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Leather Armor +1

Green hooded cloak

Weapons

Languages: Common, Elvish,
Undercommon

Proficiencies: Heavy Armor,
Light Armor, Martial
Weapons, Medium Armor,
Shields, Shortsword, Simple

OTHER PROFICIENCIES & LANGUAGES

Icingdeath

Twinkle (+3 defender
scimitar)

Taulmaril (+3 longbow)

Quiver of Anariel
Figurine of Wondrous
Power (Guenhwyvar)
Horn Charm of Mielikki

- Can use two-weapon fighting even when
weapons aren't light.

- Can draw/stow 2 one-handed weapons when
normally able to draw/stow 1.
Extra Attack: Can attack twice/turn.

Action Surge: Can take 1 additional action/turn
(recharge after short/long rest).

Second Wind: Use bonus action to regain 1d10+8
hp (recharge after short/long rest).

ARCHETYPE (CHAMPION)
Improved Critical: Crit on 19/20.

Remarkable Athlete: +2 to STR, DEX, or CON
check that doesn't already use his proficiency
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Companions of the Hall

Companions often include:

-Bruenor Battlehammer (dwarf
fighter)

-Catti-Brie (human fighter/sorcerer)
-Wulfgar (human barbarian)
-Regis (halfling rogue)

Drizzt has adventured with
numerous other characters,
including Zaknafein (his father and
drow weapons master), Montolio
Debrouchee (human ranger), Dahlia
Sin'felle (elf), and even Artemis
Entreri (human assassin and
occasional rival).

ALLIES & ORGANIZATIONS

Having run from his home in the City of
Spiders, Drizzt comes to the World
Above a renegade, a stranger in a land
where his kind are seen—rightfully so—
as evil beings from a world of darkness
and evil. Though he lived for some time
in a cave on the slopes of Kelvin's
Cairn, he eventually found a home with
his friends in the dwarven city of Mithral
Hall—and for the longest time, was sure
he was the only drow living on the
surface.

A man of integrity and honor, Drizzt flies
in the face of everything it means to be
a drow. Though he is born in a city
where treachery is the rule of the day,
Drizzt tries to keep his word, however
dangerous it might be for him. More
than a paradigm of honor and integrity,
Drizzt is also an excellent deductive
thinker, with a steady, logical mind that
never folds under pressure, though he
will sometimes rely on instincts in
critical situations.

On a day-to-day basis, Drizzt is a stoic,
calm, and serious individual, but he's
always thinking—thinking about his
place in the world, the value of his
friendships, and the truth of his elf’'s
longevity that will see him outlive all of
his closest friends.

CHARACTER BACKSTORY

Guenhwyvar:
Unique figurine of wondrous power. Summons giant panther within
60ft. Friendly to Drizzt and companions and obeys Drizzt's commands.
Duration: up to 12 hours (and once summoned, cannot be used again
for 24 hours). Reverts to figurine at end of duration, if reduced to O hp,
or upon command.

-AC: 12, HP: 52, Speed: 40ft.

-Attacks: Bite: +6, 1d10+5 piercing. Claw: +6, 2d6+5 slashing

Horn Charm of Mielikki:
Whistle on silver chain; when used, Andahar (unicorn) appears within
60ft. Friendly to Drizzt and companions and serves as Drizzt's mount
(but remains under his own control). Remains as long as Drizzt
desires.

-AC: 12, HP: 67, Speed: 50ft.

ADDITIONAL FEATURES & TRAITS

Icingdeath: +3 frostbrand scimitar (+1d6 cold damage). Grants
resistance to fire, can extinguish non-magical flames 30ft. radius
(1/hour), and in freezing temperatures sheds bright light in 10ft. radius
and dim light in further 10ft. radius.

Twinkle: +3 defender scimitar. On first attack, can transfer sword's
bonus to AC (until start of next turn). Blue sapphire in pommel glows in
presence of danger; prevents surprise (when conscious).

Taulmaril: +3 longbow. Quiver of Anariel: produces endless supply of
silvered arrows that transform into streaks of light.

TREASURE




SPELLCASTING SPELL SAVE DC SPELL A'I_I'ACK

E— —

0) Ei CANTRIPS [3) [6)
Dancing Lights 0 0
O O
O O
O O
O O
O O
O O
O O
O O
Q o <
1) ‘ o 7) ]
7. o) /
o} o O
Q Darkness - (@)
O Faerie Fire 4) 0O
O £ O
O @) O
O ©) O
O O O
O @) O
O ©) O
O O i
o o 8)
O @) 7.
O O 'e)
\" © O
2) ] © o
7. O 'e)
o O
O
O

N

/4

N°

\"

/4

OO0OO0OO0O0O0O0O0O0O0O0O0OO0O0

OO0OO0O0OO0OO0OO0OO0O0

O O0OO0OO0OO0OO0O0




	Untitled

	CharacterName 2: Drizzt Do'Urden
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	Eyes: Lavender
	Skin: 
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	Allies: Companions often include:

