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CLASS & LEVEL PLAYER NAME
Half-Orc Custom Background 6,500
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 14 40 --
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 + 4d8 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Alchemist's Supplies, Poisoner's Kit, Thieves'
pom— PN Tools
7 N === LANGUAGES ===
30 ft. (Walking) Common, Orc, Thieves’ Cant
A SPEED )
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

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

=== BONUS ACTIONS ===
Cunning Action

You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

Fast Hands

You can use the bonus action granted by your
Cunning Action to make a Sleight of Hand check, use
vour thieves’ tools to disarm a trap or open a lock, or

take the Use an Object action.

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

=== SPECIAL ===
Relentless Endurance « 1/ Long Rest

When you are reduced to 0 HP but not killed, you
can drop to 1 HP instead once per long rest.

Sneak Attack

Once per turn, you can deal an extra 2d6 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 advantaae on the attack roll if

SENSES

SKILLS \ ACTIONS )
4 N
15 PASSIVE WISDOM (PERCEPTION) Blowgun +7 3 Piercing Martial, Ammunition, Loading, Range, Range (25/100)
Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)
Longbow +7 1d8+2 Piercing  Martial, Ammuniion, Heavy, Range, Two-Handed, Range (150/600)
11 PASSIVE INTELLICENCE (INVESTICATION) Net +7 Bludgeoning Martial, Special, Thrown, Range (5/15)
Darkvision 60 ft. Rapier +5 1d8+2 Piercing Martial, Finesse
Whip +5 1d4+2 Slashing Martial, Finesse, Reach
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=== ROGUE FEATURES === Cunning Action to make a Sleight of Hand check, use * Relentless Endurance * BR 41

your thieves’ tools to disarm a trap or open a lock, or When you are reduced to 0 HP but not killed, you can
* Hit Points « PHB 95 take the Use an Object action. drop to 1 HP instead once per long rest.
* Proficiencies « PHB 95 | 1 Bonus Action | 1/ Long Rest ¢ Special
* Expertise « PHB 96 * Second-Story Work « PHB 97 * Savage Attacks ¢ BR 41
Your proficiency bonus is doubled for any ability check Climbing no longer costs you extra movement, and When you score a critical hit, roll one of the weapon’s
you make for two chosen proficiencies. [6th] Choose when you make a running jump, the distance you dice one additional time and add it to the extra
two additional proficiencies. cover increases by +2 feet. damage.
* Sneak Attack « PHB 96 * Ability Score Improvement « PHB 96
Once per turn, you can deal an extra 2d6 damage to === FEATS ===
one creature you hit with an attack with a finesse or === FIGHTER FEATURES ===
ranged weapon if you have advantage on the attack * Sharpshooter « PHB 170
roll. You don’t need advantage on the attack roll if * Hit Points « PHB 71 Attacking at long range doesn't impose disadvantage
another enemy of the target is within 5 ft. of it, that on your ranged weapon attack rolls and your ranged
enemy isn't incapacitated, and you don’t have * Proficiencies « PHB 71 weapon attacks ignore half cover and three-quarters
disadvantage on the attack roll. cover. Before you make an attack with a ranged

* Fighting Style « PHB 72 weapon that you are proficient with, you can choose to

| Special You adopt a fighting style specialty. take a -5 penalty to the attack roll to add +10 to the
attack's damage.

* Thieves’ Cant « PHB 96 | Archery « PHB
You have learned thieves’ cant, a secret mix of dialect, You gain a +2 bonus to attack rolls you make with
jargon, and code that allows you to hide messages in ranged weapons.
seemingly normal conversation. It takes four times
longer to convey such a message than it does to * Second Wind « PHB 72
speak the same idea plainly. Once per short rest, you can use a bonus action to

regain 1d10 + 1 HP.
* Cunning Action « PHB 96
You can take a bonus action on each of your turns to | 1/ Short Rest « 1 Bonus Action
take the Dash, Disengage, or Hide action.

