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Rogue 11 Pezfreak
CLASS & LEVEL PLAYER NAME
Lightfoot Halfling Criminal / Spy (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+5 20 o1 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
11d8 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Alchemist's Supplies, Dice Set, Thieves'
pom— PN Tools
7 N === LANGUAGES ===
25 ft. (Walking), 40 ft. (Swimming) Common, Halfling, Thieves’ Cant
A SPEED )
) 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.

Steady Aim

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.

=== REACTIONS ===
Uncanny Dodge

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.

=== SPECIAL ===
Reliable Talent

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.

Sneak Attack

ACTIONS

74

\\

20 PASSIVE WISDOM (PERCEPTION) Bloodletter +11 1d4+7 Piercing
20 e wSDOM (NSCHT Dagger +9 1d4+5 Piercing s s, uan. Tvom. rane o) eenFane sade. 268 e 2682 e
Dagger +9 104+5 Piercing s rress. ua. Tow. range 250, reen e e 20 i, 22
12 PASSIVE INTELLIGENCE (INVESTIGATION) Rapier, +3 +12 1d8+8 Piercing Martial, Finesse, Green-Flame Blade: 2d8 Fire, 2d8+2 Fire
Shortbow, +2 +11 1d6+7 Piercing ~ simple, Ammunition, Range, Two-Handed, Range (80/320)
Fire Bolt +6 3d10 Fire VIS
SENSES WEAPON ATTACKS & CANTRIPS /
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Lightfoot Halfling Criminal / Spy (Milestone)
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=== ROGUE FEATURES === | 1 Bonus Action lower as a 10.
* Hit Points « PHB 95 * Roguish Archetype « PHB 96 | Special

* 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.

| Arcane Trickster

* Spellcasting « PHB 98
You can cast known wizard spells using INT as your
spellcasting modifier (Spell DC 14, Spell Attack +6).

* Mage Hand Legerdemain « PHB 98

When you cast mage hand, you can make the spectral
hand invisible, stow or retrieve objects, or use thieves’
tools to pick locks and disarm traps at range. You can
disguise this with a Sleight of Hand check, and you
can use the bonus action granted by your Cunning
Action to control the hand.

* 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.

* Magical Ambush « PHB 98

If you are hidden from a creature when you cast a spell
on it, the creature has disadvantage on any saving
throw it makes against the spell this turn.

* 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

=== LIGHTFOOT HALFLING RACIAL TRAITS ===

* Lucky * BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave ¢ BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness « BR 28
You can move through the space of any creature that
is of a size larger than yours.

* Naturally Stealthy « BR 28

You can attempt to hide even when you are obscured
only by a creature that is at least one size larger than
you.

=== FEATS ===

* Skill Expert »« TCoE 80
You gain proficiency in a skill. You also gain expertise
in a skill which you are already proficient in.

* Fighting Initiate « TCoE 80
You learn one Fighting Style option of your choice from
the fighter class.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

FEATURES & TRAITS
\

Bag of Holding 1 15 Ib. Clothes, Common 1 31b.
Potion of Speed 1 - Backpack 1 51b.
Ring of Protection 1 - Ball Bearings (bag of 1,000) 1,000 2 b.
Ring of Water Breathing 1 - Potion of Healing 3 151b.
Arrows, +1 20 - Bell 1 --
Studded Leather, +2 1 13 Ib. Candle 5 -
Bloodletter 1 11b. Crowbar 1 51b.
Shortbow, +2 1 21b. Hammer 1 31b.
Rapier, +3 1 2 lb. Lantern, Hooded 1 2 b.

WEIGHT CARRIED Dagger 1 11b. Oil (flask) 2 2 1b.
105.64 Ib. Dagger 1 1lb. Piton 10 2.51b.
ENCUMBERED Arrows 20 11b.