 -Bruenor Battlehammer (dwarf fighter)
 -Catti-Brie (human fighter/sorcerer)
 -Wulfgar (human barbarian)
 -Regis (halfling rogue)

Drizzt has adventured with numerous other characters, including Zaknafein (his father and drow weapons master), Montolio Debrouchee (human ranger), Dahlia Sin'felle (elf), and even Artemis Entreri (human assassin and occasional rival).
	FactionName: Companions of the Hall
	Backstory: Having run from his home in the City of Spiders, Drizzt comes to the World Above a renegade, a stranger in a land where his kind are seen—rightfully so—as evil beings from a world of darkness and evil. Though he lived for some time in a cave on the slopes of Kelvin’s Cairn, he eventually found a home with his friends in the dwarven city of Mithral Hall—and for the longest time, was sure he was the only drow living on the surface.

A man of integrity and honor, Drizzt flies in the face of everything it means to be a drow. Though he is born in a city where treachery is the rule of the day, Drizzt tries to keep his word, however dangerous it might be for him. More than a paradigm of honor and integrity, Drizzt is also an excellent deductive thinker, with a steady, logical mind that never folds under pressure, though he will sometimes rely on instincts in critical situations.

On a day-to-day basis, Drizzt is a stoic, calm, and serious individual, but he’s always thinking—thinking about his place in the world, the value of his friendships, and the truth of his elf’s longevity that will see him outlive all of his closest friends.
	Feat+Traits: Guenhwyvar:
Unique figurine of wondrous power. Summons giant panther within 60ft. Friendly to Drizzt and companions and obeys Drizzt's commands. Duration: up to 12 hours (and once summoned, cannot be used again for 24 hours). Reverts to figurine at end of duration, if reduced to 0 hp, or upon command.
   -AC: 12, HP: 52, Speed: 40ft.
   -Attacks: Bite: +6, 1d10+5 piercing. Claw: +6, 2d6+5 slashing

Horn Charm of Mielikki:
Whistle on silver chain; when used, Andahar (unicorn) appears within 60ft. Friendly to Drizzt and companions and serves as Drizzt's mount (but remains under his own control). Remains as long as Drizzt desires.
   -AC: 12, HP: 67, Speed: 50ft.
	Treasure: Icingdeath: +3 frostbrand scimitar (+1d6 cold damage). Grants resistance to fire, can extinguish non-magical flames 30ft. radius (1/hour), and in freezing temperatures sheds bright light in 10ft. radius and dim light in further 10ft. radius.

Twinkle: +3 defender scimitar. On first attack, can transfer sword's bonus to AC (until start of next turn). Blue sapphire in pommel glows in presence of danger; prevents surprise (when conscious).

Taulmaril: +3 longbow. Quiver of Anariel: produces endless supply of silvered arrows that transform into streaks of light.
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	AttacksSpellcasting: Attack Routine:
1. Icingdeath (Action), Twinkle (Bonus), Icingdeath (Extra Attack) -or-
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AC 17 while wielding Icingdeath/Twinkle; AC 20 with transfer bonus with Twinkle

Damage Resistance: Fire (when attuned to Icingdeath)
	Passive: 15
	CP: 0
	ProficienciesLang: Languages: Common, Elvish, Undercommon

Proficiencies: Heavy Armor, Light Armor, Martial Weapons, Medium Armor, Shields, Shortsword, Simple Weapons
	SP: 0
	EP: 0
	GP: 0
	PP: 0
	Equipment: Leather Armor +1
Green hooded cloak

Icingdeath
Twinkle (+3 defender scimitar)
Taulmaril (+3 longbow)

Quiver of Anariel
Figurine of Wondrous Power (Guenhwyvar)
Horn Charm of Mielikki

	Features and Traits: RACIAL FEATURES (DROW)

Senses: Darkvision 120 ft.

Drow Magic: Knows dancing lights cantrip; can cast darkness and faerie fire (DC 11, DEX save negates) each 1/day.

Fey Ancestry: Advantage on saving throws against being charmed, and magic can't put him to sleep.

Trance: Doesn't need sleep. Instead, meditates deeply, remaining semiconscious for 4 hours/day.

CLASS FEATURES (FIGHTER)

Fighting Style: Two-Weapon (adds +4 Dex mod to damage of 2nd attack)

Feat: Dual Wielder:
   - +1 AC when wielding separate melee weapon in each hand.
   - Can use two-weapon fighting even when weapons aren't light.
   - Can draw/stow 2 one-handed weapons when normally able to draw/stow 1.

Extra Attack: Can attack twice/turn.

Action Surge: Can take 1 additional action/turn (recharge after short/long rest).

Second Wind: Use bonus action to regain 1d10+8 hp (recharge after short/long rest).

ARCHETYPE (CHAMPION)

Improved Critical: Crit on 19/20.

