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Rogue 1 Vrii
CLASS & LEVEL PLAYER NAME
Half-EIf Criminal / Spy (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
— ——
N
Strength \ /7 \
Dexterit ARMOR Max HP Current HP Temp HP |
exterity
Constitution +3 14 9 —
Intelligence
Wisdom INITIATIVE CLASS \§ HIT POINTS /
Charisma / y, " , \
1d8 successes O=O=0O
[ DEXTERITY
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
+ 3 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
[CONSTITUTION] O _*3 Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS - - .
| o o Anima Handling wis j Crossbow, Hand, Longsword, Rapier,
O +2 Arcana INT ~ Shortsword, Simple Weapons
® +1  Athletics STR = —r === TOOLS ===
® _+5 Deception CHA ABILITY SAVE DC | Disguise Kit, Playing Card Set, Thieves'
pom— PN Tools
N —— O _+2_ History INT
INTELLIGENCE
® +2 Insight wis 7% N === LANGUAGES ===
+2 O +3 Intimidation CHA 30 ft. (Walking) Common, Dwarvish, Elvish
ntimiaation
O _+2_ Investigation INT
O +0 Medicine wis \ SPEED /
O +2 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y ® =+ Perception wis , N\
O _+3  Performance CHA === ACTIONS ===
+ O _ Standard Actions
® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
2 ) .
Q O _#2_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
> 3 ® _*7_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+5 Stealth DEX === SPECIAL ===
f CHARISMA ) > . Sneak Attack
® 2 Survival wis Once per turn, you can deal an extra 1d6 damage
+3 ) 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
o another enemy of the target is within 5 ft. of it, that
R enemy isn't incapacitated, and you don’t have
disadvantaae on the attack roll.
\ SKILLS J ACTIONS )
74 <\
12 PASSIVE WISDOM (PERCEPTION) Rapier +5 1d8+3 Piercing Martial, Finesse
Unarmed Strike +1 0 Bludgeoning
12 PASSIVE WISDOM (INSIGHT)
12 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES 3

'WEAPON ATTACKS & CANTRIPS
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Rogue 1 Vrii
CLASS & LEVEL PLAYER NAME
Half-EIf Criminal / Spy (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
//
=== ROGUE FEATURES === * Skill Versatility « PHB 39

You gain proficiency in two skills of your choice.
* Hit Points « PHB 95

* Languages * PHB 39
* 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 ===

* Ability Score Increase « PHB 39

* Darkvision « PHB 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « PHB 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

FEATURES & TRAITS
Leather 1 10 Ib. Oil (flask) 2 2 |b.
Rapier 1 21b. Rations (1 day) 5 10 Ib.
Shortbow 1 21b. Tinderbox 1 11b.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Arrows 20 11b. Thieves' Tools 1 11b.
Backpack 1 51b. Clothes, Common 1 31b.
Ball Bearings (bag of 1,000) 1,000 2 lb.
String 10 -
WEIGHT CARRIED Bell L -
735 Ib. Candle 1 -
ENCUMBERED Crowbar 2 10 Ib.
120 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Piton 10 2.51b.
240 Ib. Lantern, Hooded 1 2 1b.
\ EQUIPMENT




— —
Male 20 Medium 58 135
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Tymora pale green brown, short a
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ , \
( 7 . — N\
| don’t pay attention to the risks in
a situation. Never tell me the odds.
| would rather make a new friend
than a new enemy.
PERSONALITY TRAITS
L~ 1
[ "]
Charity. | steal from the wealthy so that | can
help people in need. (Good)
IDEALS
L~ 1
[ "]
Someone | loved died because of a
mistake | made. That will never
happen again.
BONDS
L~ 1
[N "]
If there’s a plan, I'll forget it. If | don’t
forget it, I'll ignore it.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
\ /4 /4

An orphan, friendly with his peers. Formed a
friendship, then a partnership with another orphan,
Mara. Together they used their wits, skills, and
quick hands to trick, hustle, and rob those who
seemed like they could afford the loss, and used
their gains to improve their own lot and that of the
people around them, all in the name of Tymora.

Looking back, it seems inevitable to Ty that their
luck would fail them. A particularly ambitious plan
failed, and Mara was killed. All he has left of their
partnership is her lucky coin, their shared dreams,
and a determination to somehow come into
enough money to ensure that nobody else is
forced to take the risks that he has to make their
way off the streets.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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