LIGNMENT
A\N

> PROFICIENCY BONUS>>

&S
L

S

@

e

Lawful Evil E

o

7

\‘)’

\*++++ CHARACTERNAME ++++)

.
30ft

3

: BACKGROUND

3 Rogue (Inquisitive)

Goal is to escape the Blacklist and
search Sunwood for my parents, secured
transport for me and my friends

[ ARMOR CLASS \ ‘ INITIATIVE |
' 7

Vv

+2

History (Int)
Insight (Wis)
Intimidation (Cha)

Investigation (Int)
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Medicine (Wis)

1

CHARISMA
Nature (Int)

Perception (Wis)

Performance (Cha)

Persuasion (Cha)
Religion (Int)

Slight of Hand (Dex)
Stealth (Dex)
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Survival (Wis)
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%Infernal Legacy. You know the thaumaturgy cantrip.

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

Hellish Resistance. You have resistance to fire
damage.
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Once you reach 3rd level, you can cast the hellish
rebuke spell as a 2nd-level spell with this trait; you
regain the ability to cast it when you finish a long
rest. Charisma is your spellcasting ability for these
spells.
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Sneak Attack: Once per turn, deal +2d6
extra damage to one creature hit if attack
with advantage using finesse or ranged
weapon. Don't need advantage if an
enemy of the target is within 5 feet of it,
enemy isn't incapacitated, and you don't
have disadvantage on attack.

ATTACKS AND SPELLCASTING
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- Leather Armour (11+Dex)

- Thieves' tools (lockpicks,

s,small file and pliers, tiny

mirror)

- Belt pouch

- Set of common clothes

- Small knife

>- Map of Sunwood
(Location near docks

marked)

- Two red candles
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Ear for Deceit

When you choose this archetype at 3rd
nJevel, you develop a talent for picking

<v>0ut lies. Whenever you make a Wisdom

(Insight) check to determine whether a

creature is lying, treat a roll of 7 or

lower on the d20 as an 8.

Eye for Detail

Starting at 3rd level, you can use a
A\bonus action to make a Wisdom
>(Perception) check to spot a hidden
creature or object or to make an
Intelligence (Investigation) check to
uncover or decipher clues.
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Insightful Fighting
At 3rd level, you gain the ability to

N

<:>> <,>§eupher an opponent's tactics and

evelop a counter to them. As a bonus
action, you can make a Wisdom
(Insight) check against a creature you
can see that isn't incapacitated,
contested by the target's Charisma
(Deception) check. If you succeed, you
can use your Sneak Attack against that

\

N

<A>> <ﬁ>target even if you don't have advantage

\7on the attack roll, but not if you have
disadvantage on it.

This benefit lasts for 1 minute or until
you successfully use this feature
against a different target.
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	Player Name: 
	Experience Points: 
	Background: Urchin
	Class & Level: 3 Rogue (Inquisitive)
	Ancestry: Half Tiefling/Elf (Female 17)
	Flaws: The search for truth is unending
	Bonds: Family is the one you make
	Equipment: - Leather Armour (11+Dex)

- Thieves' tools (lockpicks, small file and pliers, tiny mirror)

- Belt pouch

- Set of common clothes

- Small knife

- Map of Sunwood (Location near docks marked)

- Two red candles
	Features and Traits: Ear for Deceit

When you choose this archetype at 3rd level, you develop a talent for picking out lies. Whenever you make a Wisdom (Insight) check to determine whether a creature is lying, treat a roll of 7 or lower on the d20 as an 8.



Eye for Detail

Starting at 3rd level, you can use a bonus action to make a Wisdom (Perception) check to spot a hidden creature or object or to make an Intelligence (Investigation) check to uncover or decipher clues.



Insightful Fighting

At 3rd level, you gain the ability to decipher an opponent's tactics and develop a counter to them. As a bonus action, you can make a Wisdom (Insight) check against a creature you can see that isn't incapacitated, contested by the target's Charisma (Deception) check. If you succeed, you can use your Sneak Attack against that target even if you don't have advantage on the attack roll, but not if you have disadvantage on it.



