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CLASS & LEVEL PLAYER NAME
High EIf Knight of Solamnia 355,000
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+25 33 624 --
INITIATIVE CLASS \ HIT POINTS /
(1 ( 5d10 + 3d10 + 12d8 f \
. . . +3d10+
Resistances - Acid, Force, Necrotic, successes O=O=0O
Psychic, Radiant, Cold, Fire,
. . . FAILURES
Lightning, Poison OO0
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
INSPIRATION
j === ARMOR ===

=== WEAPONS ===

O +0 Arcana INT Martial Weapons, Simple Weapons
® +24 Athletics STR — === TOOLS ===
O _+0  Deception CHA ABILITY SAVE DC | Disguise Kit, Poisoner's Kit, Thieves' Tools,
p— o Tinker's Tools
O _+0_ History INT
® _+24 Insight wis (7 N === LANGUAGES ===
o 30 ft. (Walking), 90 ft. (Flying) Celestial, Common, Deep Speech, Draconic,
O 20 Intimidation CHA Dwarvish, Elvish, Thieves’ Cant
® *14 Investigation INT
O +10 Medicine WIS \ SPEED /
® +7  Nature INT ) PROFICIENCIES & LANGUAGES
® +24 Perception WIS
QO _+0  Performance CHA === ACTIONS === Second Wind ¢ 1/ Short Rest
+ 10 ) Standard Actions Once per short rest, you can use a bonus action to
® _*7_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, regain 1d10 + 5 HP.
L Help, Hide, Ready, Search, Use an Object,
0 : . .
@ O 10 Religion INT Opportunity Attack, Grapple, Shove, Improvise, Steady Aim
> 3 O *10 Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object As a bonus action, you give yourself advantage on
your next attack roll on the current turn. You can use
® _+24 Stealth DEX === BONUS ACTIONS === this bonus action only if you haven't moved during this
U CHARISMA ©® *17 Survival wis Cunning Action ) turn, gnd after you use the bonus action, your speed is
— You can take a bonus action on each of your turns 0 until the end of the current turn.
+O O to take the Dash, Disengage, or Hide action.
- === REACTIONS ===
O Poisoner: Apply Poison Uncanny Dodge
o You can coat a weapon or piece of ammunition in When an attacker that you can see hits you with an
JE— poison. attack, you can use your reaction to halve the attack’s
damaae against vou.
\ SKILLS / ACTIONS )
4 N
34 PASSIVE WISDOM (PERCEPTION) Bloodshed Rapier +21 1d8+13 Piercing
Red Wizard Blade +21 1d4+13 Piercing
PASSIVE WISDOM (INSIGHT,
34 ( )
Unarmed Strike +18 11 Bludgeoning
24 PASSIVE INTELLIGENCE (INVESTIGATION)
Blindsight 30 ft., Darkvision 150 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS y




* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96
Your proficiency bonus is doubled for any ability check
you make that uses any of the chosen proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 6d6 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

* Steady Aim « TCoE 62

As a bonus action, you give yourself advantage on
your next attack roll on the current turn. You can use
this bonus action only if you haven't moved during this
turn, and after you use the bonus action, your speed is
0 until the end of the current turn.

* 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

* Evasion « PHB 96

When you are subjected to an effect that allows you to
make a DEX saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.

* Infiltration Expertise « PHB 97

You can unfailingly create false identities for yourself
over the course of seven days. If using the identity as
a disguise, other creatures believe you to be that
person until given an obvious reason not to.

* Reliable Talent « PHB 96

Whenever you make an ability check that lets you add
your proficiency bonus, you can treat a d20 roll of 9 or
lower as a 10.
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=== ROGUE FEATURES === | 1 Bonus Action
| Special

=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style 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.
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 5 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
* Martial Archetype « PHB 72

| Champion
* Improved Critical « PHB
Your weapon attacks score a critical hit on a roll of 19
or 20.
* Ability Score Improvement « PHB 72

