D&D
1B ENOINID)

e — —
Rogue 20 TimTheBlueMan
: CLASS & LEVEL PLAYER NAME
Tim, OSR, The Black Cat Tavern
Variant Human Acolyte (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
————— ———
o N
ﬁ) +2_ Strength \ 7/ \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ ® _+10 Dexterity

O _+1_ Constitution +4 14 139 -
© _+9  Intelligence

© +5 Wisdom INITIATIVE CLASS HIT POINTS

o

+4  Charisma

20d8 successes O=O=0O
raitures OO0

\ DEFENSES \ HIT DICE \ DEATH SAVES J
=== ARMOR ===
y \ =N Light Armor
O _+4  Acrobatics DEX \ AN
- === WEAPONS ===

PROFICIENCY BONUS

L SAVING THROWS ), INSPIRATION j ]

o 1 Anima Handling wis Crossbow, Hand, Firearms, Longsword,

Rapier, Shortsword, Simple Weapons

O +3 Arcana INT

{1
(

O +2  Athletics STR === TOOLS ===
® +10 Deception CHA ABILITY SAVE DC | Thieves' Tools
_g— _gu—
O 13 History INT === LANGUAGES ===
® _+5  Insight wis 7 N Common, Dwarvish, Elvish, Primordial,
30 ft. (Walkin Thieves’ Cant
O _*+4 Intimidation CHA ( 9)
O _*3  Investigation INT
O -1 Medicine wis \ SPEED /
O +3 Nature INT y PROFICIENCIES & LANGUAGES
O 1 Perception wis , \
® +16 Performance CHA === ACTIONS === take the Use an Object action.
) Standard Actions
® _+10 Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, === REACTIONS ===
® +9 Religion INT Help, Hide, Ready, Search, Use an Object, Uncanny Dodge
g Opportunity Attack, Grapple, Shove, Improvise, When an attacker that you can see hits you with an
® +16 Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object attack, you can use your reaction to halve the attack’s
damage against you.
QO _+4 Stealth DEX === BONUS ACTIONS ===
\ CHARISMA ) 1 . Cunning Action ) :::. SPECIAL ===
® L Survival wis You can take a bonus action on each of your turns Reliable Talent
+4 O to take the Dash, Disengage, or Hide action. Whenever you make an ability check that lets you
- add your proficiency bonus, you can treat a d20 roll of
O Fast Hands 9 or lower as a 10.
o You can use the bonus action granted by your
- Cunning Action to make a Sleight of Hand check, use Sneak Attack
vour thieves’ tools to disarm a trap or open a lock, or Once per turn, vou can deal an extra 10d6 damaae
\ SKILLS / \ ACTIONS )
r // \\
9 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +8 3 Bludgeoning
15 PASSIVE WISDOM (INSIGHT)
13 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N WEAPON ATTACKS & CANTRIPS y




Tim, OSR, The Black Cat Tavern

CHARACTER NAME

e — —
Rogue 20 TimTheBlueMan
CLASS & LEVEL PLAYER NAME
Variant Human Acolyte (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

7

=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96
Your proficiency bonus is doubled for any ability check
you make that uses any of the chosen proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 10d6 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 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

* Evasion « PHB 96

When you are subjected to an effect that allows you to
make a DEX saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.

* Supreme Sneak ¢« PHB 97
You have advantage on a Stealth check if you move
no more than half your speed on the same turn.

* Reliable Talent « PHB 96

Whenever you make an ability check that lets you add
your proficiency bonus, you can treat a d20 roll of 9 or
lower as a 10.

| Special
* Use Magic Device « PHB 97
You ignore all class, race, and level requirements on

the use of magic items.

* Blindsense « PHB 96

If you are able to hear, you are aware of the location of
any hidden or invisible creature within 10 ft. of you.

* Slippery Mind « PHB 96
You gain proficiency in Wisdom saving throws.

* Thief's Reflexes « PHB 97

If you're not surprised, you can take two turns during
the first round of any combat. You take your first turn
at your normal initiative and your second turn at your
initiative minus 10.

| Special

* Elusive « PHB 96
No attack roll has advantage against you while you
aren’t incapacitated.

* Stroke of Luck « PHB 97

Once per short rest, if your attack misses a target
within range, you can turn the miss into a hit.
Alternatively, if you fail an ability check, you can treat
the d20 roll as a 20.

| 1/ Short Rest » Special

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31

N

FEATURES & TRAITS
Leather 1 10 Ib. Hammer 1 31b.
Dagger 1 1lb. Lantern, Hooded 1 2 b.
Dagger 1 11b. Oil (flask) 2 2 1b.
Backpack 1 5 lb. Piton 10 2.51b.
Backpack 1 51b. Rations (1 day) 5 10 Ib.
Clothes, Common 1 31b. Rope, Hempen (50 feet) 1 10 Ib.
Brewer's Supplies 1 9 lb. Tinderbox 1 1lb.
Disguise Kit 1 3lb. Waterskin 1 51b.
Thieves' Tools 1 11b. String 10 --
WEIGHT CARRIED Amulet 1 11b. Bedroll 1 71b
114.8 Ib. Vestments 1 - Candle 5 -
ENCUMBERED Ball Bearings (bag of 1,000) 1,000 2 lb.
210 Ib. Bell 1 -
PUSH/DRAG/LIFT Candle 5 -
420 |b. Crowbar 1 5 lb.

