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SAVING THROWS
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Constitution
Intelligence
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Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis

Thieves Tools (DEX)
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30 ft. (Walking), 30 ft. (Swimming)
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Rogue 5 / Warlock 2 KathrynnDevinue
CLASS & LEVEL PLAYER NAME
Tiefling Criminal / Spy 23,000
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
y
ARMOR Max HP Current HP Temp HP
+4 21 45 --
INITIATIVE CLASS \ HIT POINTS
( ( 5d8+2d8 |
Resistances - Fire successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
|
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Dice Set, Disguise Kit, Thieves' Tools

=== LANGUAGES ===
Common, Infernal, 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

=== BONUS ACTIONS ===
Cunning Action

You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

Fast Hands

You can use the bonus action granted by your
Cunning Action to make a Sleight of Hand check, use
vour thieves’ tools to disarm a trap or open a lock, or

take the Use an Object (Utilize) action.

=== REACTIONS ===
Uncanny Dodge

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

=== SPECIAL ===
Luck Points « 3/ Long Rest

You have 3 Luck Points that you can spend on the
benefits below. You regain expended Luck Points after
a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to aive vourself Advantaae on

74

SKILLS \ ACTIONS
4 N
23 PASSIVE PERCEPTION Ataka's Silver Rapier +7 1d8+5 Piercing Martial, Silvered, Finesse, Vex, True Strike: 1d6+5 Radiant
Da er +7 1d4+4 Piercin Simple, Finesse, Light, Thrown, Nick, Range (20/60), True Strike: 1d6+5 Radiant
15 PASSIVE INSIGHT 99 g
Shortbow +7 1d6+4 P|erc|ng Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
19 PASSIVE INVESTIGATION A ’
Magic Stone +8 1d6+5 Bludgeoning  D: 1m, V/S
Darkvision 60 ft., Truesight 120 ft., Eldritch Blast +8 1d10 Force Count: 2, VIS
Unknown 5 ft.
< Unarmed Strike +5 3 Bludgeoning
SENSES L N\ WEAPON ATTACKS & CANTRIPS Y
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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 3d6 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.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96
| Thief

* Fast Hands « PHB 97
You can use the bonus action granted by your

Cunning Action to make a Sleight of Hand check, use
your thieves’ tools to disarm a trap or open a lock, or
take the Use an Object (Utilize) action.

| 1 Bonus Action

* Second-Story Work « PHB 97

Climbing no longer costs you extra movement, and
when you make a running jump, the distance you
cover increases by +4 feet.

* Ability Score Improvement « PHB 96

* Uncanny Dodge « PHB 96

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

| 1 Reaction
=== WARLOCK FEATURES ===
* Core Warlock Traits « free-rules 153

* Eldritch Invocations ¢ free-rules 153

You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a
prerequisite, you must meet it to learn that invocation.

| Lessons of the First Ones ¢
You gain one Origin feat of your choice.

| Otherworldly Leap ¢
You can cast Jump without expending a spell slot.

| Pact of the Tome
At the end of a Short or Long Rest you can conjure
forth a book in your hand, a Book of Shadows, which
contains eldritch magic that only you can access,
granting the benefits below.

« When the book appears, choose 3 cantrips and
choose two level 1 spells that have the Ritual tag,
which can be from any class’s spell list.

« You can use the book as a Spellcasting Focus.

The book disappears if you conjure another one or if
you die.

* Pact Magic « free-rules 153

* Magical Cunning e free-rules 154

Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 1 expended Pact Magic
spell slots.

| 1/ Long Rest ¢ 1 Minute

=== TIEFLING SPECIES TRAITS ===

* Ability Score Increase ¢ BR
Choose an ability score to increase by 2 and another
ability score to increase by 1.

* Darkvision * BR 43
You can see in darkness (shades of gray) up to 60 ft.

* Hellish Resistance « BR 43
You have resistance to fire damage.

* Infernal Legacy * BR 43

You know the thaumaturgy cantrip. [3rd] You can cast
hellish rebuke (2nd) once per long rest. [5th] You can
cast darkness once per long rest. CHA is your
spellcasting ability.

