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=== ROGUE FEATURES ===
* Core Rogue Traits « free-rules 129

* Expertise  free-rules 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack  free-rules 129

Once per turn you can deal an extra 1d6 damage to
one creature you with with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn't
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| 1 Action
* Thieves’ Cant « free-rules 129
You know Thieves’ Cant and one other language of

your choice.

* Weapon Mastery e free-rules 129

=== HUMAN SPECIES TRAITS ===

* Creature Type ¢ free-rules 194
You're a Humanoid.

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages - free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases « free-rules

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===

* Tavern Brawler « PHB-2024 202

Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4
+1 Bludgeoning damage instead of the normal
damage of an Unarmed Strike.

Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a
1, and you must use the new roll.

Improvised Weaponry. You have proficiency with
improvised weapons.

Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also
push it 5 feet away from you. You can use this benefit
only once per turn.

| Enhanced Unarmed Strike: 1 Action
| Push: Special
* Weapon Mastery « PHB-2024 129

| Rapier (Vex) ¢
Vex. If you hit a creature with a Rapier and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Shortbow (Vex) ¢
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Shortbow): 1 Action

| Vex (Rapier): 1 Action

FEATURES & TRAITS
Leather 1 10 Ib. Bell 1 --
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 1lb. Waterskin 1 51b.
Shortbow 1 2 1b. Hooded Lantern 1 2 |b.
Rapier 1 2 1b. Candle 10 --
Clothes, Common 1 31b. Crowbar 1 51b.
Rope, Silk (50 feet) 1 5 lb.
Backpack 1 51b.
Quiver 1 1lb.
WEIGHT CARRIED Thieves' Tools 1 11b.
69 Ib. Arrows 20 11b.
ENCUMBERED ail 7 7 1b.
180 Ib. Ball Bearings 1,000 21b.
PUSH/DRAG/LIFT Rations 5 10 Ib.
360 Ib. Rope 1 51b.

EQUIPMENT




Male 34 Medium
GENDER AGE SIZE
Chaotic Neutral Talos - God of ¢ Dusky

ALIGNMENT FAITH SKIN
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5'9" 172
HEIGHT WEIGHT
One Green - Or Brown
EYES HAIR
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CHARMING- | am relaxed and warm, and my “live and let live”
attitude naturally makes me likable and popular.

PASSIONATE — Beneath my quiet shyness beats an intensely
feeling heart. When | am caught up in something exciting and
interesting, | can leave everything else in the dust.

N\

PERSONALITY TRAITS
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THE BEAUTY OF AN OPEN MIND | want to live in a world where me,
and everyone else, have the freedom to live as | see fit, without judgment.
| embrace a flexible, adaptable approach to life. Some people thrive on
strict schedules and routines, but not me. | take each day as it comes,
doing what feels right to me in the moment.
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IDEALS
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Ruthless pirates murdered my
captain and crewmates, plundered
our ship, and left me to die.

BONDS

N

ALLIES & ORGANIZATIONS N

FIERCLY INDEPENDENT — Freedom of expression is often

my’ top priority. Anything that interferes with that, like traditions
and hard rules, creates a sense of oppression for me. This can
make more rigidly structured academics and work a challenge.

N
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FLAWS //
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In the realm of endless seas and treacherous
waters, | sailed the open ocean under the flag of
freedom and chaos. | embraced a "live and let
live" attitude that made me a charming and likable
figure among the crew of the pirate ship | once
belonged.

My adventurous spirit and passion for the beauty
of an open mind led me to a life on the high seas. |
was particularly alert, my keen senses honed
through years of navigating stormy waters and
evading pursuers. My dexterous skills with a rapier
made me a formidable opponent in close combat,
and my proficiency in open-ocean navigation
ensured the success of many daring raids and
escapes.

However, the tides of fortune turned against me
one fateful night when ruthless pirates attacked
my ship. The brutal invaders murdered my captain
and crewmates, plundered our vessel, and
callously left me to die at sea. A fierce desire for
vengeance burned within me, fueled by the
memory of my fallen comrades and the injustice |
had suffered.

Surviving against the odds, | found myself washed
ashore on a distant island. My fiercely
independent nature and hatred for oppression
propelled me on a path of revenge. | embraced my
charming and relaxed demeanor, easily blending
into various ports and taverns to gather
information about the pirates who had wronged
me.

My passionate heart beat beneath a quiet
shyness, igniting with intensity when caught up in
exciting and interesting pursuits. My flexible,
adaptable approach to life allowed me to navigate
through the unexpected twists of fate, creating
cherished memories of spontaneous adventures. |
embodied the swashbuckling spirit, living for the
thrill of the moment.

CHARACTER BACKSTORY

Talos

Alignment: Chaotic Evil

Alternate Names: Stormlord, The Destroyer
Category: None

Domains: Tempest

Pantheon: FaerGnian

Symbol: Three lightning bolts radiating from a point

Talos is the dark side of nature, the uncaring and
destructive force that might strike at any time. He is
the god of storms, forest fires, earthquakes,
tornadoes, and general destruction. He counts the
ravager, the raider, the looter, and the brigand
among his followers. Those who favor him see life as
a succession of random effects in a sea of chaos, so
the devout should grab what they can, when they
can - for who can say when Talos will strike and
send them into the afterlife?

Talos is portrayed as a broad-shouldered, bearded
young man with a single good eye, the other covered
by a dark patch. He is said to carry a collection of
three staffs, made from the first tree cut down in the
world, the first silver smelted, and the first iron
forged. He uses these staffs to raise destructive
winds, cause terrible storms, and split the land in
acts of rage. The three lightning bolts of his holy
symbol represent these staffs, and when he vents
his wrath on the world, he is thought to hurl them
down from the sky as lightning strikes.

Although Talos is a popular deity, his name is
invoked more often out of fear than out of reverence.
He does have priests, mostly traveling doomsayers,
who warn of disasters to come and accept charity in
exchange for blessings of protection. Many of his
faithful wear a black eyepatch, even if both eyes are
intact.
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