EQUIPMENT
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You gain one feat of your choice.

=== FEATS ===

* Firearm Specialist « CR

You gain proficiency with Firearms. If you roll a misfire
on an attack with a firearm, you can use your reaction
to roll a d20. If the number rolled is higher than the
weapon’s misfire score, the firearm does not misfire.
You cannot use this feature of this feat again until you
complete a short or long rest. When you use the Attack
action and attack with a one-handed weapon, you can
use a bonus action to attack with a loaded firearm with
the light property you are holding.

| 1/ Short Rest

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS

\\

Clothes, Costume
Rations (1 day)
Waterskin

Disguise Kit

8 1Ib.
10 Ib.
51b.
31b.

ADDITIONAL EQUIPMENT
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Male 34 Medium 6'1" 212
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Ordo sub Rosa White Brown Brown
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
=== Allies === % . \
| quote (or misquote) sacred texts
Ordo sub Rosa, the patrons of The Black Cat and proverbs in almost every
Tavern situation.
- I can find common ground between
=== Organizations ===
PERSONALITY TRAITS
The Black Cat Tavern, Ordo sub Rosa -~ ]
[ "]
Change. We must help bring about
the changes the gods are constantly
working in the world. (Chaotic)
IDEALS
L~ 1
[ "]
| will do anything to protect the temple
where | served.
BONDS
L~ 1
[N "]
My piety sometimes leads me to blindly trust
those that profess faith in my god.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N\ FLAWS .
\ /4 AV /4

Tim is the Tavern Keeper of The Black Cat
Tavern, and member of Ordo sub Rosa. He is an
expert thief and performer. Once known as one of
the greatest thieves of Baligomingo, he had retired
when he became a father. Teaching his son
everything he knew about sleight of hand, and the
art of performance.

When his son, Cyrus, became of age and joined
an adventuring guild, Tim signed on to ensure his
son would be the next great Rogue, and
guarantee his acceptance into the Ordo sub Rosa.
Per Cyrus' request, Tim would have to remain
impartial to the quest and keep a distance.

While on their quest, the Man with Red Eyes set a
trap for the party ultimately killing everyone -
everyone that is except for Tim. Tim vowed to take
down the Man with Red Eyes but was unable to
find him. The Man had escaped.

After a 5 years of chasing down leads after the
Man, Tim had fallen into a drunken stupor and
depression. While in a tavern, Tim heard a familiar
voice from the end of the bar. Upon lifting his head
up, he watched in horror as the Man with Red
Eyes pierced the tavern keepers throats. Man after
man, and woman after woman, the Man with Red
Eyes made his slaughter through the bar before
ending in front of Tim. As Tim curled into the
corner trying to reach his dagger to make his
valiant strike, the Man with Red Eyes squatted
before him placing a puzzle box before. He
grabbed Tim's hand and placed it on the box. Tim
felt the box pierce his hand as blood began to pull
into the box. "I hear you've been looking for me.
Good luck." He said with a menacing grin as he
stood up and walked to the door. As he opened
the door to the tavern, he grabbed the torch from
the mantle and tossed it behind the bar. He turned
towards the door and collapsed.

CHARACTER BACKSTORY

The group that trapped Haxan is none other than the
Ordo sub Rosa - the Rogue order that Tim belongs
to. Anytime an order member enters the tavern Tim
must roll a constitution saving throw. If he succeeds
he remains Tim and serves the order member;
should he fail (anything under a 12), Haxan will take
over and attack.

Tim will attempt to help any young Rogue become a
better thief, especially if they attempt to steal from
him. He will show them how to improve their
technique, until they are able to properly steal from
him. Any young Rogue is a soft spot for him.

The Man with the Red Eyes is Feranmot- a Chaotic
Neutral god who destroys "fairly." If you can solve his
puzzle, the town will survive. If you fail, the box will
turn to stone, and the town will be raised.

Tim will often be asked by patrons of his exploits as
a thief. If he had been caught stealing, or been given
a reason to return the lot, he claims "l returned it. |
even left a note!" If he got away with the loot he only
claims he allegedly stole it, no one's ever found him
with it though.

Some jobs include:

Stealing from the Gold Dragon Llanwellyn
(succeeded).

Stealing the coronation scepter from the royal family
Bogan, in which he returned it to the twins because
they were hot. Emily Bogan was gorgeous, and Eren
Bogan was good with his hands ("l just wanted to
show him how to be better with them.")

ADDITIONAL NOTES /,

Any other heists attached to Tim is an allegation, and
he has yet to be convicted... unless it was in his best
interest.
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