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Draphneir The Cursed One
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+4  Acrobatics DEX \

+1  Animal Handling wis

-1 Arcana INT

+2  Athletics STR

-1 Deception CHA

+1  History INT

+1  Insight wis

-1 Intimidation CHA

+1  Investigation INT

+1  Medicine WIS

-1 Nature INT

Perception wis

+1
-1 Performance CHA
1

Persuasion CHA

+1  Religion INT

+4  Sleight of Hand DEX

+4  Stealth DEX

+3  Survival wis

SKILLS ),

Monk 1

vanitasxsen

ABILITY SAVE DC
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30 ft. (Walking)

Q SPEED

/4

Common, Draconic, Infernal, Minotaur

PROFICIENCIES & LANGUAGES

CLASS & LEVEL PLAYER NAME
Dragonborn Haunted One (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
+4 15 10 -
INITIATIVE CLASS \ HIT POINTS J
/4 // 1d8 / \
Resistances - Fire successes OO0
FAILURES( H H >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j === WEAPONS ===
=N Shortsword, Simple Weapons
@ PROFICIENCY BONUS j ===TOOLS ===
Songhorn
=== LANGUAGES ===

=== ACTIONS ===
Standard Actions

Breath Weapon (Brass) ¢ 1 / Short Rest

=== BONUS ACTIONS ===
Unarmed Strike

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

As an action once per short rest, exhale in a 5 by
30 ft. line (DEX DC 12, half damage on success) for
2d6 Fire Damage [6th] 3d6, [11th] 4d6, [16th] 5d6

When you use the Attack action with an unarmed
strike or a monk weapon on vour turn, you can make

one unarmed strike as a bonus action.

74

\ ACTIONS
74 <\
11 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Unarmed Strike +6 1d4+4 Bludgeoning
11 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +6 1d4+4 Bludgeoning
11 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES A WEAPON ATTACKS & CANTRIPS y
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Draphneir The Cursed One
Dragonborn Haunted One (Milestone)
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=== MONK FEATURES === line (DEX DC 12, half damage on success) for 2d6
Fire Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
* Hit Points « PHB 77
| Breath Weapon (Brass): 1/ Short Rest ¢ 1 Action
* Proficiencies « PHB 77
* Damage Resistance ¢ BR 34
* Unarmored Defense « PHB 78 You have resistance to the damage type associated
While not wearing armor and not using a shield, your with your draconic ancestry.
AC equals 10 + DEX modifier + WIS modifier.
| Brass Dragon * BR 34
* Martial Arts « PHB 78 Fire Damage
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 12 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.
FEATURES & TRAITS J
\\
Amulet of the Planes 1 -- Lamp 1 1lb.
Cloak of Displacement 1 - Rations (1 day) 6 12 Ib.
Cubic Gate 1 - Robes 1 4 b.
Iron Flask 1 -- Signal Whistle 1 --
Potion of Heroism 1 - Vial 4 --
Tome of Clear Thought 1 -- Whetstone 2 2 b.
Potion of Healing (Greater) 3 151b. Cartographer's Tools 1 6 Ib.
Dagger 1 1lb. Cook's Utensils 1 8 Ib.
Dart 10 251b. Playing Card Set 1 --
Book 1 51b. Emblem 1 -
WEIGHT CARRIED
172.5 b Backpack 1 51b. Antitoxin 2 -
ENCUMBERED Chest 1 25 Ib.
210 Ib. Chest 1 25 Ip.
PUSH/DRAG/LIFT Clothes, Common 1 3lb.
420 Ib. Grappling Hook 1 4 1b.
EQUIPMENT )
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ADDITIONAL FEATURES & TRAITS J
, \
String 1 - Holy Water (flask) 1 11lb.
Alms Box 1 - Manacles 1 6 Ib.
Block of Incense 2 - Mirror, Steel 1 0.5 Ib.
Obsidian 1 - Oil (flask) 1 11lb.
Tiger Eye 2 - Tinderbox 1 11lb.
Blanket 1 31b. Torch 3 3lb.
Candle 10 - Stake (Wooden) 9 --
Rations (1 day) 2 4 1b. Holy Symbol 1 --
Tinderbox 1 11b. Ink (1 ounce bottle) 1 --
Waterskin 1 51b. Ink Pen 1 --
Block of Incense 2 - Case, Map or Scroll 2 2 lb.
Censer 1 -- Clothes, Fine 1 6 Ib.
Vestments 1 -- Lamp 1 11lb.
Crowbar 1 5 Ib. Oil (flask) 2 21b.
Hammer 1 3lb. Paper (one sheet) 5 --
ADDITIONAL EQUIPMENT
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Male 28 Medium 6'1 240
GENDER AGE HEIGHT WEIGHT
Lawful Neutral Tiberius Septim  Silver Grey
ALIGNMENT FAITH EYES HAIR
= —
L A

