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Fenror Endersmith
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35 ft. (Walking)

Q SPEED J

Rapier, Scimitar, Shortsword, Simple
Weapons, Whip

CLASS & LEVEL PLAYER NAME
Wood EIf Criminal / Spy (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS /
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HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Longbow, Longsword,

=== TOOQOLS ===
Forgery Kit, Playing Card Set, Thieves' Tools

=== LANGUAGES ===
Common, Elvish, Thieves’ Cant

4 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

=== SPECIAL ===
Mask of the Wild

You can attempt to hide even when you are only
lightly obscured.

Sneak Attack

Once per turn you can deal an extra 1d6 damage
to one creature you hit with an attack if you have
Advantaae on the roll and the attack uses a Finesse or

ACTIONS

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.

74

12 PASSIVE PERCEPTION
10 PASSIVE INSIGHT
12 PASSIVE INVESTIGATION

Darkvision 60 ft.

SENSES
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Unarmed Strike +2

'WEAPON ATTACKS & CANTRIPS

1 Bludgeoning
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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
=== SORCERER FEATURES ===
* Core Sorcerer Traits « PHB-2024 139
* Spellcasting « PHB-2024 139

* Innate Sorcery « PHB-2024 140

=== WOOD ELF SPECIES TRAITS ===

* Ability Score Increase * BR 23
Your Dexterity score increases by 2.

* Darkvision ¢ BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢ BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

*Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Ability Score Increase * BR 24
Your Wisdom score increases by 1.

* EIf Weapon Training « BR 24
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Fleet of Foot « BR 24
Your base walking speed increases to 35 feet.

* Mask of the Wild « BR 24
You can attempt to hide even when you are only lightly
obscured.

| Special

=== 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.

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

| Vex (Shortsword): 1 Action

| Nick (Dagger): 1 Action

H CLASS & LEVEL PLAYER NAME
Fenror Endersmith
Wood ElIf Criminal / Spy (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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WEIGHT CARRIED
10 Ib.
ENCUMBERED

150 Ib.

PUSH/DRAG/LIFT

300 Ib.

FEATURES & TRAITS
Dread-Whistle Tonfas 1 2 lb.
Clothes, Common 1 3lb.
Crowbar 1 5 lb.

EQUIPMENT
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Male 17 Medium 6’5" 157
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Tan Red Blonde
ALIGNMENT FAITH SKIN EYES HAIR
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/The first thing | do in a new place is note the locations of \
everything valuable—or where such things could be hidden.
I am incredibly slow to trust. Those who seem the fairest
often have the most to hide.
| blow up at the slightest insult.
PERSONALITY TRAITS
L~ 1
[ ~"1
Freedom. Chains are meant to be
broken, as are those who would
forge them. (Chaotic)
IDEALS
L~ —~
[ ~"1
Something important was taken from me, and
| aim to steal it back.
BONDS
L~ —~
[N "]
If there’s a plan, I'll forget it. If | don’t
forget it, I'll ignore it.
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CHARACTER BACKSTORY

ADDITIONAL NOTES
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