DUNGEONS & DRAGONS®

Thorne Ironhelm's

CHARACTER NAME

[ DM INSPIRATION

I Bardic INSPIRATION

1 Max. camying capadty
Strength x 15
1bs U () ercumbered (x5)

Liquid COURAGE

\\

Rogue (1) Quandrix Student  Brolylnu

CLASS & LEVEL BACKGROUND PLAYER NAME

Wood EIf Chaotic Neutral

RACE ALIGNMENT EXPERIENCE POINTS

——
j Speed Bonus / .. . .. .
| I 35[ walk speed Darkvision: You have superior vision in

J 14 > . dark and dim conditions. You can see in
D ARMOR +2 Ly epeed dim light within 60 feet of you as if it were

CLASS,

STRENGTH

\
PROFICIENCY BONUS
j Second Wind O A
Bloodied OO0OO0OO0O0O0

INITIATIVE O

/

Swim Speed

gy

~
Climb Speed
74

[
y -
ﬂD o

o
O o
\ O Paralyzed Op
St th O A\ O Petrified (o)
ren )
e b Q Posoned O, ] 18 + (CONmod x LVL) =
+4  Dexterity Oy O Restrained O
O Silenced (O
+3_ Constitution oA O Sleep o)
N O Stunned o
(_H +3 Intelligence o . O Blinded Oh CURRENT HIT POINTS +
DEXTERITY - O Charmed O 4 TEMPORARY HIT POINTS
+1  Wisdom A O Deafened o' -
1 4 — o G O Frightened O || RESIStances:
i O Grappled oA
—2 Charisma O E O Incapacitated O
O Invisible O¢ |[I7
SAVING THROWS o o
’d
\ (@] (@] .
\ 0o o® |-
 S—— +4 Acrobatics Oa
CONSTITUTION H N\

®
©)
©
O
o
L
,(
Q@ (#1) Animal Handling O 1d8 successes O=O=0
16 @ +3  Arcana Obp raiures Q=00
Q@ 20 Athletics O
HIT DICE DEATH SAVES /
@, (+4.) Deception Oy
e A——— 1 Hi / N\
INTELLIGENCE QD L History o 7\ N
13 Q (#1) Insight OA Longsword +4 1d8 +(STRorDEX) = Slashing
Q *2.) Intimidation O Dagger +4 1d4 +(DEX) = Piercing
+1 i i
@ Q> Investigation o N Shortbow +4 1d6 +(DEX) = Piercing
@ (#1) Medicine (@)
C wispom | | ® *3 Nature o
T
12 @, (#3) Perception e ----CLASS---- Subclass
Q #2 Performance O | 1st | 2nd | 3rd | 4th | 5th | 6th | 7th | 8th | Oth|
A HORNONNONRORNORNORNEORROREON
:@; Q@ (#2) Persuasion O
Q) (1#1  Religion (@)
[ CHARISMA ] @ #6) Sleightof Hand O C
14 @ (#6) Stealth (@)
(2) +1 Survival OE
@ SKILLS J
PASSIVE WISDOM (PERCEPTIO@ <
A ATTACKS & SPELLCASTING Yy

Armor:
- Studded Leather 12 + Dex Modifier

Misc:
- Belt pouch containing your money
- Backpack - containing the following:

- A bottle of black ink - an abacus

] Languages (You can speak, read, and write):
Common, Elvish, & Dwarvish

Armor: Light armor

Weapons: Simple weapons, hand crossbows,
rapiers, longsword, shortsword, shortbow, and
longbow,

Tools: Thieves' tools, Smith's tools

) OTHER PROFICIENCIES & LANGUAGES

r - school uniform
- book of arcane theory
- Thieves' tools

- anink pen
- Smith's tools

Burglar's pack

- a bag of 1,000 ball bearings
- 10 feet of string

- a crowbar

- 10 pitons

- ahooded lantern

- 5 days rations

- 50 feet of hempen rope

-abell

- 5 candles

- a hammer

- 2 flasks of oil
- a tinderbox
- a waterskin
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bright light, and in darkness as if it were
dim light. You can't discern color in
darkness, only shades of gray.

Fey Ancestry: You have advantage on
saving throws against being charmed, and
magic can't put you to sleep.

Trance: Elves don't need to sleep. Instead,
they meditate deeply, remaining
semiconscious, for 4 hours a day. (The
Common word for such meditation is "
trance.") 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.

Mask of the Wild: You can attempt to hide
even when you are only lightly obscured
by foliage, heavy rain, falling snow, mist,
and other natural phenomena.

