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O +0 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +3 Charisma / y, , \
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[ DEXTERITY
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
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INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
[CONSTITUTION] ® _+6  Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS - - .
| ® 2 Animal Handiing wis j Crossbow, Hand, Longsword, Rapier,
O +1 Arcana INT ~ Shortsword, Simple Weapons
O -1 Athletics STR = —r === TOOLS ===
O _+3 Deception CHA ABILITY SAVE DC | Thieves' Tools
_g— _gu—
J—\ O _#1  History INT o — J—
INTELLIGENCE LANGUAGES. . .
® _*2_ Insight wis 7 N Common, Draconic, Dwarvish, Elvish,
30 ft. (Walkin Halfling, Thieves’ Cant
+ 1 O +3 Intimidation CHA ( 9) 9
® _+3  Investigation INT
’@ O +0 Medicine wis \ SPEED /
O +1 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y O +o Perception wis , N\
® _+5 Performance CHA === ACTIONS ===
+ O _ Standard Actions
® _*7_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
1 ) .
Q O L Religion INT Opportunity Attack, Grapple, Shove, Improvise,
> 3 ® _+4  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+4 Stealth DEX === SPECIAL ===
f CHARISMA ) 0 . Sneak Attack
O 0 Survival wis Once per turn, you can deal an extra 1d6 damage
+3 ) to one creature you hit with an attack with a finesse or
- ranged weapon if you have advantage on the attack
@] roll. You don’t need advantage on the attack roll if
o another enemy of the target is within 5 ft. of it, that
R enemy isn't incapacitated, and you don’t have
disadvantaae on the attack roll.
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10 PASSIVE WISDOM (PERCEPTION) Rapier +4 1d8+2 Piercing Martial, Finesse
Unarmed Strike +1 0 Bludgeoning
12 PASSIVE WISDOM (INSIGHT)
13 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.
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=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 1d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. 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
disadvantage on the attack roll.

| 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.

=== HALF-ELF RACIAL TRAITS ===

* Ability Score Increase * BR 39

* 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
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FEATURES & TRAITS
Leather 1 10 Ib. Piton 10 251b.
Dagger 1 11b. Rations (1 day) 5 10 Ib.
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Shortbow 1 2 1b. Tinderbox 1 11b.
Rapier 1 2 1b. Waterskin 1 51b.
Arrows 20 1lb. String 10 --
Backpack 1 51b.
Thieves' Tools 1 11b.
Ball Bearings (bag of 1,000) 1,000 2 lb.
WEIGHT CARRIED Bell L -
65.5 Ib. Candle 5 -
ENCUMBERED Crowbar 1 51b.
120 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Lantern, Hooded 1 2 lb.
240 Ib. Oil (flask) 2 2 1b.
EQUIPMENT )
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Male 19 Medium 5ft 8 125
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Tymora Pale Heterochromatic Black
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Not affiliated (Chaotic)
IDEALS
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Crow - his truest and only companion, he would die for this old bird.
Gold - there isn't much that he's willing to sacrifice above a heap of
gold.
BONDS
L~ ]
[N ~~"]
FLAWS
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) \\ //
\ /4 A\ /f

=== Allies ===

His Pet Companion - “Crow”: A bird he rescued as
a young boy. The bird was caught in a farmer’s
nest after eating his crops, ready to be
slaughtered. Vyren rescued him from his
imprisonment and nursed it back to health. The

PERSONALITY TRAITS
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Crow has not left his side ever since.
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=== Organizations ===

Independence - €“lam a free spirit--no one tells me what to do.” (Chaotic)

Free Thinking - “Inquiry and curiosity are the pillars of progress.”

~]

When Vyren was born, he was seen as a curse.
His mother, forbiddingly wed with the town’s most
notorious outlaw, Bauldwin the Blood. With him
protecting the two, no one dares challenge their
union. Their silent rage mostly gossipy murmurs,
the town simply observed as a half-elven boy
played amongst their children. The parents were
quick to “educate” their little ones of the horrible
things Elves can, have, and will do. It didn't take
long for Vyren to be isolated from his fellow
children. And so, he started to spend most of his
time with his father. Bauldwin’s parenting methods
were guestionable to say the very least. Vyren
learned to pick a lock faster than he learned to tie
a shoe. As a very street smart and overall cocky
young boy, it no longer bothered him that he was
shunned away by the other children. Because in
his eyes, he was above them... just like his father,
he was a thief, and a good one too. The three had
a harmonious home life in their cottage, his
mother, being an example of what a good person
looks like, whilst his father taught him what it
means to be man of crime. He favored the latter. It
was after his eighth birthday, a few days prior, his
father left without explanation or forewarning. He
had left for extensive periods of time before,
especially when dealing with business revolving
his gang; yet, he always told them when he’d be
back. A few months pass, and Vyren started to
worry, along with his mother. Whilst walking back
from the city market for his mother, he was jumped
by some of the older children of the town. Cast
with stones and humiliated, the Half-Elf was
enlightened on some horrifying information. The
children boasted about how their fathers’ got
together and planned to brutally murder both he
and his mother. By the time he reached his home,
the cottage was already smoldering to ash. Once
the rain tamed the flames, he found the burnt and
beaten corpse of his departed mother. It didn’t
take long for him to leave. It was clear neither his
father or mother were to come back. That day, he
grew a terrible bitterness towards his father. He
swore he’d be the one to kill him for abandoning

CHARACTER BACKSTORY

Fears include: Abandonment and claustrophobia
bisexual, homoromantic
His heart is won with food.

Vyren is a tinier looking thief with a natural sense of
mischief about him. He is often teased for his weight
by other thieves, yet his smaller stature makes him
all the more agile. His eyes are an icy blue, and hair
black. Due to his own experiences of PTSD and
anxiety, he grew a white patch of hair on his temple,
split right in between his bangs. He is charming
externally, giving him a bit of mystery about him. He
has a few occasional beauty marks sprinkled across
his face. Vyren's elven ears are visible, but tucked
behind his thick head of hair. He has an instinctive
smirk that sticks with him even when relaxed. In
summary, a tiny guy, but a big personality.

ADDITIONAL NOTES
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