=== FEATS ===

* Observant « PHB 168

FEATURES & TRAITS
Bag of Holding 1 15 Ib. Dagger 1 11b.
Boots of Elvenkind 1 - Rapier 1 2 |b.
Cloak of Elvenkind 1 - Shortsword 1 2 |b.
Ring of Feather Falling 1 - Clothes, Common 1 3b.
Crystal Ball of True Seeing 1 -- Crowbar 1 51b.
Mariner's Studded Leather 1 13 Ib. Tinderbox 1 11b.
Amulet of Protection 1 - Waterskin 1 51b.
Amulet of protection 1 - String 10 --
Ataka's Silver Rapier 1 2 lb. Potion of Healing (Greater) 1 0.51b.
WEIGHT CARRIED Dagger 1 1lb. Ball Bearings (bag of 1,000) 1,000 2 b.
99 |b. Shortbow 1 2 1b. Bell 1 -
ENCUMBERED Arrows 20 11b.
225 |b. Backpack 1 51b. Cloak of Elvenkind 1 -
PUSH/DRAG/LIFT Thieves' Tools 1 1lb. Ring of Feather Falling 1 -
450 |b. Leather 1 10 Ib. Crystal Ball of True Seeing 1 -

EQUIPMENT
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Increase your INT or WIS score by 1. If you can see a
creature's mouth while it is speaking a language you
understand, you can interpret what it's saying by
reading its lips. You have a +5 bonus to your passive
Perception and passive Investigation scores.

* Lucky « PHB-2024 201

Luck Points. You have 3 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 3/ Long Rest « Special

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS J
, \
Candle 5 -
Crowbar 1 51b.
Hammer 1 31b.
Lantern, Hooded 1 2 1b.
Oil (flask) 1 11b.
Piton 10 251b.
Rations (1 day) 2 4 1b.
Rope, Hempen (50 feet) 1 10 Ib.
Ruby 3 --
Diamond 2 --
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Female 25 Medium 511" 158
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Lavender Green Red
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

/The first thing | do in a new place is
note the locations of everything
valuable—or where such things could
be hidden.

PERSONALITY TRAITS
|~

oy
[ ~"1
Redemption. There’s a spark of good in
everyone. (Good)

IDEALS
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[N ~~"1
I'm guilty of a terrible crime. | hope | can
redeem myself for it.

BONDS
L~

o
[N "]
An innocent person is in prison for
a crime that | committed. I'm okay
with that.

"

\\ FLAWS //

| traveled here with my friends, we got drunk...
now that | am sober and awake, | can not find
them.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Warlock

SPELL SAVE DC

SPELL ATTACK
BONUS

—
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=== CANTRIPS === (At Will)
O Magic Stone Warlock +8 1BA  Touch V,S 1 minute EE 160 D: 1m, VIS
O Blade Ward Warlock -- 1A Self V,S Concenration, upto L minute - PHB-2024 247 D: 1m, V/S
O Thaumaturgy Infernal Legacy -- 1A 30 ft. \Y 1 minute PHB 282 D: 1m, V
O Mage Hand Eldritch Invocations - 1A 30 ft. V,S 1 minute free-rules 293 D: 1m, V/S
Q Eldritch Blast Eldritch Invocations +8 1A 120 ft. V,S Instantaneous  free-rules 267  Count: 2, V/S
O True Strike Eldritch Invocations +8 1A Self S,M Instantaneous  free-rules 336  S/M
=== 1st LEVEL === 2 Pact OO
O Speak with Animals [R] Warlock -- 1A Self V.S 10 minutes free-rules 318 D: 10m, V/S
O Witch Bolt Warlock +8 1A 60 ft. V,S,M  concentiation, upro 1 minwee - PHB-2024 343 D: 1m, V/S/M
O Hellish Rebuke Warlock DEX 16 1R 60 ft. V.S Instantaneous  free-rules 284 /S
O Jump Eldritch Invocations -- 1BA Touch V,S,M 1 minute free-rules 200 D: 1m, V/S/M
O Detect Magic [R] Eldritch Invocations -- 1A Self/30 ft. Sphere  V,S Concenration, upto 10 minutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Comprehend Languages [R] Eldritch Invocations - 1A Self V,S,M 1 hour free-rules 252 D: 1h, V/S/IM
===2nd LEVEL ===
O Hellish Rebuke Infernal Legacy DEX 16 1R 60 ft. V,S Instantaneous  PHB 250  1/LR, V/S
O Darkness Infernal Legacy - 1A 60 ft./15 ft. Sphere  V/,M concentranon, upo 1omnues - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
=== 5th LEVEL ===
O Scrying Crystal Ball of True Seeing WIS 17 10m  Self V,S,M  concentaion.wprosominwes  PHB 273 D: 10m, V/S/M
R SPELLS N
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