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and magic can't put you to sleep
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K SAVING THROW'S )
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
[CONSTITUTION] ® 5 Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS - - .
| o 2 Animal Handiing wis j Crossbow, Hand, Longsword, Rapier,
O +1 Arcana INT ~ Shortsword, Simple Weapons
® +5 Athletics STR = —r === TOOLS ===
O _+0_ Deception CHA ABILITY SAVE DC | Thieves' Tools
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® _+5 Insight wis 7 N Abyssal, Common, Elvish, Infernal, Sylvan,
30 ft. (Walkin Thieves’ Cant
+ 1 ® +2 Intimidation CHA ( 9)
® _+3  Investigation INT
’@ O +1  Medicine wis \ SPEED /
O +1 Nature INT PROFICIENCIES & LANGUAGES
r WISDOM Y O # Perception wis \
QO _+0  Performance CHA === ACTIONS ===
+ 1 _ Standard Actions
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
3 ) .
® 13 Religion INT Opportunity Attack, Grapple, Shove, Improvise,
O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+5 Stealth DEX === SPECIAL ===
f CHARISMA ) 3 . Sneak Attack
® 8 Survival wis Once per turn, you can deal an extra 1d6 damage
+O ) to one creature you hit with an attack with a finesse or
- ranged weapon if you have advantage on the attack
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disadvantaae on the attack roll.
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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 ===

* 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.

=== FEATS ===

* Grappler « BR 167

You have advantage on attack rolls against a creature
you are grappling. You can use your action to try to pin
a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
restrained until the grapple ends.

| Grappling Pin: 1 Action
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EQUIPMENT

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.
Shortsword 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Shortsword 1 2 1b. Tinderbox 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Chest 1 25 Ib. String 10 -
Clothes, Common 1 31b. Crowbar 1 51b.
Thieves' Tools 1 11b. Hammer 1 31b.
WEIGHT CARRIED Ball Bearings (bag of 1,000) 1,000 2 lb. Holy Water (flask) 1 1lb.
113 Ib. Bell 1 - Manacles 1 6 Ib.
ENCUMBERED Candle 5 -
0 lb. Crowbar 1 51b.
PUSH/DRAG/LIFT Hammer 1 3 1b.
0 Ib. Lantern, Hooded 1 2 1b.
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ADDITIONAL FEATURES & TRAITS
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Mirror, Steel

Oil (flask)
Tinderbox
Torch

Stake (Wooden)

Holy Symbol

© W

0.5 Ib.
11lb.
11lb.
31b.

ADDITIONAL EQUIPMENT




— —
Female 28 Medium 5'4" 115
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Fair toned Bright gold, like Shoulder leng
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

/

/Igenerally like to partake in heavy
partying as a way of coping with my
past and present, knowing that | am
likely being hunted down.

PERSONALITY TRAITS
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| try to help those in need, no matter

what it may cost me. Keeping the

people around me safe is most
IDEALS
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| can't escape the guilt that torments

me. I'm determined to right those

wrongs, whether it redeems me or
BONDS

L~ —~
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| assume the worst in people at first and am always on the

defensive.

Despite longing for companionship and a sense of family, | refuse

to let people get too close because | believe death follows me and
will take them too.
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