This benefit lasts for 1 minute or until you successfully use this feature against a different target.
	Proficiencies & Languages: Fey Ancestry. You have advantage on saving throws against being charmed, and magic can't put you to sleep.



Hellish Resistance. You have resistance to fire damage.



Infernal Legacy. You know the thaumaturgy cantrip. Once you reach 3rd level, you can cast the hellish rebuke spell as a 2nd-level spell with this trait; you regain the ability to cast it when you finish a long rest. Charisma is your spellcasting ability for these spells.
	Spellcasting & Attacks: Sneak Attack: Once per turn, deal +2d6 extra damage to one creature hit if attack with advantage using finesse or ranged weapon. Don't need advantage if an enemy of the target is within 5 feet of it, enemy isn't incapacitated, and you don't have disadvantage on attack.
	Alignment: Lawful Evil
	Character Name: Maleny
	Initative: +2
	Speed: 30ft
	Armor Class: 13
	Prof Bonus: +2
	Inspiration Checkbox: Off
	Passive Perception: 14
	HPTemp: 
	HP: 
	Hit Dice Total: 3d8
	HP Max: 21
	Hit Dice: 
	Attack Name 2: Shortbow
	Attack Name 3: Dagger
	Attack Name 4: 
	Attack Name 1: Rapier
	Attack Bonus 2: +4
	Attack Bonus 3: +4
	Attack Bonus 4: 
	Attack Bonus 1: +4
	Damage 2: 1d6+2 Piercing
	Damage 3: 1d4+2 Piercing
	Damage 4: 
	Damage 1: 1d8+2 Piercing
	Resrouce 2: 
	Resrouce 1: 
	Big Resrouce 2: 
	Total Resrouce 2: 
	Total Resrouce 1: 
	Dexterity Big: +2
	Con Big: +1
	Wis Big: +2
	Int Big: +1
	Cha Big: +0
	Strength Big: +0
	Strength Small: 10
	Int Small: 13
	Con Small: 12
	Wis Small: 14
	Cha Small: 10
	Dex Small: 15
	Str Save: +0
	Dex Save: +4
	Con Save: +1
	Int Save: +3
	Wis Save: +2
	Cha Save: +0
	Skill Bonus 1: +4
	Skill Bonus 2: +2
	Skill Bonus 3: +1
	Skill Bonus 4: +2
	Skill Bonus 5: +2
	Skill Bonus 6: +1
	Skill Bonus 7: +4
	Skill Bonus 8: +0
	Skill Bonus 9: +3
	Skill Bonus 10: +2
	Skill Bonus 11: +1
	Skill Bonus 12: +4
	Skill Bonus 14: +2
	Skill Bonus 15: +1
	Skill Bonus 16: +6
	Skill Bonus 13: +0
	Skill Bonus 17: +6
	Skill Bonus 18: +2
	Strength Check: Off
	Dex Check: Yes
	Con Check: Off
	Int Check: Yes
	Cha Check: Off
	Wis Check: Off
	Skill Prof 1: Yes
	Skill Prof 2: Off
	Skill Prof 3: Off
	Skill Prof 4: Yes
	Skill Prof 5: Yes
	Skill Prof 6: Off
	Skill Prof 7: Yes
	Skill Prof 8: Off
	Skill Prof 9: Yes
	Skill Prof 10: Off
	Skill Prof 11: Off
	Skill Prof 12: Yes
	Skill Prof 13: Off
	Skill Prof 14: Yes
	Skill Prof 15: Off
	Skill Prof 16: Yes
	Skill Prof 18: Off
	Skill Prof 17: Yes
	Death Save 2: Off
	Death Save 3: Off
	Death Save 1: Off
	Death Save 5: Off
	Death Save 4: Off
	Death Save 6: Off
	Big Resrouce 1: 
	SP: 
	EP: 
	GP: 
	CP: 
	PP: 
	Personality Traits: Goal is to escape the Blacklist and search Sunwood for my parents, secured transport for me and my friends
	Ideals: Need to take care of each other


