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: : CLASS & LEVEL PLAYER NAME
Nysbith Krimtel
Dragonborn Sage (Milestone)
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+ 2 _ Standard Actions
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
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o Unarmed Strike
- When you use the Attack action with an unarmed
strike or a monk weapon on vour turn, you can make
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=== MONK FEATURES ===
* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action

=== DRAGONBORN RACIAL TRAITS ===

* Draconic Ancestry « BR 34
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Brass Dragon ¢ BR 34
Fire

* Breath Weapon « BR 34

Once per short rest as an action, exhale destructive
energy based on your Draconic Ancestry. Each
creature in the area must make a DC 9 saving throw
(type determined by your ancestry), taking 2d6 ([6th]
3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half
damage on a successful one.

| Brass Dragon « BR 34
As an action once per short rest, exhale in a 5 by 30 ft.

line (DEX DC 9, half damage on success) for 2d6 Fire
Damage [6th] 3d6, [11th] 4d6, [16th] 5d6

| Breath Weapon (Brass): 1/ Short Rest ¢ 1 Action
* Damage Resistance ¢ BR 34
You have resistance to the damage type associated

with your draconic ancestry.

| Brass Dragon * BR 34
Fire Damage

N

FEATURES & TRAITS
Crossbow, light 1 5 lb.
Dart 10 251b.
Ink (1 ounce bottle) 1 -
Backpack 1 5 lb.
Clothes, Common 1 31b.
Small Knife 1 -
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
69.5 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
255 |b. Waterskin 1 51b

PUSH/DRAG/LIFT

510 Ib.

EQUIPMENT
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Male 18 Medium 6'7 234
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good ?2?7? Brass Dark Crimson.
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=== Allies === // \\
“"Brothers and Sisters. Nysbith trust them.™ )
| can stare down a hell hound without
=== Organizations === flinching.
“Monastery Home.™ PERSONALITY TRAITS
L~ 1
[ "]
Greater Good. Our lot is to lay down our lives in
defense of others. (Good)
IDEALS
L~ 1
[ "]
My honor is my life.
BONDS
L~ 1
[N "]
I have little respect for anyone who is not a
proven warrior.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ \
Nysbith Krimtel, How does someone describe a
6'8 Mammoth a beast. Simple: Gentle. Even When
Nysbith was a child he was kind to all those
smaller then himself. Even when his parents died
he was kind to the people who forsaken him to this
life. Sadly, with no parents and no one to look after
him and his brother and sister. Nysbith learned not
as much as many others did. Nysbith did not care.
His only goal was to help the small ones. With his
skin of brass and righteous spirit he was accepted
into a monastery that had helped him and his
siblings. Nysbith has now left his old home in
search of people for him to help much like how
they helped him. This adventure has lead him to
Iceville Nysbith is sure he will find people to help
here, and if not? Well, Nysbith is sure to find
friends, ale, and food in such a place.
CHARACTER BACKSTORY ADDITIONAL NOTES
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