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O _+0_ Strength \ /7
(_\' ARMOR Max HP Current HP Temp HP
STRENGTH \ ® _+5 Dexterity
+1  Constitution +3 14 2 1 —_
+5 _ Intelligence
+2_ Wisdom INITIATIVE A \ HIT POINTS
+1  Charisma / y, " ,
3d8 successes O=O=0O
DEXTERITY FAILURES O=O=O
1 7 \§ DEFENSES \ HIT DICE \ DEATH SAVES
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y, \ — Light Armor
[CONSTITUTION] O +3 Acrobatics DEX \ N o WEAPONS ==
. ) PROFICIENCY BONUS - - .
12 | @ ++ Animal Handiing wis j Crossbow, Hand, Longsword, Rapier,
O +3 Arcana INT Z Shortsword, Simple Weapons
O +0  Athletics STR = —r === TOOLS ===
® _+3  Deception CHA ABILITY SAVE DC | Thieves' Tools, Tinker's Tools
o — —
J\ +3  History INT ——— J—
INTELLIGENCE LANGUAGES ; .
® _+4  Insight wis 7 N Common, Common Sign Language, Goblin,
30 ft. (Walkin Thieves’ Cant
16 O +1 Intimidation CHA ( 9)
O _*3  Investigation INT
’@ O _+2 Medicine wis \ SPEED 74
O +3 Nature INT ) PROFICIENCIES & TRAINING
I wispom ® _+6_ Perception WIS , \
O _+1_ Performance CHA === ACTIONS === force someone to make a saving throw.
l 4 _ Standard Actions
® _*3_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Steady Aim
O 3 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, As a bonus action, you give yourself advantage on
Grapple, Shove, Improvise, Two-Weapon Fighting, your next attack roll on the current turn. You can use
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence this bonus action only if you haven’t moved during this
turn, and after you use the bonus action, your speed is
® _*7_ Stealth DEX === BONUS ACTIONS === 0 until the end of the current turn.
\ CHARISMA ) 2 . Cunning Action
O 2 Survival wis You can take a bonus action on each of your turns === SPECIAL ===
12 O to take the Dash, Disengage, or Hide action. Sneak Attack
- Once per turn, you can deal an extra 2d6 damage
O Hidden Step « 2 / Long Rest to one creature you hit with an attack with a finesse or
o As a bonus action, you can magically turn invisible ranged weapon if you have advantage on the attack
e — 2 times per long rest. This lasts until the start of your roll. You don’t need advantage on the attack roll if
next turn or until you attack, make a damaae roll, or another enemy of the taraet is within 5 ft. of it, that
\ SKILLS J ACTIONS )
74 <\
16 PASSIVE PERCEPTION Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Rapier +5 1d8+3 Piercing Martial, Finesse, Vex
14 PASSIVE INSIGHT
Shortbow +5 1d6+3 P|erc|ng Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
13 PASSIVE INVESTIGATION : .
Unarmed Strike +2 1 Bludgeoning
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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 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.

| 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

| 1 Bonus Action
* Roguish Archetype « PHB 96
| Arcane Trickster

* Spellcasting « PHB 98
You can cast known wizard spells using INT as your
spellcasting modifier (Spell DC 13, Spell Attack +5).

* Mage Hand Legerdemain « PHB 98

When you cast mage hand, you can make the spectral
hand invisible, stow or retrieve objects, or use thieves’
tools to pick locks and disarm traps at range. You can
disguise this with a Sleight of Hand check, and you
can use the bonus action granted by your Cunning
Action to control the hand.

=== FIRBOLG SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.
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* Speed ¢« MotM 15
Your walking speed is 30 ft.

* Firbolg Magic « MotM 15

Once per long rest, you can cast detect magic and
disguise self. When you use this version of disguise
self, you can seem up to 3 ft. shorter or taller. You can
also cast these spells using any spell slots you have.
Your spellcasting modifier is either Intelligence,
Wisdom, or Charisma (choose when you select this
race).

| Charisma «
Your spellcasting ability is Charisma.

