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Rogue 3 kakemha
CLASS & LEVEL PLAYER NAME
Air Genasi Criminal / Spy (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
+3 14 21 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
3d8 successes O=O=0O
FAILURES( H >=< >
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INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Dice Set, Lyre, Thieves' Tools
=== LANGUAGES ===
/7 N Common, Primordial, Thieves’ Cant
30 ft. (Walking)
A SPEED )
) 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

=== 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 action.

=== SPECIAL ===
Sneak Attack

Once per turn, you can deal an extra 2d6 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.

\ ACTIONS

74

10 PASSIVE WISDOM (PERCEPTION)
10 PASSIVE WISDOM (INSIGHT)
13 PASSIVE INTELLIGENCE (INVESTIGATION)
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Unarmed Strike +0
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EQUIPMENT
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Rogue 3 kakemha
H CLASS & LEVEL PLAYER NAME
Asuga Fumiko
Air Genasi Criminal / Spy (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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=== ROGUE FEATURES === Cunning Action to make a Sleight of Hand check, use
your thieves’ tools to disarm a trap or open a lock, or
* Hit Points « PHB 95 take the Use an Object action.
* Proficiencies « PHB 95 | 1 Bonus Action
* Expertise « PHB 96 * Second-Story Work « PHB 97
Your proficiency bonus is doubled for any ability check Climbing no longer costs you extra movement, and
you make for two chosen proficiencies. [6th] Choose when you make a running jump, the distance you
two additional proficiencies. cover increases by +3 feet.
* Sneak Attack « PHB 96
Once per turn, you can deal an extra 2d6 damage to === AIR GENASI RACIAL TRAITS ===
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack * Unending Breath « EE
roll. You don’t need advantage on the attack roll if You can hold your breath indefinitely while you're not
another enemy of the target is within 5 ft. of it, that incapacitated.
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll. * Mingle with the Wind « EE
You can cast levitate (w/o material components) once
| Special per long rest. CON is your spellcasting ability.
* 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
FEATURES & TRAITS
Leather 1 10 Ib. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b.
Shortbow 1 2 1b.
Shortsword 1 2 1b.
Arrows 20 11b.
Backpack 1 51b.
Clothes, Common 1 31b.
Crowbar 1 51b.
Thieves' Tools 1 11b.
WEIGHT CARRIED
85.3 b Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 1lb.
0lb. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
0 Ib. Tinderbox 1 1lb.




—— —
Female 21 Medium 5'4 feet 110
GENDER AGE SIZE HEIGHT WEIGHT

Pale Pink Short White H
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CHARACTER APPEARANCE
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| always have a plan for what to do

The Party (to be added) when things go wrong.

I am always calm, no matter what

the situation. | never raise my voice

=== Allies ===

PERSONALITY TRAITS
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People. I'm loyal to my friends, not to
any ideals, and everyone else can
take a trip down the Styx for all |
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I'm rebelling against an old
boss

BONDS

()

|~
N

Messed up moral compass

ALLIES & ORGANIZATIONS N FLAWS .

A dagger, that's what she was, a materialized
spirit that was a dagger. She was raised in
Rivayle, she thought she materialized here, but it
was really in Vellsar. Ever since she could
remembered she was raised by Vortex, that wasn’t
his real name but a nickname she called him, she
would soon find out that he is Iceschillendrig’s
staff. He was like her father, hell he even named
her, Vortex trained her to become as assassin at
his and Iceschillendrig’s disposal. It was a good
life, she had everything she needed in return for
her being a trained killer. She thought she was
killing for a good cause, ridding all the bad people,
that turned out to be a lie, as she found out. She
now wanted to get back at them for years of
deception.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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===2nd LEVEL ===
QO Levitate <C> Mingle with the Wind CON 11 1A 60 ft. V,S,M  concentration, upto 10minutes - PHB 255 1/LR (Used), D: 10m, V/S/M
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