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H CLASS & LEVEL PLAYER NAME
ESFP Fiona Starshadow
Variant Human Gambler (Milestone)
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— ARMOR Max HP Current HP Temp HP |
STRENGTH i ® _+5 Dexterity
O +1 Constitution +3 14 9 S
© _+4 Intelligence
O +0 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +1 Charisma / y, , \
1d8 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 3 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S )
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, Longsword, Rapier,
O +2 Arcana INT ~ Shortsword, Simple Weapons
O -1 Athletics STR = —r === TOOLS ===
® _+3 Deception CHA ABILITY SAVE DC | Playing Card Set, Thieves' Tools
_g— _gu—
J—\ O _*2_ History INT o — J—
INTELLIGENCE LANGUAGE.S . . ,
® _+2  Insight wis 7% N Common, Dwarvish, Elvish, Thieves’ Cant
30 ft. (Walkin
+2 O _*1  Intimidation CHA ( 9)
® _*4  Investigation INT
’@ O +0 Medicine wis \ SPEED /
O +2 Nature INT PROFICIENCIES & LANGUAGES
' wispom Y ® =+ Perception wis N\
O _+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 ® _*7_ 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.
\ SKILLS / ACTIONS )
4 N
12 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
12 PASSIVEISDOM (NSIGHT) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Rapier +5 1d8+3 Piercing Martial, Finesse
14 PASSIVE INTELLIGENCE (INVESTIGATION) Shortbow +5 1d6+3 Piercing  simple, Ammunition, Range, Two-Handed, Range (80/320)
Unarmed Strike +1 0 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 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.

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

You gain proficiency in one skill of your choice.

* Feat » BR 31
You gain one feat of your choice.

=== FEATS ===

* Lucky « PHB 167

You have 3 luck points per long rest. Whenever you
make an attack roll, an ability check, or a saving throw
(or when an attack roll is made against you), you can
spend one to roll an additional d20 and you choose
which die to use. You can choose to spend luck points
after you roll the die, but before the outcome is
determined.

| 3/ Long Rest « No Action
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EQUIPMENT

* Skills « BR 31
FEATURES & TRAITS J
Lock of Trickery 1 -- Candle 5 --
Leather 1 10 Ib. Crowbar 1 51b.
Dagger 1 1lb. Hammer 1 31b.
Dagger 1 1lb. Lantern, Hooded 1 2 b.
Shortbow 1 2 1b. Oil (flask) 2 2 1b.
Rapier 1 2 lb. Piton 10 2.51b.
Arrows 20 1lb. Rations (1 day) 5 10 Ib.
Backpack 1 51b. Rope, Hempen (50 feet) 1 10 Ib.
Clothes, Fine 1 6 Ib. Tinderbox 1 11b.
WEIGHT CARRIED Healer's Kit 1 31b. Waterskin 1 51b.
75.5 Ib. Pouch 1 11b. String 10 --
ENCUMBERED Playing Card Set 1 -
120 Ib. Thieves' Tools 1 1lb.
PUSH/DRAG/LIFT Ball Bearings (bag of 1,000) 1,000 2 lb.
240 Ib. Bell 1 -
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Female 36
GENDER AGE

Medium
SIZE

Chaotic Neutral Tymora - Godde Tawny

ALIGNMENT FAITH

SKIN

5'6"
HEIGHT
Blue
EYES

—
135

WEIGHT
Black

HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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BOLD — | am not known for holding back. Wanting to experience
everything there is to experience, | don't mind stepping out of my
comfort zones when no one else is willing.

OBSERVANT — With all this focus on the here and now, on doing
and acting, it makes sense that | am a natural when it comes to
noticing real, tangible things and changes.
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BONDS

A patron once fronted me money in
exchange for a percentage of my
winnings. | owe them a debt of
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FLAWS

POOR LONG TERM PLANNER - In fact, | arely make detailed plans for the future. To me, things come as they
come, and | rarely bother with taking the time (0 lay out steps and consequences, with the belief that they could
change at any moment — even with things that can be planned.
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| grew up in Waterdeep, the “City of Splenders,"
the grandest and richest metropolis on the Sword
Coast. Born into a family of modest means, |
quickly learned to navigate the streets with a quick
wit and an even quicker hand. As a young kid, |
discovered my knack for games of chance, and
soon my reputation as a charismatic and daring
gambler spread throughout the city.

As a natural entertainer, | learned to embrace the
thrill of the moment, always seeking the next
exciting venture. | loved the spotlight, whether |
was dazzling a crowd with my sleight of hand or
charming my way into high-stakes games. My
boldness and observant nature allowed me to read
opponents like open books, making me a force to
be reckoned with at the gambling tables.

One fateful night, after a particularly successful
game of cards, | caught the eye of a mysterious
patron known only as Lady Seraphina. Intrigued
by my talents, she offered me a substantial sum of
money to fund my gambling endeavors in
exchange for a percentage of my winnings. I,
always living for the thrill, accepted the offer
without a second thought.

Under Lady Seraphina's patronage, my fortunes
soared. My reputation as a master of games
spread far and wide, and my pockets grew heavier
with each victory. However, my chaotic nature and
impulsive decisions soon caught up with me. A
series of ill-fated bets and extravagant purchases
left me deeply in debt to Lady Seraphina.

Realizing the gravity of my situation, | decided to
use my cunning and rogue skills to repay my debt.
I embarked on a series of daring heists and covert
missions, using my arcane trickster abilities to
outsmart my enemies. Despite my ability to
semingly shift between acts of good and evil, | was
not without a moral compass; | targeted only those
who could afford the loss and steered clear of
harming the innocent.
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