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CLASS & LEVEL PLAYER NAME
Kobold Investigator (Milestone)
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INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === WEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Disguise Kit, Thieves' Tools
ABILITY SAVE DC |
P F— === LANGUAGES ===
Common, Draconic
/ N
30 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
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=== ACTIONS === Once per short rest, as a bonus action, choose one

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 ===
Draconic Cry « 2 / Long Rest

You let out a cry at enemies within 10 ft. of you.
Until the start of your next turn, you and your allies
have advantage on attack rolls against the enemies
that could hear you. You can use this 2 times per long
rest.

Hexblade’s Curse « 1 / Short Rest

creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+2 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 5 HP if it dies.

=== SPECIAL ===
Hex Warrior

You gain proficiency with medium armor, shields,
and martial weapons. Whenever you finish a long rest,
you can touch one weapon that you are proficient with
and that lacks the two-handed property. With that
weapon, you can use your CHA modifier for the attack
and damage rolls until you finish your next long rest.
You can also use vour CHA modifier for the attack and
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=== WARLOCK FEATURES ===
* Hit Points « PHB 106
* Proficiencies * PHB 107

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

| The Hexblade

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 14, Spell Attack +6).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 55
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse « XGtE 55

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+2 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 5 HP if it dies.

| 1/ Short Rest » 1 Bonus Action

* Hex Warrior « XGtE 55

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special * Kobold Legacy * MotM 25

| Kobold Legacy: Draconic Sorcery (CHA)
You know one cantrip of your choice from the sorcerer

=== KOBOLD RACIAL TRAITS ===

spell list. Your spellcasting modifier is Charisma.

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 25
You are a Humanoid.

* Size « MotM 25
You are Small.

* Speed « MotM 25
Your walking speed is 30 ft.

* Darkvision « MotM 25

You can see in dim light within 60 ft. of you as if it were
bright light, and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Draconic Cry « MotM 25

As a bonus action, you let out a cry at enemies within
10 ft. of you. Until the start of your next turn, you and
your allies have advantage on attack rolls against the
enemies that could hear you. You can use this 2 times
per long rest.

| 2/Long Rest ¢ 1 Bonus Action

Warlock 1 bonegraph
H CLASS & LEVEL PLAYER NAME
Marius
Kobold Investigator (Milestone)
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EQUIPMENT

FEATURES & TRAITS
Shield 1 6 Ib. Magnifying Glass 1 --
Breastplate 1 20 Ib. Thieves' Tools 1 1lb.
Dagger 1 11b. Birdpipes 0 --
Rapier 1 2 lb.
Backpack 1 5 lb.
Pouch 1 11b.
Bedroll 1 7 Ib.
Clothes, Common 2 6 Ib.
Mess Kit 1 11b.
WEIGHT CARRIED Rations (1 day) 10 20 Ib.
99.2 . Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 11b.
195 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
390 Ib. Disguise Kit 1 3lb.




Male 12
GENDER AGE

Chaotic Good Not sure

ALIGNMENT FAITH

30"
HEIGHT

Small
SIZE
Deep burgundy Yellow
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CHARACTER APPEARANCE

=== Allies ===

lleuthra ancient brass dragon
Brass Dagger Kobold Clan

ALLIES & ORGANIZATIONS
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| never accept that I'm out of my

| let people underestimate me,
revealing my full competency only

PERSONALITY TRAITS
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IDEALS

Balance. | strive to counter the deeds of
someone for whom | feel responsible.
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BONDS

I've seen great darkness, and I'm
committed to being a light against
it—the light of all lights.
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FLAWS

I have a reputation for defeating a
great evil, but that's a lie and the
wicked force knows.

&

Forget what you have heard about Kobolds. Yes,
some are evil and bloodthirsty, and some are out
to loot, pillage and plunder the lands around their
dens, but some are not.

My clan is called the Brass Dagger Clan. We have
always had our lair next to lleuthra, an Ancient
Brass Dragon. Our 'Lady" is a big deal, she is the
defacto protector of the area around her home.
Our clan has a symbiotic relationship with lleuthra.
We help her and become her emissary's and her
"police force” We are dispatched to villages, towns
and cities around her lair and help the local
leaders and Local Constables in times of need.
Some of the cleverer of our clan is in building
projects and defense projects in the cities. lleuthra
asks nothing for her help and the help of our clan
but does accept tributes to add to her treasure.
She also accepts knowledge and conversation if
offered. She is forever

inquisitive on the comings and goings of the races.

Me and a select few were trained by lleuthra to be
special investigators. When we completed our
training, we were given a brass scale from her in
the form of necklace with a rune on it. This
signified us as investigators and gave us a small
amount of her power, which manifested in the
ability to generate a magical effect. We were sent
into areas that had confusing, arcane, or
supernatural issues. We had been taught
specialized skills that made us beneficial to the
area. | always keep my skills to myself only to
reveal what | learned after the picture has become
clear. | know my skills and insight can be very
useful, but | keep it close to the vest.

One such instance has become my defining
moment. Unfortunately, it's a lie. | was assigned to
a case in one of the largest settlements around. A
nobleman was murdered, there was no witnesses,
no apparent cause of death other that small
puncture marks and what seemed to be blood
loss, but with no blood. The only reports were a
heavy mist in the area and that was not much to
go on. Later clues started laying themselves out to
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=== CANTRIPS === (At Will)
Q Eldritch Blast Warlock +6 1A 120 ft. V,S Instantaneous  PHB 237 VIS
O Green-Flame Blade Warlock +6 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, S/IM
O Booming Blade Kobold Legacy +6 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
=== 1st LEVEL === 1 PactO
O Hex<C> Warlock -- 1BA 90 ft. V,S,M  Concentration, upto 1hour  PHB 251 D: 1h, VISIM
O Shield Warlock - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
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