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CLASS & LEVEL PLAYER NAME
Lightfoot Halfling Investigator (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
*2 13 10 -
INITIATIVE CLASS \ HIT POINTS J
/4 /7 \
1d8 successes O=O=0O
FAILURES( H >=< )
\§ DEFENSES \ HIT DICE DEATH SAVES )
INSPIRATION j === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
I — Disguise Kit, Thieves' Tools
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Halfling
/ N\
25 ft. (Walking)
A SPEED )
PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Fey Presence ¢ 1/ Short Rest

Once per short rest, as an action, you can cause
each creature in a 10-ft. cube from you to make a WIS
saving throw (DC 13) or become charmed or
frightened by you (your choice) until the end of your
next turn.

74

ACTIONS
4 N
10 PASSIVE WISDOM (PERCEPTION) Crossbow, light +4 1d8+2 Piercing  smele. Ammuniion, Loading, Range, Two-Handed, Range (30/320)
12 PASSIVE WISDOM (INSIGHT Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
13 PASSIVE INTELLIGENCE (INVESTIGATION) Handaxe +1 1d6-1 Slashing Simple, Light, Thrown, Range (20/60)
Eldritch Blast +5 1d10 Force VIS
Unarmed Strike +1 0 Bludgeoning
SENSES LN WEAPON ATTACKS & CANTRIPS /
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ESTP Roscoe Tumbletoe

CHARACTER NAME

Warlock 1

CLASS & LEVEL

Lightfoot Halfling Investigator
RACE BACKGROUND

BrodyBerkhout
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=== WARLOCK FEATURES ===

* Hit Points « PHB 106
* Proficiencies * PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Archfey

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « PHB 108
Additional spells are added to the warlock spell list for
you.

* Fey Presence « PHB 109

Once per short rest, as an action, you can cause each
creature in a 10-ft. cube from you to make a WIS
saving throw (DC 13) or become charmed or
frightened by you (your choice) until the end of your
next turn.

| 1/ Short Rest « 1 Action

=== LIGHTFOOT HALFLING RACIAL TRAITS ===

* Lucky * BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness « BR 28
You can move through the space of any creature that
is of a size larger than yours.

* Naturally Stealthy « BR 28

You can attempt to hide even when you are obscured
only by a creature that is at least one size larger than
you.

EQUIPMENT

FEATURES & TRAITS
Lantern of Tracking 1 2 1b. Ink (1 ounce bottle) 1 --
Leather 1 10 Ib. Ink Pen 1 -
Dagger 1 11b. Parchment (one sheet) 10 --
Dagger 1 1lb. Little Bag of Sand 1 --
Handaxe 1 21b. Small Knife 1 -
Crossbow, light 1 5 lb.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
WEIGHT CARRIED Component Pouch 1 21b.
425 Ib. Healer's Kit 1 31b.
ENCUMBERED Magnifying Glass 1 --
120 Ib. Oil (flask) 1 11lb.
PUSH/DRAG/LIFT Pouch 1 11b.
240 |b. Book 1 5 Ib.
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Male 57 Small 2'10" 38
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Tyr - God of Jus Brown Brown Brown
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS
T 7 T T

/ N
/D\RECT — This perceptive skill isn't used for mind games — | prefer to \
communicate clearly, with direct and factual questions and answers. Things

are what they are.
PERCEPTIVE - This originality is helped by my ability to notice when
things change — and when they need to change! Small shifts in habits and
appearances stick out to me, and | use these observations to help create
connections with others.
PERSONALITY TRAITS
L~ ~~
[N ~"T]
IDEALS
L~ ]
[N ~~"T]
I use my cunning mind to solve
mysteries and find justice for those
who've been wronged.
BONDS
L~ ]
[N § - ~~"]
\\ FLAWS //

In the shadows of bustling cities and amidst the
intrigues of the feywild, my penchant for solving
mysteries has carved a unique path for me as a
private investigator. With a direct and perceptive
mind that left no room for mind games, | embraced
the chaos of my surroundings, using my cunning
intellect to weave through the intricacies of the
world.

My journey into the realm of investigations began
when a close friend was wrongfully accused of
murder. Unwilling to accept the injustice, | delved
into the mysteries hidden in the "Mere of Dead
Men," using my disguise and lock picking skills to
navigate the hidden corners where secrets
festered. My path less traveled often led me into
the midst of dangerous situations, but my deft
skills and ability to notice subtle shifts allowed me
to emerge unscathed.

With relentless determination, | uncovered the
truth, tracked down the actual killer, an undead
spirit from Thornhold, and proved my friend's
innocence. The success of this endeavor ignited a
passion within me for seeking justice, and |
officially began my career as a private investigator.
However, in order to succeed | had to make a pact
with an Archyfey to unlock access to tools |
needed. My methods were far from conventional; |
preferred action over lectures and hands-on
experience over sitting quietly.

My perceptive nature, combined with a talent for
noticing small changes, made me a force to be
reckoned with in the investigative world. | had a
knack for gaining access to people and places,
often using fast-talking, determination, and
official-looking documentation to get the
information | needed. Local law enforcement
viewed me as either a nuisance or one of their
own, depending on the circumstances, but none
could deny my efficacy in uncovering the truth.

My lightfoot halfling luck seemed to follow me like

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Warlock

SPELL SAVE DC SPELL ATTACK
BONUS
—
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=== CANTRIPS === (At Will)
QO Eldritch Blast Warlock +5 1A 120 ft. V,S Instantaneous  PHB 237 VIS
O Mage Hand Warlock -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
=== 1st LEVEL === 1PactO
O Expeditious Retreat <C> Warlock - 1BA  Self V,S Concentration, up o 10 minues  PHB 238 D: 10m, VIS
O Sleep Warlock -- 1A 90 ft/20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/S/M
SPELLS
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