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Konrad "Konnie" "The Cloaked One" Kurze
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HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Rapier, Scimitar,
~ Shortsword, Simple Weapons, Whip
— e— === TOOLS ===
ABILITY SAVE DC | Disguise Kit, Thieves' Tools
- === LANGUAGES ===
7 N Common, Draconic, Dwarvish, Thieves’ Cant,
30 ft. (Walking), 40 ft. (Flying) Undercommon
A SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Cunning Action

On your turn, you can take one of the following
actions as a Bonus Actions: Dash, Disengage, or
Hide.

Draconic Cry * 3/ Long Rest
You let out a cry at enemies within 10 ft. of you.
Until the start of vour next turn, you and vour allies

have advantage on attack rolls against the enemies
that could hear you. You can use this 3 times per long
rest.

Psychic Blades

After attacking with the psychic blade on your turn,
you can make a melee or ranged attack with a second
psychic blade as a Bonus Action on the same turn if
your other hand is free to create it. The blade vanishes
immediately after it hits or misses its target, and it
leaves no mark if it deals damage.

Steady Aim

You give yourself Advantage on your next attack
roll on the current turn, provided that you haven't
moved durina this turn. After vou use it. vour Speed is
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Darkvision 60 ft.

PASSIVE PERCEPTION

PASSIVE INSIGHT

PASSIVE INVESTIGATION

SENSES

7
Dagger +7
Giant Slayer Dagger +8
Shortbow +7
Shortsword +7
Unarmed Strike +3
Psychic Blades +7

1d4+4 Piercing
1d4+5 Piercing
1d6+4 Piercing
1d6+4 Piercing
1 Bludgeoning

1d6+4 Psychic

A WEAPON ATTACKS & CANTRIPS

\\

Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)

Martial, Finesse, Light, Vex
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ROGUE FEATURES
* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 129

Once per turn you can deal an extra 3d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn't
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| Special
* Thieves’ Cant « PHB-2024 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery « PHB-2024 129
* Cunning Action « PHB-2024 130
On your turn, you can take one of the following actions
as a Bonus Actions: Dash, Disengage, or Hide.

| 1 Bonus Action
* Rogue Subclass * PHB-2024 130

| Soulknife
* Steady Aim « PHB-2024 130

As a Bonus Action, you give yourself Advantage on
your next attack roll on the current turn, provided that

you haven’t moved during this turn. After you use it,
your Speed is 0 until the end of the current turn.

| 1 Bonus Action

* Psionic Power »« PHB-2024 135

You harbor a wellspring of psionic energy within
yourself, represented by your Psionic Energy Dice,
which fuels powers you have from this subclass.

You have 1d8 Psionic Energy Dice, which are
expended when used. You regain one expended
Psionic Energy Die when you finish a Short Rest, and
regain all of them when you finish a Long Rest.

| Psionic Power: Psi-Bolstered Knack: Special
| Psionic Power: Psychic Whispers: 1 Action

| Psionic Power: Psionic Energy Dice: 6 / Long Rest ¢
Special

* Psychic Blades « PHB-2024 135

You can manifest blades of psychic energy. When you
take the Attack action or make an Opportunity Attack,
you can manifest a Psychic Blade in your free hand
and make the attack with that blade. The blade has the
following traits:

Weapon Category: Simple Melee

Damage on a Hit: 1d6 + the ability modifier used for
the attack Psychic damage.

Properties: Finesse, Thrown (range 60/120 ft.)
Mastery: Vex

The blade vanishes immediately after it hits or misses,
and it leaves no mark if it deals damage.

After you attack with the blade on your turn, you can
make a melee or ranged attack with a second psychic
blade as a Bonus Action, and the damage die of this

bonus attack is 1d4.
| 1 Action
| Vex (Psychic Blades): 1 Action
| 1 Bonus Action
* Ability Score Improvement « PHB-2024 130

* Cunning Strike « PHB-2024 130

When you deal Sneak Attack damage you can add
one of the following Cunning Strike effects. Each effect
has a die cost, which is the number of Sneak Attack
damage dice you must forgo to add the effect. You
remove the die before rolling, and the effect occurs
immediately after the attack’s damage is dealt.

« Poison (Cost: 1d6). You add a toxin to your strike,
forcing the target to make a DC 15 Con. saving throw.
On a failed save, the target has the Poisoned condition
for 1 minute, and at the end of each of its turns, the
Poisoned target repeats the save, ending the effect on
itself on a success. You must have a Poisoner’s Kit on
your person to use this effect.

