 1 -
420 Ib. Bedroll 1 7 1b.
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Male 22 Medium 5'8" 160
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Goddess Mystre Albinoish Blue Silverish
ALIGNMENT FAITH SKIN EYES HAIR
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=== Organizations === 7 N
| can stare down a hell
Order of the stars H ; H
hound without flinching.
PERSONALITY TRAITS
L~ —~J
" ~"]
Greater Good. Our lot is to lay down our lives in
defense of others. (Good)
IDEALS
L~ —~J
N ~"]
My honor is my life.
Drex stands 5' 8" with silverish hair, blue eyes, and almost albino Ish skin
and a very attractive one. He seems all business. He's carrying fine
short sword, a fine cloak that is a midnight blue with stars on it. He's
wearing a nice dark robe with daggers at his hips and a shortbow and BONDS
backup slung on his back. L~ —
[N ~~"]
I have little respect for anyone who is not a
proven warrior.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS ) N FLAWS Y
\ /4 3\ /4

His father Gildor Dargo was part of the Captain of
the Guard for Silverymoon and a member of the
order of stars as is his wife. While his mother
Amilla Dargo was a sorceress with ties to a silver
dragon Symarra Brightmoon and a member of the
mage council.

The old dragon was known to be around
Silverymoon Pass and all of Luruar. Drex chose
Symarra as well during his training. He was also
trained by his father, and he plans to take up the
martial skills and he thinks he'd like to dabble in
the roguish stealthy pursuits.

His upbringing placed him in a higher bracket of
society affording him some of the finer things and
he has become accustomed to those amenities.
He is and will continue to pursue his other
interests in skills and talents.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Sorcerer
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=== CANTRIPS === (At Will)
O Acid Splash Sorcerer DEX 15 1A 60 ft. V,S Instantaneous  PHB 211 VIS
O Mending Sorcerer -- im Touch V,S,M Instantaneous PHB 259 VISIM
QO Poison Spray Sorcerer CON 15 1A 10 ft. V,S Instantaneous  PHB 266  V/S
QO Fire Bolt Sorcerer +7 1A 120 ft. V,S Instantaneous  PHB 242 VIS
=== 1st LEVEL === 2 Slots OO
O Detect Magic <C> Sorcerer -- 1A Self/30 ft. Sphere  V,S Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Magic Missile Sorcerer -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
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