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Rogue 1 Dwar_farquar
CLASS & LEVEL PLAYER NAME
Wood EIf Criminal / Spy (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
y
ARMOR Max HP Current HP Temp HP
+4 15 1 O -
INITIATIVE CLASS \ HIT POINTS
1 (. 1ds 1
Immunities - Magical Sleep successes OO0
FAILURES( H >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
Light Armor
j === WEAPONS ===

Crosshow, Hand, Longbow, Longsword,
Rapier, Shortsword, Simple Weapons

=== TOOLS ===

Alchemist's Supplies, Dice Set, Thieves'
Tools

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

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

roll

dis

=== 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 with a finesse or
ranaed weapon if you have advantage on the attack

. 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

advantage on the attack roll.

74

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)

Rapier +6 1d8+4 Piercing Martial, Finesse
13 PASSIVE INTELLIGENCE (INVESTIGATION) Shortsword +6 1d6+4 Piercing Martial, Finesse, Light

Darkvision 60 ft. Unarmed Strike +4 3 Bludgeoning

SENSES

'WEAPON ATTACKS & CANTRIPS
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Paevira
Wood ElIf Criminal / Spy (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== ROGUE FEATURES ===
* Trance * BR 23
* Hit Points « PHB 95 You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
* Proficiencies « PHB 95 after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
* Expertise « PHB 96 practice. After resting in this way, you gain the same
Your proficiency bonus is doubled for any ability check benefit that a human does from 8 hours of sleep.
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies. * EIf Weapon Training « BR 24
You have proficiency with the longsword, shortsword,
* Sneak Attack « PHB 96 shortbow, and longbow.
Once per turn, you can deal an extra 1d6 damage to
one creature you hit with an attack with a finesse or * Fleet of Foot « BR 24
ranged weapon if you have advantage on the attack Your base walking speed increases to 35 feet.
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that * Mask of the Wild « BR 24
enemy isn't incapacitated, and you don’t have You can attempt to hide even when you are only lightly
disadvantage on the attack roll. obscured.
| Special | 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.
=== WOOD ELF RACIAL TRAITS ===
* 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.
FEATURES & TRAITS
Leather 1 10 Ib. Oil (flask) 2 2 |b.
Dagger 1 1lb. Piton 10 2.51b.
Dagger 1 11b. Rations (1 day) 5 10 Ib.
Rapier 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Shortsword 1 2 1b. Tinderbox 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Clothes, Common 1 3lb. String 10 --
Crowbar 1 51b.
Thieves' Tools 1 11b.
Ball Bearings (bag of 1,000) 1,000 21b.
WEIGHT CARRIED
7251b Bell ! -
ENCUMBERED Candle 5 -
210 Ib. Crowbar 1 51b.
PUSH/DRAG/LIFT Hammer 1 3 1b.
420 Ib. Lantern, Hooded 1 2 1b.
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Female 45 Medium 6’ 160
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Pale white Emerald green Deep red
ALIGNMENT FAITH SKIN EYES HAIR
— —
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/ N
I am always calm, no matter what
the situation. | never raise my voice
or let my emotions control me.
I am incredibly slow to trust. Those
PERSONALITY TRAITS
L~ 1
[ ~"1
Charity. | steal from the wealthy so that | can
help people in need. (Good)
IDEALS
L~ —~
[ ~"1
I'm guilty of a terrible crime. | hope | can
redeem myself for it.
BONDS
L~ —~
[N ~~"]
When faced with a choice between
money and my friends, | usually
choose the money.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
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CHARACTER BACKSTORY ADDITIONAL NOTES
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