* Hidden Step * MotM 15

As a bonus action, you can magically turn invisible 2
times per long rest. This lasts until the start of your
next turn or until you attack, make a damage roll, or
force someone to make a saving throw.

| 2/Long Rest ¢ 1 Bonus Action

* Powerful Build « MotM 15

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Speech of Beast and Leaf « MotM 15

You can communicate in a limited manner with Beasts,
Plants, and vegetation. They can understand your
words but you cannot understand them in return. You
have advantage on all CHA checks to influence them.

* Steady Aim « TCoE 62 | Special
As a bonus action, you give yourself advantage on * Creature Type * MotM 15
your next attack roll on the current turn. You can use You are a Humanoid.
this bonus action only if you haven't moved during this
turn, and after you use the bonus action, your speed is * Size « MotM 15
0 until the end of the current turn. You are Medium.
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.
Shortbow 1 2 1b. Piton 10 251b.
Rapier 1 2 lb. Rations (1 day) 5 10 Ib.
Arrows 20 1lb. Rope, Hempen (50 feet) 1 10 Ib.
Backpack 1 5 lb. Tinderbox 1 1lb.
Clothes, Traveler's 1 4 1b. Waterskin 1 51b.
Pouch 1 11b. String 10 --
Tinker's Tools 1 10 Ib.
WEIGHT CARRIED
805 Ib Thieves' Tools 1 11b.
ENCUMBERED Ball Bearings (bag of 1,000) 1,000 2 lb.
330 Ib. Bell 1 -
PUSH/DRAG/LIFT Candle 5 -
660 Ib. Crowbar 1 5 lb.
EQUIPMENT J
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While others spent their childhood dreaming of
fairytales, Zodu, a firbolg who lived in the woods
spent his dreaming of villages, towns, and cities.
He heard his tales from rangers, hunters, trappers,
and lumberjacks. And sometimes even from the
many travellers who passed through the woods on
their way to and from settlements.

One of those travellers was a goblin adventurer
named Wiley. They became fast friends and Zodu
learned many things from Wiley. How to speak
goblin, use Tinker's tools, and even a little magic.
Eventually Wiley became homesick and invited
Zodu to join him in the city and even got him a job
as a Tinker.

Zodu first joined the Tinker's Guild and through
exposure to some of Wiley's shady friends ended
up joining the Thieves' Guild. The Guild had made
a deal for pardons and gold in exchange for
‘volunteers.' Zodu was one of these 'volunteers'
and after some training as a Rogue he received
special training as an Arcane Trickster. Apparently
the army was taking all kinds of soldiers to fight
against the goblins.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Mage Hand Rogue -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Toll the Dead Rogue WIS 13 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
O Light Rogue DEX 13 1A Touch/20 ft. Sphere  \/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM

=== 1st LEVEL === 2 Slots OO
O Sleep Rogue -- 1A 90 ft/20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/S/M
QO silent Image Rogue - 1A 60 ft./15 ft. Cube V,S,M  concenvaion, wproromines  PHB 276 D: 10m, 15 ft. Cube, V/S/M
O Fog Cloud Rogue - 1A 120 ft./20 ft. Sphere  V/,S Concentration, upto thour - PHB 243 D: 1h, 20 ft. Sphere, VIS
O Detect Magic Firbolg Magic -- 1A Self/30 ft. Sphere  V,S Concenraiion, iprolominutes - PHB 231 1/LR, D: 10m, 30 ft. Sphere, V/S
P Detect Magic Firbolg Magic (Always Prepared) -- 1A Self/30 ft. Sphere  V,S Concentration, up o 10 minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Disguise Self Firbolg Magic -- 1A Self V.S 1 hour PHB 233  1/LR, D: 1h, VIS
P Disguise Self Firbolg Magic (Always Prepared) -- 1A Self V,S 1 hour PHB 233 D: 1h, VIS
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