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Advantage against being charmed,
and magic can't put you to sleep
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30 ft. (Walking)
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Shortsword, Simple Weapons
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Rogue 5 JasonM62872
CLASS & LEVEL PLAYER NAME
Half-EIf Charlatan (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
y
ARMOR Max HP Current HP Temp HP
+3 14 33 -
INITIATIVE CLASS \ HIT POINTS
1 (. 5ds 1
Immunities - Magical Sleep successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,

=== TOOLS ===
Disguise Kit, Forgery Kit, Poisoner's Kit,
Thieves' Tools

=== LANGUAGES ===
Common, Elvish, Thieves’ Cant, Yeti

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Cunning Action

You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

=== REACTIONS ===
Uncanny Dodge

When an attacker that you can see hits you with an
attack, you can use vour reaction to halve the attack’s

damage against you.

=== SPECIAL ===
Sneak Attack

Once per turn, you can deal an extra 3d6é 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.

74

SENSES

ACTIONS
7 N
11 PASSIVE PERCEPTION Dagger +6 1d4+3 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
1 - Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Shortbow +6 1d6+3 Piercing Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
16 PASSIVE INVESTIGATION Shortsword +6 1d6+3 Piercing Martial, Finesse, Light, Vex
Darkvision 60 ft. Unarmed Strike +5 3 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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CLASS & LEVEL PLAYER NAME
Half-EIf Charlatan (Milestone)
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=== ROGUE FEATURES === poisoner’s kit.
* Hit Points « PHB 95 * Assassinate « PHB 97
You have advantage on attack rolls against any
* Proficiencies « PHB 95 creature that hasn't taken a turn in the combat yet, and
any hit you score against a creature that is surprised is
* Expertise « PHB 96 a critical hit.
Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose * Ability Score Improvement « PHB 96
two additional proficiencies.
* Uncanny Dodge * PHB 96
* Sneak Attack « PHB 96 When an attacker that you can see hits you with an
Once per turn, you can deal an extra 3d6 damage to attack, you can use your reaction to halve the attack’s
one creature you hit with an attack with a finesse or damage against you.
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if | 1 Reaction
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. === HALF-ELF SPECIES TRAITS ===
| Special * Ability Score Increase * BR 39
Your Charisma score increases by 2, and two other
* Thieves’ Cant « PHB 96 ability scores of your choice increase by 1.
You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in * Darkvision * BR 39
seemingly normal conversation. It takes four times You can see in darkness (shades of gray) up to 60 ft.
longer to convey such a message than it does to
speak the same idea plainly. * Fey Ancestry * BR 39
You have advantage on saving throws against being
* Cunning Action « PHB 96 charmed, and magic can’t put you to sleep.
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action. * Skill Versatility « BR 39
You gain proficiency in two skills of your choice.
| 1 Bonus Action
* Roguish Archetype « PHB 96 === FEATS ===
| Assassin * Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by
* Bonus Proficiencies « PHB 97 1.
You gain proficiency with the disguise kit and the
FEATURES & TRAITS
Bag of Holding 1 5 lb. Hammer 1 31b.
Leather 1 10 Ib. Lantern, Hooded 1 2 |b.
Dagger 1 11b. Oil (flask) 2 2 1b.
Dagger 1 1lb. Piton 10 2.51b.
Shortbow 1 2 1b. Rations (1 day) 5 10 Ib.
Shortsword 1 21b. Rope, Hempen (50 feet) 1 10 Ib.
Arrows 20 11b. Tinderbox 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Clothes, Fine 1 6 Ib. String 10 --
Disguise Kit 1 31b.
WEIGHT CARRIED
795 Ib Thieves' Tools 1 11b.
ENCUMBERED Ball Bearings (bag of 1,000) 1,000 2 lb.
225 |b. Bell 1 -
PUSH/DRAG/LIFT Candle 5 -
450 |b. Crowbar 1 5 lb.
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Woman 29 Medium 5'7" 180
GENDER AGE SIZE HEIGHT WEIGHT
Neutral White Hazel Brown
ALIGNMENT FAITH SKIN EYES HAIR
— —
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Flattery is my preferred trick for getting
what | want.
| pocket anything | see that might have
some value.
PERSONALITY TRAITS
L~ 1
[ "]
IDEALS
L~ 1
[ "]
BONDS
L~ 1
[N "]
I'm convinced that no one could ever fool me
the way | fool others.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS Y
\ /4 AV /4

-From The Whale Bones archipelago

-Varellia Coraltide

-Mother died during a famine on the island causing
an intrinsic hatred of the giants we give our food
to; father sailed away and never returned

-Stole a Roc egg from the storm giants as a way to
rebel from the giants because of the unfairness of
giving them a ration of what little food can be
produced on the island (age 24)

-Families had little food and a portion was being
used to pay off the storm giants so they

would not attack and yet their rocs would steal our
cattle

-Raised the Roc in the only available large space
that an islander could access: the abandoned lair
of Tauntzoth, the bronze dragon for one year
-Named Kadara, the Roc was a rare white
feathered beast. Due to the coloring, it was only
safe to fly her on misty days so as not to be
spotted by the giants looking for their missing bird
-On a misty morning, unexpected winds pushed
the mist out early, causing us to be spotted over
the sea of swords by giants and attacked

-| fell into the sea with my roc, but a fishing boat
found me and brought me to Waterdeep. | believe
my Kadara to be dead

-When | arrived in Waterdeep, | renamed myself
Elle after my late mother, Elleryn, to keep myself
safe from the storm giants

-1 often wonder what happened to my people, if
the giants ever took out their anger on those who
were left

-1 make my livelihood stealing to try to come up
with the funds to make my way back to The Whale
Bones to destroy the storm giants. However | have
realized that | need to develop more skills if | plan
to take my island back. Due to my alignment, | am
indifferent of the troubles people face on this
continent because my main focus is my
archipelago

-1 tell people | am from the island of Orlumbor,
raised by a widowed fisherman only if they ask

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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