* Extra Attack « PHB 72
You can attack twice whenever you take the Attack

FEATURES & TRAITS
\
Cloak of Displacement 1 - Blood Fury Tattoo 1 --
Immovable Rod 1 - The Codicil of White 1 --
Periapt of Health 1 - Thermal Cube 1 --
Potion of Growth 1 - Arm shield Left 1 --
Potion of Heroism 1 - Arm Shield right 1 --
loun Stone of Mastery 1 - Shield of the Silver Dragon 1 6 Ib.
Potion of Invulnerability 4 - Demon Armor of Black Swordsman 1 65 Ib.
Potion of Giant Size 5 - Ring of Protection, +3 1 -
Mask of the Dragon Queen 1 - Purple Worm Poison (Injury) 4 --
WEIGHT CARRIED Master's Amulet 1 - Boots of Haste 1 --
73 Ib. Peregrine Mask 1 - Red Wizard Blade 1 11b.
ENCUMBERED Horn of Valhalla (platinum and gem) 1 -
0 lb. Flying Chariot 1 - Cloak of Displacement 1 -
PUSH/DRAG/LIFT Bad Lantern 1 - loun Stone of Mastery 1 -
0lb. Bloodshed Rapier 1 11b. Mask of the Dragon Queen 1 -
\ EQUIPMENT ))




—

Sylralei Geylant

Fighter 5 / Ranger 3/ Rogue 12
CLASS & LEVEL

solodragon13
PLAYER NAME

High EIf Knight of Solamnia 355,000
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
_— ———
7 N

action on your turn.

| Special
=== RANGER FEATURES ===
* Hit Points « PHB 90

* Favored Foe ¢ TCoOE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d4.

| 7/ Long Rest « Special
* Proficiencies « PHB 90

* 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.

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

You adopt a particular style of fighting as your
specialty.

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 25, Spell Attack +17).

* Ranger Archetype « PHB 92
| Gloom Stalker

* 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

* Gloom Stalker Magic *« XGtE 42

You learn additional spells based on your level that
count as ranger spells but don't count against the
number of spells you know.

* Dread Ambusher « XGtE 42

You add your WIS modifier (+10) to initiative rolls. At
the start of your first turn of each combat, your walking
speed increases by 10 ft., which lasts until the end of
that turn. If you take the Attack action on that turn, you
can make one additional weapon attack as part of that
action, dealing an extra 1d8 damage of the weapon’s
damage type on a hit.

* Umbral Sight « XGtE 42

You gain darkvision out to a range of 60 ft. (+30 ft. if
you already have it). While in darkness, you are
invisible to any creature that relies on darkvision to see
you in that darkness.

=== HIGH ELF RACIAL TRAITS ===

* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Proficiencies « BR

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

* Trance * BR 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.

* Proficiencies ¢« BR

* Cantrip * BR 24

You know one cantrip of your choice from the wizard
spell list. INT is your spellcasting ability for it.

* Extra Language * BR 24

You can speak, read, and write one extra language of
your choice.

=== FEATS ===

* Fighting Style « PHB 91 | Special * Alert « PHB 165
ADDITIONAL FEATURES & TRAITS
\\

Stormrider Boots 1 - Manual of Quickness of Action 1 --
Manual of Bodily Health 1 - Manual of Quickness of Action 1 --
Manual of Bodily Health 1 - Manual of Quickness of Action 1 --
Manual of Bodily Health 1 - Oil of Sharpness 2 --
Manual of Bodily Health 1 - Tome of Understanding 1 --
Manual of Bodily Health 1 - Tome of Understanding 1 --
Manual of Gainful Exercise 1 - Tome of Understanding 1 --
Manual of Gainful Exercise 1 - Tome of Understanding 1 --
Manual of Gainful Exercise 1 - Tome of Understanding 1 --
Manual of Gainful Exercise 1 - Tome of Understanding 1 --
Manual of Gainful Exercise 1 - Tome of Understanding 1 --
Manual of Gainful Exercise 1 - Tome of Understanding 1 --
Manual of Quickness of Action 1 - Potion of Speed 10 --
Manual of Quickness of Action 1 -
Manual of Quickness of Action 1 -

ADDITIONAL EQUIPMENT J
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You gain a +5 bonus to initiative, you can't be

don’t gain advantage on attack rolls against you as a
result of being unseen by you.

* Elven Accuracy * XGtE 74

Increase your DEX, INT, WIS, or CHA score by 1.
Whenever you have advantage on an attack roll using
one of those modifiers, you can reroll one of the dice
once.

* Piercer « TCOE 80

You gain a bonus to Strength or Dexterity. Once per
turn, you can reroll the piercing damage from an
attack. On a critical hit, you can roll one additional
damage die.

| Piercer: Reroll Damage: Special
| Piercer: Critical Hit: Special
* Metamagic Adept « TCoE 80

| Empowered Spell « PHB
When you roll damage for a spell, you can spend
<strong>1 sorcery point</strong> to reroll up to 1 of
the dice. You must use the new rolls and you can use
this option even if you've already used another
Metamagic option.

