D&D
1B ENOINID)

Darastrix "Nym"

STRENGTH ‘

+2

DEXTERITY
+1

'O

CONSTITUTION

INTELLIGENCE

+1

'O

WISDOM

+1

o

CHARISMA

+1

O

CHARACTER NAME

o N
ﬁa _+4  Strength \

® _+3 Dexterity

O _+1_ Constitution

O _+1 Intelligence

O _+1 Wisdom

O _+1_ Charisma
L SAVING THROWS )’
7 N

O _+1  Acrobatics DEX \
\ ® _+3  Animal Handling wis

O _+1  Arcana INT

O _+2 Athletics STR

O _+1  Deception CHA

O _+1  History INT

® _+3  Insight wis

® +3 Intimidation CHA

O _*1  Investigation INT

O _*1_ Medicine wis

® _+3  Nature INT

® _+3  Perception WIS

O _+1  Performance CHA

QO _+1  Persuasion CHA

O _*1  Religion INT

O _*1  Sleight of Hand DEX

® _+3 Stealth DEX

® _+3  Survival wis

o__

o__

co__
L SKILLS ),

F—
/7

30 ft. (Walking), 30 ft. (Swimming)
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CLASS & LEVEL PLAYER NAME
Lizardfolk Drifter (Milestone)
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ARMOR Max HP Current HP Temp HP
+1 14 32 -
INITIATIVE CLASS \ HIT POINTS
/ / /
4d10 successes O=O=0O
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 — Dragonchess Set, Lute, Poisoner's Kit
ABILITY SAVE DC |
— === LANGUAGES ===

Common, Deep Speech, Draconic,
Primordial, Undercommon

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Drake Companion « 25 / Other

» <strong>Armor Class:</strong> 16
« <strong>Saving Throws:</strong> DEX +3, WIS +4
« <strong>Draconic Essence.</strong> The drake is
immune to poison damage, and deals poison damage
with its bite and Infused Strikes.
* <em><strong>Bite.</strong> Melee Weapon
Attack:</em> +5 to hit, reach 5 ft., one target.
<em>Hit:</em> <strong>1d6</strona>+2 piercina

damage + 0 poison damage.

« <strong>Infused Strikes.</strong> When another
creature within 30 ft. of the drake that it can see hits
with a weapon attack, the drake can use its reaction to
add <strong>1d6</strong> poison damage to the
attack’s damage.

<strong>Hit Points:</strong>

Drake Companion: Summon ¢ 1/ Long Rest

As an action, you can magically summon the drake
that is bound to you in an unoccupied space of your
choice within 30 ft. of you. Whenever you summon the
drake, you choose a damage type from its Draconic
Essence trait, and can determine any cosmetic
characteristics of the drake.

ACTIONS

74
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13
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SENSES

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

//

Unarmed Strike +4
Bite +4
Hungry Jaws +4

\\
3 Bludgeoning

1d6+2 Slashing

1d6+2 Slashing 1 Use (2/2)

'WEAPON ATTACKS & CANTRIPS
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=== RANGER FEATURES ===
* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Humanoids « PHB
Humanoids are the main peoples of the world, both
civilized and savage, including humans and a
tremendous variety of other species.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn’t slow your group’s travel, your group can’t
become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Forest « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* Spellcasting Focus * TCoE 57
You can use a druidic focus as a spellcasting focus for
your ranger spells.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 11, Spell Attack +3).

* Ranger Archetype « PHB 92
| Drakewarden

* Primeval Awareness « PHB 92

As an action, you can expend one ranger spell slot (1
minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn't reveal the creatures’ location or
number.

| 1 Action

* Draconic Gift « FToD 15

The bond you share with your drake grants you the
following benefits:

- <strong>Thaumaturgy.</strong> You learn the
<em>thaumaturgy</em> cantrip, which is a ranger
spell for you.

- <strong>Tongue of Dragons.</strong> You learn to
speak, read, and write Draconic or one other language
of your choice.

* Drake Companion ¢ FToD 15
You can magically summon the drake that is bound to
you in an unoccupied space of your choice within 30 ft.

of you. Whenever you summon the drake, you choose
a damage type from its Draconic Essence trait, and
can determine any cosmetic characteristics of the
drake. In combat it shares your initiative count and
takes its turn immediately after yours. You must take a
bonus action on your turn to command it to take an
action (either one from its statblock or some other
action), or it will take the Dodge action, though it can
move and take reactions on its own. If you are
incapacitated, it can take any action of its choice, not
just the Dodge action.

Anything the drake was wearing or carrying anything is
left behind when it vanishes. Once you summon the
drake, you can't do so again until you finish a long rest
or expend a spell slot of 1st level or higher.

| Drake Companion (Poison) «
| Drake Companion: 25 / Other « 1 Action

| Drake Companion: Summon: 1/ Long Rest « 1
Action

| Drake Companion: Command: 1 Bonus Action

* Martial Versatility « TCoE 57

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can replace
a fighting style you know with another fighting style
available to rangers. This replacement represents a
shift of focus in your martial practice.

