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H CLASS & LEVEL PLAYER NAME
Darwin Palesworn
Variant Human Criminal / Spy (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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/ N
ﬁ) +4_ Strength \ 7/ \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ © _+4_ Dexterity
O +1 Constitution +2 13 1 6 S
© _+5_ Intelligence
O +0 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +2 Charisma / y, , \
1d8 +1d10 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 2 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ® 4 Acrobatics DEX \ N - WEAPONS ===
) ) PROFICIENCY BONUS o T
| o+ Anima Handling wis j Martial Weapons, Simple Weapons
O +3 Arcana INT =
i === TOOLS ===
® _+6_ Athletics STR — — Disguise Kit, Playing Card Set, Thieves'
® +4 Deception CHA ABILITY SAVE DC Tools
_g— _gu—
J—\ O _*3 History INT o — J—
INTELLIGENCE LANGUAGES. . ,
O _+0_ Insight wis 74 N Common, Draconic, Thieves’ Cant
30 ft. (Walkin
+3 O _*2  Intimidation CHA ( 9)
O _*3  Investigation INT
O +0 Medicine wis \ SPEED /
O +3 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y ® =+ Perception wis , N\
O _*2_ Performance CHA === ACTIONS === ranged weapon if you have advantage on the attack
+O ) Standard Actions roll. You don’t need advantage on the attack roll if
O _*2_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, another enemy of the target is within 5 ft. of it, that
O +3  Religion INT Help, Hide, Ready, Search, Use an Object, enemy isn’t incapacitated, and you don’t have
g Opportunity Attack, Grapple, Shove, Improvise, disadvantage on the attack roll.
® _+6_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+6 Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) ©® 2 Survival wis Second Wind « 1/ Short Rest )
Once per short rest, you can use a bonus action to
+2 (@) regain 1d10 + 1 HP.
O === SPECIAL ===
o Sneak Attack
R Once per turn, you can deal an extra 1d6 damage
to one creature vou hit with an attack with a finesse or
\ SKILLS / \ ACTIONS )
4 N
12 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +6 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
10 PASSIVE WISDOM (INSIGHT)
Shortbow +4 1d6+2 Piercing  Simple, Ammunition, Range, Two-Handed, Range (80/320)
PASSIVE INTELLIGENCE (INVESTIGATION . .
13 ( ) Unarmed Strike +6 5 Bludgeoning
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=== ROGUE FEATURES === attack.
* Hit Points « PHB 95 * Second Wind « PHB 72
Once per short rest, you can use a bonus action to
* Proficiencies « PHB 95 regain 1d10 + 1 HP.
* Expertise « PHB 96 | 1/ Short Rest » 1 Bonus Action
Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies. === VARIANT HUMAN RACIAL TRAITS ===
* Sneak Attack « PHB 96 * Languages ¢ BR 31
Once per turn, you can deal an extra 1d6 damage to You can speak, read, and write Common and one
one creature you hit with an attack with a finesse or extra language.
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if * Ability Score Increase « BR 31
another enemy of the target is within 5 ft. of it, that Two different ability scores of your choice increase by
enemy isn't incapacitated, and you don’t have 1.
disadvantage on the attack roll.
* Skills « BR 31
| Special You gain proficiency in one skill of your choice.
* Thieves’ Cant « PHB 96 * Feat * BR 31
You have learned thieves’ cant, a secret mix of dialect, You gain one feat of your choice.
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 === FEATS ===
speak the same idea plainly.
* Grappler « BR 167
=== FIGHTER FEATURES === You have advantage on attack rolls against a creature
you are grappling. You can use your action to try to pin
* Hit Points « PHB 71 a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
* Proficiencies « PHB 71 restrained until the grapple ends.
* Fighting Style « PHB 72 | Grappling Pin: 1 Action
You adopt a fighting style specialty.
| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
FEATURES & TRAITS
Ring of Feather Falling 1 -- Tinderbox 1 1lb.
Leather 1 10 Ib. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb.
Shortbow 1 2 1b.
Shortsword 1 21b.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Crowbar 1 51b.
WEIGHT CARRIED
85 |b Thieves' Tools 1 11b.
ENCUMBERED Bedroll 1 7 Ib.
270 Ib. Mess Kit 1 11b. Ring of Feather Falling 1 -
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
540 |b. Rope, Hempen (50 feet) 1 10 Ib.
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Male 14 Medium 5'10 122
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Cristian Tan Dark brown Dark brown, ¢
ALIGNMENT FAITH SKIN EYES HAIR
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=== Allies === //Ia\ways have a plan for what to do when things go wrong. N
The first thing | do in a new place is note the locations of everything valuable—or
. . L where such things could be hidden
The thieves guild, as well as a few people inside Lo ncraciy o o 1t Thocs who Seer th tiest often have the most o
the royal family, hide. )
| don't pay attention to the risks in a situation. Never tell me the odds.
The royal family because him and a few of the PERSONALITY TRAITS
kings kids were actually friends, he snuck into the 200 S
palace to steal but ended up making friends with [ ~]
them. It was pretty easy seeing as they were Freedom. Chains are meant to be
around the same age. broken, as are those who would
=== Organizations === fOI’ge them (ChaOtIC)
IDEALS
The thieves guild S ke
[ "]
| will become the greatest thief
that ever lived.
BONDS
L~ 1
[N "]
When | see something valuable, |
can't think about anything but how to
steal it.
CHARACTER APPEARANCE ALLIES & ORGANIZATIONS N\ FLAWS .
\ /
) { )\ {
/ \
He was an orphan who at the age of two was Gets a ring of invisibility after completing advanced
saved by a dragonborn member of the thieves training, also gains immunity to blindness after the
guild when his orphanage burned down. The aforementioned advanced training.
person who saved him originally planned to leave
him at the nearest orphanage, one that was about
3 towns over, but during the journey he noticed Gets ring of x-ray vision after completing Advanced
that all his stuff kept disappearing, during the training
night, only to find it with the child during the day.
So he figured why not train the child, who had
shown some thieving ability. Once approved by
the guild's council of course.
He got his ring of invisibility after completing his
training and get the other rings as he completes
advanced training to increase his thieving ability
and skill.
His training included not only theft but also,
deception, persuasion, and how to fight with more
than a single weapon, as well as how to speak
draconic
I think that all that training, paired with the fact that
his alignment is chaotic neutral makes for a very
destructive character
CHARACTER BACKSTORY ADDITIONAL NOTES
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