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Common, Elvish, Goblin, Undercommon

CLASS & LEVEL PLAYER NAME
Dark EIf (Drow) Marine (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+4 18 19 -
INITIATIVE CLASS \ HIT POINTS )
1 ( 1d10+1d8 ) f \
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Vehicles (Land), Vehicles (Water)
ABILITY SAVE DC
P === LANGUAGES ===

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

=== BONUS ACTIONS ===
Healing Light « 2 / Long Rest

the pool (max 2d6 at once).

=== SPECIAL ===
Favored Foe « 2 / Long Rest

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

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

concentratin

You have a 2d6 healing pool that resets when you
finish a long rest. As a bonus action, you can heal one
creature you can see within 60 ft., spending dice from

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.

\

g on a spell).

SKILLS \ ACTIONS )
4 N
17 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60), Green-Flame Blade: Fire, 2 Fire
Scimitar +6 1d6+4 Slashing Martial, Finesse, Light, Green-Flame Blade: Fire, 2 Fire
13 PASSIVE WISDOM (INSIGHT)
Shortsword +6 1d6+4 Piercing Martial, Finesse, Light, Green-Flame Blade: Fire, 2 Fire
PASSIVE INTELLIGENCE (INVESTIGATION g o 9 . . .
12 ( ) War Pick +2 1d8 Piercing Martial, Green-Flame Blade: Fire, 2 Fire
Darkvision 120 ft. Eldritch Blast +4 1d10 Force VIS
< Unarmed Strike +2 1 Bludgeoning
SENSES L WEAPON ATTACKS & CANTRIPS Y
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CLASS & LEVEL PLAYER NAME
Dark EIf (Drow) Marine (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
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=== RANGER FEATURES ===

* Deft Explorer « TCOE 56

You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels.

| Canny (1st Level) » TCoE 56
Choose one of your skill proficiencies. Your proficiency
bonus is doubled for any ability check you make that
uses the chosen skill.
You can also speak, read, and write two additional
languages of your choice.

* Hit Points « PHB 90
* Favored Foe *» TCoE 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.

| 2/ Long Rest ¢ Special
* Proficiencies « PHB 90
=== WARLOCK FEATURES ===
* Additional Warlock Spells « TCoE 70
* Hit Points « PHB 106
* Proficiencies « PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 12, Spell Attack +4).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 54
Additional spells are added to the warlock spell list for
you.

* Bonus Cantrips * XGtE 54

You learn the light and sacred flame cantrips. They
count as warlock cantrips for you, but they don’t count
against your number of cantrips known.

* Healing Light « XGtE 54

You have a 2d6 healing pool that resets when you
finish a long rest. As a bonus action, you can heal one
creature you can see within 60 ft., spending dice from
the pool (max 2d6 at once).

| 2/ Long Rest « 1 Bonus Action

=== DARK ELF (DROW) RACIAL TRAITS ===
* Ability Score Increase  BR

* Keen Senses * BR 23
You have proficiency in the Perception skill.

* 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

N

benefit that a human does from 8 hours of sleep.
* Ability Score Increase * BR

* Superior Darkvision « PHB 24
You can see in darkness (shades of gray) up to 120 ft.

* Sunlight Sensitivity « PHB 24

You have disadvantage on attack rolls and on
Perception checks that rely on sight when you, your
target, or whatever you are trying to perceive is in
direct sunlight.

* Drow Magic * PHB 24

You know the dancing lights cantrip. [3rd] You can cast
faerie fire once per long rest. [5th] You can cast the
darkness spell once per long rest. CHA is your
spellcasting ability.

* Drow Weapon Training * PHB 24
You have proficiency with rapiers, shortswords, and
hand crossbows.

| The Celestial practice. After resting in this way, you gain the same
FEATURES & TRAITS
\\
Scale Mail 1 45 Ib. Whetstone 1 1lb
Shield 1 6 Ib. Arcane Focus 1 -
Dagger 1 1lb. Small Knife 1 --
Scimitar 1 31b. String 10 --
Shortsword 1 2 1b. Bedroll 1 7 Ib.
War Pick 1 21b. Grappling Hook 1 4 b.
Backpack 1 5 lb. Mess Kit 1 1lb.
Ball Bearings (bag of 1,000) 1,000 2 lb. Rations (1 day) 10 20 Ib.
Caltrops (bag of 20) 20 2 lb. Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Chalk (1 piece) 10 -- Tent, Two-Person 1 20 Ib.
146.7 Ib. Clothes, Traveler's 1 4 1b. Tinderbox 1 11b.
ENCUMBERED Healer's Kit 1 31b.
150 Ib. Oil (flask) 2 21b.
PUSH/DRAG/LIFT Potion of Healing 1 0.5 Ib.
300 Ib. Signal Whistle 1 -
EQUIPMENT ))
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ADDITIONAL EQUIPMENT
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M 85 Medium 5
GENDER AGE HEIGHT WEIGHT
Neutral Vaerhaun Black Black White
ALIGNMENT FAITH EYES HAIR
— —
L \ L \
\ 7
=== Organizations === 7 \
| speak rarely but mean every
Sshamath military. word | say.
| enjoy being out in nature; poor
weather never sours my mood.
PERSONALITY TRAITS
L~ 1
[ "]
Bravery. To act when others quake in fear — this
is the essence of the warrior. (Any)
IDEALS
L~ 1
[ "]
I. Will. Finish. The. Job.
BONDS
L~ 1
[N "]
| hold grudges and have
difficulty forgiving others.
CHARACTER APPEARANCE )/ B\ ALLIES & ORGANIZATIONS N\ FLAWS .
) { )\ {
\ \
Raised in the lower echelons of Sshamath, he He is unsure just who or what this power he has
joined the military and was assigned to the made a deal with is but it has not asked for his soul
marines. He proved to be a highly focused warrior and has provided powers and abilities that make him
who excelled in scouting and was given advanced a far more powerful being than he was before.
training in this area. On his last patrol he came
across a dolmen that hadn’t been present before
and was examining it when it spoke to him silently.
It offered him powers to help his progression if he
allowed the power that had created the dolmen to
direct some if his activities to the power’s desires.
He accepted the offer gaining new abilities that are
helping him succeed even better. He has decided
to separate from the Sshamath military and seek
others to build his fortune with at least in part at
the power’s direction.
CHARACTER BACKSTORY ADDITIONAL NOTES /
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SPELL SAVE DC

SPELL ATTACK
BONUS

—

li ‘\
=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +4 1A 120 ft. V,S Instantaneous  PHB 237 VIS
O Green-Flame Blade Warlock +4 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, S/IM
O Dancing Lights <C> Drow Magic - 1A 120 ft. V,S,M  concentration, upto 1 minute - PHB 230 D: 1m, V/ISIM
O Light Bonus Cantrips DEX 12 1A Touch/20 ft. Sphere  \V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
QO Sacred Flame Bonus Cantrips DEX 12 1A 60 ft. V,S Instantaneous  PHB 272 VIS
=== 1st LEVEL === 1PactO
O Witch Bolt <C> Warlock +4 1A 30 ft. V,S,M  concentation, spro1minwe - PHB 289 D: 1m, V/S/M
O Hellish Rebuke Warlock DEX12 1R 60 ft. V.S Instantaneous  PHB 250  V/S
R SPELLS N
)\ {




