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use a bonus action to attack with a different light melee
weapon that you're holding in the other hand. You don't
add your ability modifier to the damage of the bonus

Fey Ancestry. You have advantage on saving throws
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attack. If either weapon has the thrown property, you
can throw the weapon, instead of making a melee
attack with it.

ATTACKS & SPELLCASTING

N .
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PASSIVE WISDOM (PERCEPTION)

J

2 shortswords
Leather armor
Two daggers

Tools: Proficient in thieves’ tools and cartographer’s
tools

Expertise

At 1st level, choose two of your skill proficiencies
(Acrobatics and Persuasion). Your proficiency
bonus is doubled for any ability check you make
that uses either of the chosen proficiencies.

Languages: Common, Elvish, Orc

) OTHER PROFICIENCIES & LANGUAGES L

Thieves’ tools

An explorer’s pack: Includes a
backpack, a bedroll, a mess kit, a
tinderbox, 10 torches, 10 days of
rations, and a waterskin. The pack
also has 50 feet of hempen rope
strapped to the side of it.
Cartographer’s tools

A shovel

An iron pot

A set of common clothes

against being charmed, and magic can’t put you to
sleep.

Feature: Rustic Hospitality

Since you come from the ranks of the common folk,
you fit in among them with ease. You can find a place
to hide, rest, or recuperate among other commoners,
unless you have shown yourself to be a danger to
them. They will shield you from the law or anyone
else searching for you, though they will not risk their
lives for you.
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CHARACTER NAME

CHARACTER APPEARANCE

o

Until recently, you were a dockworker in a small port
town on the Moonsea just west of Hulburg. In your
spare time you would spar with any willing
swashbuckler who would come into port.

Thanks to your charismatic leadership ability (along
with your well honed skills with the sword), you were
able to rally the workers and fend off a group of
pirates when they attacked your town.

Your sly smile and devil-may-care attitude inspires
others to follow you, even into dangerous situations.
Thinking that you were destined for more than just
working the docks, you decided to leave the small
community and seek adventure elsewhere.

CHARACTER BACKSTORY

/

N\

Faction Rank

Watcher (rank 1)

FACTION

Harpers

ALLIES & ORGANIZATIONS

ADDITIONAL FEATURES & TRAITS

ﬁTOTAL NON-CONSUMABLE MAGIC ITEI\B

TREASURE




]
J

|
N\

SPELL ATTACK
BONUS

SPELL SAVE DC

-
)

:
L

SPELLCASTING
ABILITY

\

SPELLCASTING CLASS

\GL

)

CANTRIPS

D

\ ¥
\!
/4

cooooo0oo0oo0o0o00000 <Y o

O OO

\"
/4

o\

Oooooo0o0o0o00000 o>

\"
/4

O O0OO0OO0OO0OO0

O O0O0OO0

\"
/4

OO0OO0OO0OO0O0O0OO0OO0O0O0O0OOo


Ikaika Tudela
Cross-Out


	Untitled

	Hit Point Maximum: 10
	Faction Rank: 
	Ideals: Freedom. Tyrants must not be allowed to oppress the people.
	Personality Traits: Thinking is for other people. I prefer action.
 
If someone is in trouble, I’m always ready to lend help.
 
	Flaws: I have a weakness for the vices of the city,
especially hard drink.
	STR1: +1
	STR2: 12
	DEX1: +3
	DEX2: 16
	CON1: +2
	CON2: 14
	INT1: -1
	INT2: 9
	WIS1: +0
	WIS2: 10
	CHA1: +2
	CHA2: 15
	Proficiency Bonus: +2
	Features & Traits: Sneak Attack
Beginning at 1st level, you know how to strike subtly
and exploit a foe’s distraction. 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.
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During your rogue training you learned 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.
 
Fey Ancestry. You have advantage on saving throws against being charmed, and magic can’t put you to sleep.
 
Feature: Rustic Hospitality
Since you come from the ranks of the common folk,
you fit in among them with ease. You can find a place
to hide, rest, or recuperate among other commoners,
unless you have shown yourself to be a danger to
them. They will shield you from the law or anyone
else searching for you, though they will not risk their
lives for you.
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