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— ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity
O _+1_ Constitution +3 14 9 -
© _+4 Intelligence
O +0 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +1 Charisma / y, 98 , \
— Immunities - Magical Sleep successes OO0
DEXTERITY O=O=O
) FAILURES
Advantage against
+3 being charmed \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
[CONSTITUTION] (@ +5_ Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS - -
| o _+o Animal Handiing wis j Crossbow, Hand, Longbow, Longsword,
O +2 Arcana INT ~ Rapier, Shortsword, Simple Weapons
O -1 Athletics STR = —r === TOOLS ===
® _+3  Deception CHA ABILITY SAVE DC | Disguise Kit, Forgery Kit, Thieves' Tools
_g— _gu—
J—\ O _*2_ History INT o — J—
INTELLIGENCE LANGUA.GES ) ,
® _*2_ Insight wis 7 N Common, Elvish, Thieves’ Cant,
30 ft. (Walkin Undercommon
+2 O +1 Intimidation CHA ( 9)
® _+6_ Investigation INT
’@ O +0 Medicine wis \ SPEED /
O +2 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y ® =+ Perception wis , N\
QO _+1  Performance CHA === ACTIONS ===
+ O _ Standard Actions
O _*1_ 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 ® _*5_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+7 Stealth DEX === SPECIAL ===
f CHARISMA ) 0 . Sneak Attack
O 0 Survival wis Once per turn, you can deal an extra 1d6 damage
+ 1 ) 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
- enemy isn't incapacitated, and you don't have
disadvantaae on the attack roll.
\N SKILLS J ACTIONS )
7 N
12 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)
Rapier +5 1d8+3 Piercing Martial, Finesse
16 PASSIVE INTELLIGENCE (INVESTIGATION) Shortbow +5 1d6+3 Piercing  simple, Ammunition, Range, Two-Handed, Range (80/320)
Darkvision 60 ft. Unarmed Strike +1 0 Bludgeoning
SENSES L N\ WEAPON ATTACKS & CANTRIPS y




=== 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 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.

=== HIGH ELF RACIAL TRAITS ===

* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses « BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* EIf Weapon Training « BR 23
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Cantrip * BR 24
You know one cantrip of your choice from the wizard
spell list. INT is your spellcasting ability for it.

* Extra Language * BR 24
You can speak, read, and write one extra language of
your choice.
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FEATURES & TRAITS
Tankard of Sobriety 1 -- Crowbar 1 51b.
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, Fine 1 6 Ib. Waterskin 1 51b.
WEIGHT CARRIED Healer's Kit 1 31b. String 10 --
775 Ib. Disguise Kit 1 31b.
ENCUMBERED Thieves' Tools 1 11b.
120 Ib. Ball Bearings (bag of 1,000) 1,000 21b.
PUSH/DRAG/LIFT Bell 1 -
240 Ib. Candle 5 -
EQUIPMENT )
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Male 230 Medium 5' 106
GENDER AGE HEIGHT WEIGHT
Neutral Oghma - God 00 White Black White
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//RATIONAL — 1 pride myself on the power of my mind. I can reframe neavly\\
any challenge as an opportunity to hone my rational thinking skills and expand
my knowledge — and with this mindset, | can devise inventive solutions to
even the most arduous of problems.
INFORMED - | am devoted to developing rational, correct, and
evidence-based opinions. Rather than hunches or half-baked assumptions. |
base my conclusions on research and analysis. This gives me the conviction
PERSONALITY TRAITS
L~ 1
[ "]
P A THIRST FOR KNOWLEDGE - |
don't just learn new things for show. |
genuinely enjoy expanding the limits
IDEALS
L~ 1
[ "]
I come from a noble family, and one
day I'll reclaim my lands and title
from those who stole them from me.
BONDS
L~ 1
"]
DISMISSIVE OF EMOTIONS — Forme,ratnaly is K. But mofonl contextftn maters ore 0 some
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS Y
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In the lofty realm of the high elves, | am a paragon
of rationality and a devoted mastermind rogue.
From a noble lineage, my life was once adorned
with privilege and prosperity until the cruel hands
of a malevolent conglomerate snatched away my
birthright.
Avaricious cutthroats, disguised as lenders,
preyed upon my unsuspecting parents. Their
sinister terms demanded repayment at triple the
norm or the forfeiture of our ancestral lands.
Faced with a perilous ultimatum, my parents
chose to relinquish our cherished domain to save
our family from the clutches of death.
Haunted by the injustice inflicted upon my kin, my
mind became a crucible of determination. | vow to
unearth the nefarious conglomerate that robbed us
and bring their malevolence to an end. The stolen
lands and title shall be reclaimed, restoring honor
to my family name.
My devotion to rational thinking is unwavering,
transforming challenges into opportunities for
intellectual growth. | pride myself on informed
opinions, backed not by assumptions but by
meticulous research and analysis. This conviction
empowers me to stand resolute in the face of
dissent.
Yet, | find myself dismissive of emotions,
considering them secondary to rationality.
Impatience simmers within me when faced with
those who prioritize feelings over facts. In my
pursuit of justice, | must grapple with the
realization that emotions hold a power beyond the
realms of pure reason.
To navigate the shadows in my quest for
retribution, I've crafted a second identity—a mask
of deception complete with documentation,
acquaintances, and disguises. The art of forgery is
my ally, allowing me to manipulate the world
around me and delve deeper into the secrets that
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Minor Illusion Cantrip -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
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