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CLASS & LEVEL PLAYER NAME
Human Criminal / Spy (Milestone)
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O _+1  Strength \ /7 \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ ® _+5 Dexterity
+ 1 O _+1_ Constitution +3 14 9 -
© _+5_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +2 Charisma y
—_ / / 1d8 \
successes O=O=0O
DEXTERITY raiLures O=O=0
+ 3 \ DEFENSES \ HIT DICE DEATH SAVES )
K SAVING THROW'S )
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
[CONSTITUTION] ® 5 Acrobatics DEX \ N - WEAPONS ===
) ) PROFICIENCY BONUS - - .
| o 2 Animal Handiing wis j Crossbow, Hand, Longsword, Rapier,
O +3 Arcana INT ~ Shortsword, Simple Weapons
® +3  Athletics STR = —r === TOOLS ===
® *4 Deception CHA ABILITY SAVE DC | Dice Set, Smith's Tools, Thieves' Tools
_g— _gu—
J—\ O _*3 History INT o — J—
INTELLIGENCE LANGUA.GES ) ,
O _+2 Insight wis 7% N Common, Elvish, Thieves’ Cant
30 ft. (Walkin
+3 O +2 Intimidation CHA ( 9)
® _+5  Investigation INT
O +2  Medicine wis \ SPEED /
O +3 Nature INT PROFICIENCIES & LANGUAGES
' wispom Y O =+ Perception wis , N\
O _*2_ Performance CHA === ACTIONS ===
+ 2 _ Standard Actions
O _*2_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
3 ) .
O _#3_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
® _*5_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+7 Stealth DEX === SPECIAL ===
f CHARISMA ) > . Sneak Attack
O 2 Survival wis Once per turn, you can deal an extra 1d6 damage
+ 2 ) 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
O
R enemy isn't incapacitated, and you don’t have
disadvantaae on the attack roll.
\ SKILLS J ACTIONS )
r // \\
12 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +3 2 Bludgeoning
12 PASSIVE WISDOM (INSIGHT)
15 PASSIVE INTELLIGENCE (INVESTIGATION)
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=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95
* Expertise « PHB 96
Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.
* Sneak Attack « PHB 96
Once per turn, you can deal an extra 1d6 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.
=== HUMAN RACIAL TRAITS ===
* Ability Score Increase * BR 31
* Languages * BR 31
You can speak, read, and write Common and one
extra language.
FEATURES & TRAITS
Leather 1 10 Ib. Lantern, Hooded 1 2 |b.
Dagger 1 11b. Oil (flask) 2 2 1b.
Dagger 1 1lb. Piton 10 2.51b.
Shortbow 1 2 1b. Rations (1 day) 5 10 Ib.
Rapier 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Arrows 20 11b. Tinderbox 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Clothes, Common 1 3lb. String 10 --
Crowbar 1 51b.
Thieves' Tools 1 11b.
WEIGHT CARRIED
73.81b Ball Bearings (bag of 1,000) 1,000 2 lb.
ENCUMBERED Bell 1 -
195 Ib. Candle 5 -
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
390 Ib. Hammer 1 31b.
\ EQUIPMENT
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Male 22 Medium 5'8 175

GENDER AGE SIZE HEIGHT WEIGHT
Neutral Tyche, goddess Brown Emerald green  Slightly long a
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CHARACTER APPEARANCE

/ N
I am always calm, no matter what
Thieves guild the situation. | never raise my voice
or let my emotions control me.

I am incredibly slow to trust. Those

=== Organizations ===

PERSONALITY TRAITS
L~ ]
N ~

People. I'm loyal to my friends, not to
any ideals, and everyone else can
take a trip down the Styx for all |

IDEALS
L~

o~
~]

[
Someone | loved died because of a
mistake | made. That will never
happen again.

BONDS
L~

oy
[N "]
When faced with a choice between
money and my friends, | usually
choose the money.

ALLIES & ORGANIZATIONS N FLAWS .

When Echo was 12 his father taught him about the
weak and the strong by putting Echo out on the
street. His father told him before he kicked him out
that if Echo was strong he would survive for 3
years outside on the streets without the care of his
mother and father. Echo had to teach himself to
steal and talk his way out of bad situations. At 14
Echo had become better at stealing and pick
pocketing. One day he tried to pick pocket and old
man and succeeded at least that's what he
thought until he seen the same old man beat him
to his little hiding place next to an abandoned
building. "Did you think | wouldn't notice you steal
from me young one." The old man said while
having his arms crossed and staring at the young
Echo. "l uh don't know what your talking about old
man" Echo said with a very nervous and shaky
voice. The old man chuckles to himself and says
"Your in trouble my boy I'm just wondering why a
young man such as yourself is stealing instead of
being home with your parents." Echo will turn and
look toward the old man, "My parents are dead."
The old man looks at Echo with a knowing face,
"You can't to an old bastard like me kid however |
won't pry in your families internal affairs.” Echo
hears 3 other foot steps and turns to see 3 other
people 1 adult male and female and a young girl
about a year older than him. "How about you come
to our home and have somewhere better to stay
and actually have food to eat instead of scraps.”
The old man said to Echo while holding his hand
out and Echo grabbed his hand and left the
abandoned building with the old man. However he
didn't see the 3 other people he saw in the house
with him and the old man. This was the beginning
of Echo's training as a silent rogue. After this the
old man started teaching Echo more and more
things about stealing and even gave Echo combat
training. The old man allowed Echo to call him by
his name Sanzu Tachi and told Echo about his
time if being the Sword Saint of one of the eastern
kingdoms and in return Echo told him about his
father's "Challenge." Sanzu looked at Echo and
says, "You must come from the Sijustu clan, |
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