=== Allies === ﬁiom talk about the thing that torments me. I'd rather not burden others with my N
[ refuse to become a victim, and 1 il not alow others to be victimized
bbb bbb bbb | Gon ek about 1h thing et orments e, ather ot burden fhers with my
Slain Varconyx dlan spirits e become vt a1 il aow ahers 1o e vtz
Foster father: Siegfried Horatio Rothmann
Age: 62 PERSONALITY TRAITS
Birthplace: Devil's Marsh 200 S
Skin Colour: Yellowish Green [~ ~1
Eye Colour: Silver LKl moneters 1 AKe he workla Safo place, A 0 exrcise my ov demons
Weapon: Ostelnor Longsword ﬁas?odp) the spirits that haunt me or die trying. (Any)
Abilities: Dragon ShOUI, Berserker/Chaos mode, I(ka‘ljlur;\)or\sters to make the world a safer place, and to exorcise my own demons.
Disrupt, Dragon Cloak, Summon - ????????
Cause of death: Shoved by Draphneir/Craster Uol IDEALS
. L~ 1
and impaled through heart by temple statue v .
Once a fallen Warrior, Siegfried seeks atonement aAc(”e;lgle guilt consumes me. | hope that | can find redemption through my
for participating in barbaric rituals from his darkest et o st
days. Eventually, he meets Euphemia of 'T'f\‘g:gss evil in me, | can feel it. It must never be set free
Aertesium, a nurse who finds him wounded in '
battle and left for dead. He tries to stay away from BONDS
her due to his dangerous nature, but is eager to : :
protect h'm at all costs. Soon, he begins to S_ee the | have certain rituals that | must follow every day. | can
errors of his ways and even protects her during never break them.
the siege of her village,Froesmir. Promising no | have certain rituals that | must follow every day. | can
more bloodshed, he settles for a peaceful life at never break them.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ \
M T My daily rituals involves praying to Tiberius Septim,
x DRAPHNEIR THE CURSED ONE x drinking a magic elixir to quell the poison, reciting a
I mantra, and sometimes meditation to reduce trauma.
Due to my pious nature, you'll often see me in a
Full name: Draphneir Nurheim Rothmann temple or religious site. I'm curious about other racial
(Draf-near Nurim Roth-min) of House Varconyx customs and philosophies.
Original nicknames/endearments: Draph, The
Mule, The Deacon, Daft-Ear, Nurh/Neir My hobbies include darts, bowling, staring contests,
watching plays, sparring, talking to my dead
Current Nicknamesttitles: Judas, Kinsmen Slayer, relatives, meeting new characters, quests/plundering
Legatos Unbent, The Scorn/Cursed for lost treasures, sailing, horse riding, racing,
One/Wretched, Wraithman/Ravager's Dog, sleeping, gag reels, climbing, listening/playing music,
Banished/Dreaded, Dreadnaught stealing/looting, sing alongs, camping/spying,
poems, smithing, praying
M
Backstory/Origins
M
Draphneir is a cursed Dragonborn who was
liberated from his keep in the Klomorgh mountains
some odd years ago. After being rescued, his
Dragonborn parents, Siegfried and Euphemia,
hatch him in the Hymar Woods near the Sigrosa
river. After trudging a few miles northeast,
Draphneir is brought before Krojicek Village where
he is welcomed by most of the villagers except for
a select few. While many others consider him a
blessing, the rest seem to be anxious about his
arrival as word starts to spread amongst the
village.
Fast forward several years, Draphneir has grown
into a strong silver scaled rapscallion with piercing
grey eyes. His father, Siegfried, is impressed by
his rapid growth and strength compared to his
other children, Beatrice and Johannes. Even when
it was 2 against 1, they were no match for
Draphneir. Then one day, he decided to challenge
his pop to a brawl where it gets ugly.
Afterwards, Siegfried and Draphneir, soon drifted
CHARACTER BACKSTORY ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
Y