Remarkable Athlete: +2 to STR, DEX, or CON check that doesn't already use his proficiency bonus.
	Spellcasting Class 2: 
	SpellcastingAbility 2: 
	SpellSaveDC  2: 11
	SpellAtkBonus 2: 
	SlotsTotal 19: 
	SlotsRemaining 19: 
	Spells 1014: Dancing Lights
	Spells 1015: Darkness
	Spells 1016: 
	Spells 1017: 
	Spells 1018: 
	Spells 1019: 
	Spells 1020: 
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Off
	Check Box 3031: Off
	Check Box 3032: Off
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Off
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Off
	Check Box 3041: Off
	Spells 1023: Faerie Fire
	Check Box 251: Off
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Off
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Off
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: 
	Spells 1025: 
	Spells 1026: 
	Spells 1027: 
	Spells 1028: 
	Spells 1029: 
	Spells 1030: 
	Spells 1031: 
	Spells 1032: 
	Spells 1033: 
	SlotsTotal 20: 
	SlotsRemaining 20: 
	Spells 1034: 
	Spells 1035: 
	Spells 1036: 
	Spells 1037: 
	Spells 1038: 
	Spells 1039: 
	Spells 1040: 
	Spells 1041: 
	Spells 1042: 
	Spells 1043: 
	Spells 1044: 
	Spells 1045: 
	Spells 1046: 
	SlotsTotal 21: 
	SlotsRemaining 21: 
	Spells 1047: 
	Spells 1048: 
	Spells 1049: 
	Spells 1050: 
	Spells 1051: 
	Spells 1052: 
	Spells 1053: 
	Spells 1054: 
	Spells 1055: 
	Spells 1056: 
	Spells 1057: 
	Spells 1058: 
	Spells 1059: 
	SlotsTotal 22: 
	SlotsRemaining 22: 
	Spells 1060: 
	Spells 1061: 
	Spells 1062: 
	Spells 1063: 
	Spells 1064: 
	Check Box 323: Off
	Check Box 322: Off
	Check Box 3067: Off
	Check Box 3068: Off
	Check Box 3069: Off
	Check Box 3070: Off
	Check Box 3071: Off
	Check Box 3072: Off
	Check Box 3073: Off
	Spells 1065: 
	Spells 1066: 
	Spells 1067: 
	Spells 1068: 
	Spells 1069: 
	Spells 1070: 
	Spells 1071: 
	Check Box 317: Off
	Spells 1072: 
	SlotsTotal 23: 
	SlotsRemaining 23: 
	Spells 1073: 
	Spells 1074: 
	Spells 1075: 
	Spells 1076: 
	Spells 1077: 
	Spells 1078: 
	Spells 1079: 
	Spells 1080: 
	Spells 1081: 
	SlotsTotal 24: 
	SlotsRemaining 24: 
	Spells 1082: 
	Spells 1083: 
	Spells 1084: 
	Spells 1085: 
	Spells 1086: 
	Spells 1087: 
	Spells 1088: 
	Spells 1089: 
	Spells 1090: 
	SlotsTotal 25: 
	SlotsRemaining 25: 
	Spells 1091: 
	Spells 1092: 
	Spells 1093: 
	Spells 1094: 
	Spells 1095: 
	Spells 1096: 
	Spells 1097: 
	Spells 1098: 
	Spells 1099: 
	SlotsTotal 26: 
	SlotsRemaining 26: 
	Spells 10100: 
	Spells 10101: 
	Spells 10102: 
	Spells 10103: 
	Check Box 316: Off
	Check Box 3042: Off
	Check Box 3043: Off
	Check Box 3044: Off
	Check Box 3045: Off
	Check Box 3046: Off
	Check Box 3047: Off
	Check Box 3048: Off
	Check Box 3049: Off
	Check Box 3050: Off
	Check Box 3051: Off
	Check Box 3052: Off
	Spells 10104: 
	Check Box 325: Off
	Check Box 324: Off
	Check Box 3074: Off
	Check Box 3075: Off
	Check Box 3076: Off
	Check Box 3077: Off
	Spells 10105: 
	Spells 10106: 
	Check Box 3078: Off
	SlotsTotal 27: 
	SlotsRemaining 27: 
	Check Box 313: Off
	Check Box 310: Off
	Check Box 3020: Off
	Check Box 3021: Off
	Check Box 3022: Off
	Check Box 3023: Off
	Check Box 3024: Off
	Check Box 3025: Off
	Check Box 3026: Off
	Check Box 3027: Off
	Check Box 3028: Off
	Check Box 3029: Off
	Check Box 3030: Off
	Spells 10107: 
	Spells 10108: 
	Spells 10109: 
	Spells 101010: 
	Spells 101011: 
	Spells 101012: 
	Check Box 319: Off
	Check Box 318: Off
	Check Box 3053: Off
	Check Box 3054: Off
	Check Box 3055: Off
	Check Box 3056: Off
	Check Box 3057: Off
	Check Box 3058: Off
	Check Box 3059: Off
	Check Box 327: Off
	Check Box 326: Off
	Check Box 3079: Off
	Check Box 3080: Off
	Check Box 3081: Off
	Check Box 3082: Off
	Spells 101013: 
	Check Box 3083: Off