* Ability Score Improvement « PHB 92

=== LIZARDFOLK RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5
When determining your character’s ability scores,
increase one score by 2 and increase a different score

N

FEATURES & TRAITS
Leather 1 10 Ib. The One Eyed Roger 1 --
Dagger 1 1lb. Bedroll 1 7 Ib.
Sickle 1 21b. Mess Kit 1 11b.
Sickle 1 2 1b. Rations (1 day) 10 20 Ib.
Longbow 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.
Hunting Trap 1 25 Ib. Dead Rat 1 --
WEIGHT CARRIED Dead Rat 1 - Weird Daggers 1 -
106 Ib. Weird Daggers 1 - The Hero’s Guide to Monsters 1 --
ENCUMBERED The Hero'’s Guide to Monsters 1 -
225 |b. Traveler's Guide to Herbs 1 -
PUSH/DRAG/LIFT A Bard's Tale 1 -
450 Ib. Vibrant Green Book 1 -

EQUIPMENT
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by 1, or increase three different scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 26
You are a Humanoid.

* Size « MotM 26
You are Medium.

* Speed * MotM 26
Your walking speed is 30 ft., and you have a swimming
speed equal to your walking speed.

* Bite « MotM 26

You have a fanged maw that you can use to make
unarmed strikes. When you hit with them, you deal
<strong>1d6</strong>+2 slashing damage.

| 1 Action

* Hold Breath « MotM 26
You can hold your breath for up to 15 minutes at a
time.

* Hungry Jaws ¢ MotM 26

As a bonus action, you can make a special attack with
your bite. If it hits, it deals normal damage and you
gain +2 temporary HP. You can use this 2 times per
long rest.

| 2/ Long Rest « 1 Bonus Action

* Natural Armor « MotM 26

When you aren’t wearing armor, your base AC is 14. If
your natural armor is higher than the AC of the armor
you’re wearing, you can use your natural armor
instead. A shield’s benefits apply as normal.

* Nature’s Intuition « MotM 26
You gain proficiency with two of the following skills of
your choice: Animal Handling, Medicine, Nature,
Perception, Stealth, or Survival.
=== FEATS ===
* Poisoner « TCoE 80
You ignore resistance to poison damage, can apply
poison to a weapon or piece of ammunition as a bonus
action, gain proficiency with poisoner's kit and can
create a special poison.

| Poisoner: Apply Poison: 1 Bonus Action

| Poisoner: Potent Poison: 1 Action

| Poisoner: Create Poison: 2 / Other « Special

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Traveler’s Guide to Herbs
A Bard’s Tale
Vibrant Green Book

The One Eyed Roger

ADDITIONAL EQUIPMENT
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AGE

Male
GENDER
Chaotic Good

ALIGNMENT FAITH

Medium

SIZE

None (I know di Lime Green.

SKIN

—

213
WEIGHT

6 ft. 9in.
HEIGHT
Piercing Orange Orange Frills.
EYES HAIR

E——

A
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Darastrix is relatively well built and muscular, but looks very agile as

well. He has orange frills on his head, green leathery skin, and strong
claws and teeth. Darastrix has no tail. He stands much more straight
up due to this.

CHARACTER APPEARANCE

=== Allies ===
Drake Companion "Thal"
=== Organizations ===

None

ALLIES & ORGANIZATIONS

—

7 ~N
| have a lesson for every

situation, drawn from observing
people.

PERSONALITY TRAITS
|~

{2

[
Respect. Honorable folk who die must be
honored to pass on peacefully. (Good)

IDEALS
L~
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Father gave me a geode to care for after

his death. To my surprise, a drake hatched

from that stone. | care for Thal more than
BONDS

P

"

| can get hotheaded and quite blunt.

| am sometimes a little insane.

If | see loose change or money is

N
~"1

FLAWS

N V.

Darastrix lived a completely and utterly average
life, living deep in the depths of the forest with the
rest of his lizardfolk brethren. He admired his
father, one of the village's most skilled and
respected hunters. One fateful day a large black
dragon, visibly young in age, obliterated the village
with her deadly acid. Luckily, Darastrix was quite
adept at hide and seek, even at the young age of
5, his friends had returned to the village without
him, leaving him as the only survivor of the
massacre. Even more luckily, a very wise ancient
green dragon had found the recently orphaned
child. Now, this dragon wasn’t any typical evil
green dragon, but instead a good-aligned sage of
the forest. Thalaeros, the dragon mentioned
before, saw something in the child and decided to
take him as a son. He gave him the pet name
"Nym" to his child and Nym started his teachings
under the child. He was taught to balance nature
and respect the creatures that reside in the realm.
A decade had passed since this first encounter
and Nym felt at home in the wild, constantly
exploring. One day after one of these expeditions
Nym came home to an empty den, there was no
hoard, there was no life, just the body of his slain
father. Nym sat in solitude for days, not eating or
sleeping, hoping these "heroes" that slayed his
father would return. On the final of this torture he
put himself through, he found something in
Thalaeros' limp claw, a small green geode. When
he touched this rock a small drake appeared in his
lap and licked him feverishly. With the addition of a
new friend and a refilled sense of life he set out to
restore his father's fortune.

CHARACTER BACKSTORY

The top two things he cares for in life are to finally
give Thalaeros the respect and peace he deserves
and to care for Thal.

Darastrix has no tail due to a genetic disability from
his mother's side. He stands much more straight up
due to this.

Under pressure, Darastrix doesn't get overwhelmed
and works very well.

People:

Librarian - Aedrum Faetil
Cartographer - Sordun
Lorekeeper - Meta

Books Read:

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Thaumaturgy Draconic Gift -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
=== 1st LEVEL === 3 Slots OO0
O Absorb Elements Ranger - 1R Self S 1 round EE 150 D:1Rnd, S
O Ensnaring Strike <C> Ranger STR11 1BA Self \% Concentration, wp o 1 minwte - PHB 237~ D: 1m, V
O Speak with Animals Ranger -- 1A Self V,S 10 minutes PHB 277 D: 10m, V/S
SPELLS
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