| 1 Bonus Action === HALF-ORC RACIAL TRAITS ===

* Roguish Archetype « PHB 96 * Darkvision * BR 41
You can see in darkness (shades of gray) up to 60 ft.
| Thief
* Menacing * BR 41
* Fast Hands « PHB 97 You gain proficiency in the Intimidation skill.
You can use the bonus action granted by your

FEATURES & TRAITS
\\
Studded Leather 1 13 Ib. Rope, Silk (50 feet) 1 51b.
Gloves, leather 1 11b. Quiver 1 11b.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb. Sack 1 0.51b.
Dagger 1 1lb. Bedroll 1 7 Ib.
Rapier 1 2 lb. Clothes, Common 1 31b.
Whip 1 31b. Crowbar 1 51b.
Longbow 1 21b. Grappling Hook 1 4 b.
Net 1 31b. Hammer 1 31b.

WEIGHT CARRIED Backpack 1 5 lb. Mess Kit 1 1lb.
158.16 Ib. Clothes, Traveler's 1 4 1b. Piton 10 251b.
ENCUMBERED Grappling Hook 1 4 1b.

180 Ib. Pouch 1 11b.
PUSH/DRAG/LIFT Pouch 1 1lb.
360 Ib. Quiver 1 11b.

\ EQUIPMENT ))
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Rations (1 day)

Rope, Hempen (50 feet)
Rope, Hempen (50 feet)
Shovel

Torch

Basic Fishing Equipment
Horn of Silent Alarm
Potion of Healing
Thieves' Tools

Antitoxin

Blowgun Needles
Healer's Kit

Tinderbox

Blowgun

Arrows

10

20

20 Ib.
10 Ib.
10 Ib.
51b.

10 Ib.

0.5 Ib.
1lb.
11b.
31b.
11b.
1lb.
1lb.

Arrows
Crossbow, light
Crossbow Bolts
Torch

Gloves, leather

ADDITIONAL EQUIPMENT

20

20

1lb.
51b.
151b.
51b.
1lb.
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Male 29 Medium 58" 192
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Olive yellow Black
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
L \ L \
// \
// N
You are slow to trust and
can seem selfish or greedy.
PERSONALITY TRAITS
L~ 1
[ "]
Change. The low are lifted up, and
the high and mighty are brought
down. Change is the nature of things.
IDEALS
L~ 1
[ "]
My mother and sister are still in need,
after being abandoned by my father.
Kortah sets aside a fund to care for
BONDS
L~ 1
[N "]
It's not stealing if | need it more
than someone else.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
\ /4 AV /4

The world is a hard and unjust place, peopled
mainly by the foolish and callous in equal
measure. | do what | have to do in order for me
and mine to survive and thrive. | use my
experience, wits, and the talents the gods or fates
have bestowed upon me.

If this makes me somehow worse than a rich
fool who hoards his treasures while others grovel
in the direst of need, then so be it. Brand me
criminal and cast me out. Hunt me with your
hounds and mobs seeking bounty. Guard and
protect your treasures ever more closely. It will
avail you nothing, and | will shed no tears nor shall
| forgo a single wink of sleep at your losses.

| am no person's savior. | have tasted the bitter
result of meddling in the affairs of gods and men. |
have seen the sorrow and division that a good
deed can sow, and the good that an immoral act
can bring about. The world is a place of chaos and
shades of grey, and so | do what | must.

Kortah is an accomplished thief, dungeouneer,
and occasional mercenary. He grew up as an
urchin in a large port city on the Sword Coast
where he still lives to this day. It is divided by
social classes of "haves", and the "have-nots" that
they exploit. His boastful, foolish, drunk of a father
walked out on the family when he was just a boy.
He began thieving to support his mother and
disabled sister. When his mother discovered that
his money was coming from theft, she cast him out
of their lives and moved out of the city with his
sister.

CHARACTER BACKSTORY

Braided silk sash is actually 50 ft silk rope with
grappling hook attached on one end and the other
secured to studded leather jerkin. Rope is braided in
such a way that untying a simple knot will allow it to
unravel cleanly to half of it's full length.

Net is folded and clasped so that it can be unhooked
and thrown in one motion with one hand, much like
any half cape would be.

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
Y