* Trip (Cost: 1d6). If the target is Large or smaller, it
must succeed on a DC 15 Dex. saving throw or have
the Prone condition.

» Withdraw (Cost: 1d6). Immediately after the attack,
you move up to half your Speed without provoking
Opportunity Attacks.

| Sneak Attack: Poison (Cost: 1d6): No Action

| Sneak Attack: Trip (Cost: 1d6): No Action

| Sneak Attack: Withdraw (Cost: 1d6): No Action
* Uncanny Dodge * PHB-2024 131

When an attacker you can see hits you with an attack,
you can take a Reaction to halve the attack’s damage

N

FEATURES & TRAITS
Cloak of the Bat 1 - Quiver 1 11b.
Hat of Disguise 1 -- Arrows 20 1lb.
Manual of Quickness of Action 1 -- Thieves' Tools 1 1lb.
Hat of Vermin 1 - 2 Axe Beak Eggs 2 --
Giant Slayer Dagger 1 1lb. Oil 7 7 Ib.
Cloud of Daggers Spell scroll 1 - Basic Poison 1 --
Studded Leather 1 13 Ib. Ball Bearings 1,000 2 |b.
Leather 1 10 Ib. Rations 5 10 Ib.
Amulet of the Night 1 - Rope 1 51b.
WEIGHT CARRIED Dagger 1 1lb. Bell 1 --
91 Ib. Shortbow 1 2 1b. Tinderbox 1 11b.
ENCUMBERED Shortsword 1 2 1b.
150 Ib. Climber's Kit 1 12 Ib. Cloak of the Bat 1 -
PUSH/DRAG/LIFT Grappling Hook 1 4 1b.
300 Ib. Backpack 1 5 lb.

EQUIPMENT
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against you (round down).

| 1 Reaction

=== KOBOLD SPECIES TRAITS ===

* 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 two scores (+2/ +1) ¢
Increase one of these scores by 2 and a different
score 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 3 times
per long rest.

| 3/ Long Rest ¢ 1 Bonus Action
* Kobold Legacy * MotM 25

| Kobold Legacy: Craftiness ¢
You have proficiency in one of the following skills of
your choice: Arcana, Investigation, Medicine, Sleight of
Hand, or Survival.

=== FEATS ===

* Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by
1.

* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Weapon Mastery « PHB-2024 129

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Shortbow (Vex) ¢
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Nick (Dagger): 1 Action

| Vex (Shortbow): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




ADDITIONAL EQUIPMENT

e —
Rogue 5 DPPorter193
Konrad "Konnie" "The Cloaked One" Kurze CLASS & LEVEL PLAYER NAME
Kobold Custom Background 6,524
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
——————— ————
7 N
ADDITIONAL FEATURES & TRAITS
, \
Waterskin 1 5 lb.
Hooded Lantern 1 2 lb.
Candle 10 -
Alchemist's Fire 1 1lb.
Crowbar 1 5 lb.
2 Axe Beak Eggs 2 -
Amulet of the Night 1 -
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His name is Konrad "Konnie" Kurze. He's a black Dagger Expert
kobold that stands at 2'10", or 86 centimeters. His Prerequisite: Dexterity 13 or higher
hobbies are learning more about others and the Daggers are particularly deadly in your hands. You
outside world by observing them from the gain the
shadows. He also has a knack for languages following benefits:
having observed many humanoids in his life in the « When you attack with a dagger, you score a critical
shadows. His talents include having a seeming 6th hit
sense, something about always knowing when on a roll of a natural 19-20.
something will happen....he loves to share « You have advantage on attack rolls with daggers
whatever money he's acquired with fellow kobolds against
or old mates. He's quick, nimble, and smart with a creatures you are grappling and that are grappling
dagger. Just as quickly as he strikes he vanishes you.
into the crowd, never to be seen again. He is « You do not have disadvantage on attacks with
looking for a master to serve, and is an aspiring daggers
soulknife rogue who wants to use his mental gifts when you are restrained, nor do you have
to find more gold to give to his boss. disadvantage
on dagger attacks at long range.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== 4th LEVEL ===
O Polymorph Cloak of the Bat WIS11 1A 60 ft. V,S,M  concenuation, upto 1hour - PHB-2024 306 1 Charge, D: 1h, V/S/M

SPELLS

> 4
L
Y