240 Ib. Parchment (one sheet) 1 - Ring of Protection 1 -

PUSH/DRAG/LIFT Parchment (one sheet) 1 -

480 Ib. Thieves' Tools 1 11b.
EQUIPMENT ))
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* Fey Touched « TCoE 79

Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the <em>misty step</em> spell and one
1st-level spell of your choice from the divination or
enchantment school of magic. Once per long rest you
can cast each of these spells without expending a spell
slot. You can also cast these spells using spell slots
you have of the appropriate level. The spells’
spellcasting ability is the ability increased by this feat.

| Charisma
Increase your Charisma score by 1, to a maximum of
20. The spells’ spellcasting ability is Charisma.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS
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Rations (1 day)

Rope, Hempen (50 feet)
Tinderbox

Waterskin

String

10

10

20 Ib.
10 Ib.
11lb.

10 Ib.

ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Male 53 Small 2'g" 35
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Light Brown Brown
ALIGNMENT FAITH SKIN EYES HAIR
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| always have a plan for what

PERSONALITY TRAITS
L~ 1
[ "]

Charity. | steal from the wealthy so that | can

help people in need. (Good)

IDEALS
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\\ FLAWS //

to do when things go wrong.

Something important was taken from me, and
| aim to steal it back.

BONDS

-
~

-

"

As a child Torgun was captured by slavers and
sold to a minor noble. In order to avoid
punishments from the lord and his cruel son he
used his innate nimbleness and small size to
perform tricks and entertain them. The noble
frequently had raucous feasts and would let loose
his hunting dogs to chase Torgun as
entertainment. Through the years Torguns skill at
evading the dogs increased and he was able to
turn it into an act as he would bait the dogs into
the guests and use the ensuing commotion to take
small items in order to give himself and the other
servants a bit of comfort in their lives. Eventually,
this small revenge couldn't quell the anger that
had grown as Torgun did. During a feast where his
master was hosting another lord hoping to make
an alliance, Torgun slipped an heirloom magical
ring from his masters hand and then spread
whispers that his guest had taken it for himself.
Torgun's master heard the rumor after discovering
the ring missing and in his drunken state called for
his guards and attacked his guest, in the ensuing
battle Torgun was able to make his escape into
the city. Hiding among the poor of the city Torgun
made a trade of theft and selling secrets to those
who could pay, but he never forgot or forgave the
nobles for how they treated him and takes each
opportunity he can to teach them a lesson and to
the benefit of the poor around him.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Light Rogue DEX 14 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
QO Fire Bolt Rogue +6 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Green-Flame Blade Rogue +6 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, SIM
QO Poison Spray Rogue CON 14 1A 10 ft. V.S Instantaneous  PHB 266  V/S

=== 1st LEVEL === 4 Slots OO00
O Comprehend Languages Rogue - 1A Self V,S,M 1 hour PHB 224 D: 1h, VISIM
O Identify Rogue -- im Touch V,S,M Instantaneous PHB 252  V/SIM
O Shield Rogue -- 1R Self V.S 1 round PHB 275 D:1Rnd, VIS
O Absorb Elements Rogue - 1R Self S 1 round EE 150 D: 1Rnd, S
O Chromatic Orb Rogue +6 1A 90 ft. V,S,M Instantaneous PHB 221  V/S/M
O Bless<C> Fey Touched -- 1A 30 ft. V,S,M  concentiation, spro1mnwe - PHB 219 1/LR, D: 1m, V/S/IM

===2nd LEVEL === 3 Slots 000
O Mirror Image Rogue - 1A Self V,S 1 minute PHB260 D:1m, V/S
O Hold Person <C> Rogue WIS 14 1A 60 ft. V,S,M  concenvation, wpro1minwee - PHB 251 D: 1m, V/S/M
O Darkvision Rogue - 1A Touch V,S,M 8 hours PHB 230 D: 8h, VISIM
O Misty Step Fey Touched - 1BA  Self \% Instantaneous  PHB 260 1/LR,V

SPELLS
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