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend <strong>2 sorcery
points</strong> to change the casting time to 1 bonus
action for this casting.

| Sorcery Points (Metamagic Adept): 2 / Long Rest «
Special

| Metamagic - Quickened Spell: Special

surprised while you are conscious, and other creatures

| Metamagic - Empowered Spell: Special

* 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: 7 / Other * Special

* Dual Wielder « PHB 165

You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.

* Martial Adept « PHB 168

You learn two maneuvers of your choice from among
those available to the Battle Master archetype in the
fighter class. If a maneuver you use requires your
target to make a saving throw to resist the maneuver's
effects, the saving throw DC is 25. You gain one
superiority die per short rest, which is a d6, that is
used to fuel your maneuvers.

| Menacing Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and the target must make a WIS saving throw (DC 25).
On failure, it is frightened of you until the end of your
next turn.

| Precision Attack « PHB

When you make a weapon attack roll, you can expend
one superiority die to add it to the roll before or after

ADDITIONAL FEATURES & TRAITS

the roll but before any effects are applied.
| 1/ Short Rest » No Action
| Maneuvers: Precision Attack: Special
| Maneuvers: Menacing Attack: Special

* Tough « PHB 170
Your HP maximum increases by 40.

* Savage Attacker « PHB 169

Once per turn when you roll damage for a melee
weapon attack, you can reroll the weapon’s damage
dice and use either total.

* Explosive Crits ¢
* Twin Wielder ¢

* Twin Weapon Fighting Style ¢

While wielding two of the same weapon type, you can
make an offhand attack without using a bonus action
each time you use the attack action on your turn. If you
do, you can't use your bonus action to make an
offhand attack. If you hit the same opponent with your
main and offhand weapon on your turn, it takes 7 extra
damage.

* Two Weapon Fighting Mastery ¢

You are especially skilled at fighting with two weapons.
When duel wielding;

+1 AC

Extra attack

| Two Weapon Master ¢
* Fighting Style Adept (Two-Weapon Fighting) ¢

When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second

N

ADDITIONAL EQUIPMENT
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attack.

* Stealthy (Expert) «
* Attunement Master
Allows you to attune up to 6 magic items.

* Dual Expertise «

* K.I.S.S. Master «

Keep It Simple Stupid. Your motto in life. Through
thorough training you've learned to find the simple
faults in the enemies styles, tactics, and armor. While
using Finesse weapons you strike these faults with
uncanny speed and precision control. You gain the
following benefits:

Before you make a melee attack with a finesse
weapon, which you are proficient in, you may choose
to take a -5 penalty to the attack roll. If the attack hits,
add +10 to the attacks damage.

* Squire of Solamnia « SotDQ 34
Your training in the ways of the Knights of Solamnia
grants you these benefits:

<strong>Mount Up.</strong> Mounting or dismounting
costs you only 5 ft. of movement.

<strong>Precise Strike.</strong> Once per turn, when
you make a weapon attack roll against a creature, you
can cause the attack roll to have advantage. If the
attack hits, you roll a <strong>d8</strong> and add the
number rolled as a bonus to the attack’s damage roll.
You can use this benefit 7 times per long rest, but a
use is expended only if the attack hits.

| Squire of Solamnia: Precise Strike: 7 / Long Rest ¢
Special

* Acrobat (Expert) ¢

* Brawny (Expert) ¢

ADDITIONAL FEATURES & TRAITS
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SPELLCASTING
ABILITY

SPELL SAVE DC

E—

) .

=== CANTRIPS ===
O Booming Blade

=== 1st LEVEL ===
O Hunter's Mark <C>
Gilver's Wind Blade Roulette

@)

O Disguise Self

(At will)
Cantrip

3 Slots 000
Ranger
Ranger

Gloom Stalker Magic

+9

1A

1BA
1A
1A

Self/5 ft. Sphere  S,M

90 ft. \Y

45 ft. SM

Self V.S
SPELLS

1 round

SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM

Concentration, upto Lhour PHB 251

Instantaneous

1 hour

PHB 233

Ext. D: (See Description)*, D: 1h, V
SIM
D: 1h, VIS

> 4

N

SPELL ATTACK
BONUS