Sneak Attack: Once per turn, you can deal
an extra 1d6 damage to one creature you
hit with an attack if you have advantage on
the attack roll. The attack must use a
finesse or a ranged weapon.

- You don't need advantage on the attack
roll if another enemy of the target is within
5 feet of it, that enemy isn't incapacitated,
and you don't have disadvantage on the
attack roll.

Thieves' Cant: A secret mix of dialect,
jargon, and code that allows you to hide
messages in seemingly normal
conversation. Only another creature that
knows thieves' cant understands such
messages. It takes four times longer to
convey such a message than it does to
speak the same idea plainly.

- In addition, you understand a set of
secret signs and symbols used to convey
short, simple messages, such as whether
an area is dangerous or the territory of a
thieves' guild, whether loot is nearby, or
whether the people in an area are easy
marks or will provide a safe house for
thieves on the run.
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	ClassLevel: Rogue (1)
	Background: Quandrix Student
	PlayerName: BrolyInu
	CharacterName: Thorne Ironhelm's
	Race : Wood Elf 
	Alignment: Chaotic Neut♥ral
	XP: ►►○→
	STR: 10
	ProfBonus: +2
	AC: 14
	Initiative: +2
	STRmod: +0
	HPMax: 1d8 + (CONmod x LVL) =       
	ST Strength: 0
	DEX: 14
	HPCurrent: 
	DEXmod : +2
	CON: 16
	HDTotal: 1d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +3
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	INT: 13
	ST Dexterity: +4
	ST Constitution: +3
	ST Intelligence: +3
	ST Wisdom: +1
	ST Charisma: +2
	Acrobatics: +4
	Animal: +1
	Athletics: 0
	Deception : +4
	History : +1
	Insight: +1
	Intimidation: +2
	INTmod: +1
	Investigation : +1
	WIS: 12
	Arcana: +3
	Perception : +3
	WISmod: +1
	CHA: 14
	Nature: +3
	Performance: +2
	Medicine: +1
	Religion: +1
	Stealth : +6
	Persuasion: +2
	SleightofHand: +6
	CHamod: +2
	Survival: +1
	AttacksSpellcasting: ----CLASS---- Subclass

|  1st  |  2nd  |  3rd  |  4th  |  5th  |  6th  |  7th  |  8th  |  9th |
|  (0)  |   (0)   |   (0)  |  (0)  |   (0)  |  (0)   |  (0)  |  (0)   |  (0)  |










	Passive: 11
	CP: 
	ProficienciesLang: Languages (You can speak, read, and write): 

Common, Elvish, & Dwarvish





Armor: Light armor





Weapons:  Simple weapons, hand crossbows, rapiers, longsword, shortsword, shortbow, and longbow,





Tools: Thieves'  tools, Smith's tools
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Armor:

- Studded Leather 12 + Dex Modifier



Misc:

- Belt pouch containing your money

- Backpack - containing the following:

- A bottle of black ink                  - an abacus 

- school uniform                          - an ink pen

- book of arcane theory              - Smith's tools

- Thieves'  tools                          



Burglar's pack

- a bag of 1,000 ball bearings      - a bell

- 10 feet of string                         - 5 candles

- a crowbar                                  - a hammer

- 10 pitons                                   - 2 flasks of oil

- a hooded lantern                       - a tinderbox                

- 5 days rations                           - a waterskin

- 50 feet of hempen rope

- 
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	Features and Traits: Darkvision: You have superior vision in dark and dim conditions. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can't discern color in darkness, only shades of gray.



Fey Ancestry: You have advantage on saving throws against being charmed, and magic can't put you to sleep.



Trance: Elves don't need to sleep. Instead, they meditate deeply, remaining semiconscious, for 4 hours a day. (The Common word for such meditation is "trance.") 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.



Mask of the Wild: You can attempt to hide even when you are only lightly obscured by foliage, heavy rain, falling snow, mist, and other natural phenomena.



Sneak Attack: Once per turn, you can deal an extra 1d6 damage to one creature you hit with an attack if you have advantage on the attack roll. The attack must use a finesse or a ranged weapon.



- You don't need advantage on the attack roll if another enemy of the target is within 5 feet of it, that enemy isn't incapacitated, and you don't have disadvantage on the attack roll.



Thieves' Cant: A secret mix of dialect, jargon, and code that allows you to hide messages in seemingly normal conversation. Only another creature that knows thieves' cant understands such messages. It takes four times longer to convey such a message than it does to speak the same idea plainly.



- In addition, you understand a set of secret signs and symbols used to convey short, simple messages, such as whether an area is dangerous or the territory of a thieves' guild, whether loot is nearby, or whether the people in an area are easy marks or will provide a safe house for thieves on the run. 
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