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Rogue 1 DreamerOfCursesAndFear
CLASS & LEVEL PLAYER NAME
Half-EIf Custom Background (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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Y N
O _+0_ Strength \ /7 \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ © _+6_ Dexterity
_+0  Constitution +4 14 8 .
+2_ Intelligence
+4  Wisdom INITIATIVE CLASS \ HIT POINTS /
+1  Charisma y / a8 Y \
Immunities - Magical Sleep successes OO0
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
1 8 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
O _+4  Acrobatics DEX \ N ——— WEAPONS ===
. ) PROFICIENCY BONUS - . -
| o 4 Animal Handiing wis j Crossbow, Hand, Rapier, Scimitar,
O +0 Arcana INT ~ Shortsword, Simple Weapons, Whip
® +2  Athletics STR = —r === TOOLS ===
® _+3  Deception CHA ABILITY SAVE DC | Herbalism Kit, Thieves' Tools
_g— _gu—
O 20 History INT === LANGUAGES ===
® _+6  Insight wis 7 N Common, Common Sign Language, Elvish,
® 3 Intimidation CHA 30 ft. (Walking) Halfling, Thieves’ Cant
ntimiaation
O _+0_ Investigation INT
® +6 Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & TRAINING
O + Perception wis , \
O _+1_ Performance CHA === ACTIONS === of your allies is within 5 ft. of the target, the ally
) Standard Actions doesn't have the Incapacitated condition, and you
® _*3  Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, don’t have Disadvantage on the attack roll.
L Hide, Ready, Search, Utilize, Opportunity Attack,
0
O _#0_ Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*4_ Sleight of Hand DEX Interact with an Object, Study, Influence
® _+8 Stealth DEX === SPECIAL ===
f CHARISMA ) 8 . Sneak Attack
©® 8 Survival wis Once per turn you can deal an extra 1d6 damage
13 O 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
@ o same as the weapon'’s type.
You don't need Advantage on the attack if at least one
\ SKILLS / \ ACTIONS )
74 <\

14 PASSIVE PERCEPTION
16 PASSIVE INSIGHT
10 PASSIVE INVESTIGATION

Darkvision 60 ft.

SENSES

Unarmed Strike +2

1 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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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 1d6 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

=== HALF-ELF SPECIES TRAITS ===

* Ability Score Increase ¢ BR 39
Your Charisma score increases by 2, and two other
ability scores of your choice increase by 1.

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry  BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

* Languages ¢ BR 39

=== FEATS ===
* 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.

| Lance (Topple) «
Topple. If you hit a creature with a Lance, you can
force it to make a Con. saving throw (DC 8 + 2 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Nick (Dagger): 1 Action

| Topple (Lance): 1 Action
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CLASS & LEVEL PLAYER NAME
Half-EIf Custom Background (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
P — —
7 N

FEATURES & TRAITS
Leather 1 10 Ib. Waterskin 1 51b.
Dagger 1 1lb. Hooded Lantern 1 2 b.
Dagger 1 11b. Candle 10 --
Shortbow 1 2 1b. Crowbar 1 51b.
Shortsword 1 2 1b.
Backpack 1 51b.
Quiver 1 11b.
Thieves' Tools 1 11b.
Arrows 20 11b.
WEIGHT CARRIED oil 7 71b.
61 Ib. Ball Bearings 1,000 2 1b.
ENCUMBERED Rations 5 10 Ib.
165 Ib. Rope 1 5 1b.
PUSH/DRAG/LIFT Bell 1 -
330 Ib. Tinderbox 1 1lb.
EQUIPMENT )
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Female 20 Medium 179cm 121
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral deist pale amber, hooded, brown, mediut
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
L \ L \
/ \
//empa(heuc but acts apathetic \\
knowledgeable
analytical
open-minded
communicative
assertive
Observant
relatively grounded
competent
PERSONALITY TRAITS
L~ 1
[ "]
kill or be killed
empathy is the key to understanding
being different is what finds the right people
don't let people see the real you
IDEALS
L~ 1
[ "]
her mother - beloved family member her safe place
memorial scissors - from her mother for her 12th
birthday
BONDS
1
~"1
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
A\ T A\ T

Ubel is cold, she wasn't treated very well by her
biological father (elf) at a very young age when he
was still around, her mother (human) is a loving
caring person and made Ubel into the carefully
thinking studious woman that she is today. At the
age of 3 her bio. father left the family, it was for the
best. from then on Ubel mother had to care for the
both of them alone, she was a seamstress and a
good one at that, sometimes she worked for lower
ranking nobles, when Ubel was 5 her mother met
this knight at one of her jobs, they hit it off and just
kind of got together. Ubel was fond of her
step-father, he taught her how to use daggers, a
lance and a short sword, also bought her books on
herbalism so that she could learn about medicine
and poisons. From the very start Ubel was very
interested in adventuring, she wanted to explore
the world and make companions for life. At the
age of 16 Ubels mother had given her a family
heirloom, Scissors, passed down through a few
generations, a very important item to Ubel, she
always watched her mother cut cloth with these
scissors, she didnt tell Ubel why she was giving
them to her now but a week later she understood,
as she got home from a three day expedition her
parents were gone, the house was gone and she
felt an extreme rage being lit inside her. She didnt
know who or why someone would do this, just that
her mother knew it would happen, thats why she
send her on the herb collectin expedition.. she
needed to find out what happened...

the next few year she worked as a seamstress to
earn her keep, but she could never forget, so she
set out to find out what happened

(misfortune seems to follow her around she thinks
she may be cursed)

CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
Y




