Bella: Katla

Viktor: Ortherion

Erik: Khal'Kadan

Johan: Xiidresh

Version: 3.1.1

Rogue

Zyn Shyr of Enthalas

3 Ranger

Character Name

1 Soldier

Multiclass & Level

Class & Level

Background

Patrik
Player Name

Elf (Drow)

Chaotic Good

4,485

Race

Alignment

Experience Points

Alert:

+2

Proficiency Bonus

15
Armor
Class

Inspiration

- Willing to listen to each side of an argument before I
make my own assessment.
- If someone is in trouble, I'm always ready.

+4

9

Initiative

Speed
Personality traits

10

10

0

0 Saving Throws

29

0 Athletics

0

29
Current HP

Temp. HP

Max HP

Strength

Ideals
Spellcasting ability

17

19

- Respect: All people, rich or poor, deserves respect.

+2

+4

- My town is my home, and I will fight to defend it.

◆ +6 Saving Throws
● +6 Acrobatics
● +6 Sleight of Hand
● +6 Stealth

Bonds

Spell Attack Bonus

Spell Save DC

Dexterity
4

Total

16

16

0

Constitution

14

14

Name

0

+2

● +4 Arcana
● +4 Investigation
+2 Nature
+2 Religion

16

0

+3

+3 Saving Throws

5

+3 Animal Handling
+3 Insight

✔ ● +7 Perception

-3
Charisma

17

+1

Damage/Type

Shortsword

+6

1d6+4 Piercing

Dagger

+6

1d4+4 Piercing

Longbow

+6

1d8+4 Piercing

-3 Saving Throws
-3 Deception
-3 Intimidation
-3 Performance
-3 Persuasion

Rogue: Sneak Attack [p.95]
- Once per turn, you can deal an extra 2d6 damage to one
creature you hit with an attack if you have advantage on
the attack roll.
- Must use finesse or a ranged weapon.
- Don't need advantage on the attack roll if another enemy
of the target is within 1.5m of it, that enemy isn't
incapacitated, and you don't have disadvantage on the
attack roll.
Rogue: Cunning Action [p.192]
- Can use Bonus action to Dash, Disengage or Hide action.

Ammunition. Weapon with ammunition property can make a ranged
attack if you have the ammunition. Each time you attach with the
weapon, you expend one piece of ammunition. Drawing the
ammunition from a quiver, case, or other container is part of the
attack. At the end of the battle, you can recover half your expended
ammunition by taking a minute to search the battlefield. Melee attack
of a weapon with ammunition property is treated as an improvised
weapon. A slong must be loaded to deal any damage this way.
Finesse. Can use Strength or Dexterity modifier for the attack and
damage rolls (use same modifier for both rolls).
Heavy. Small creatures have disadvantage on attack rolls with heavy
weapons. A heavy weapon's size and bulk make it too large for a Small
creature to use effectively.
Light. Small weapon that is easy to handle, making it ideal for use
when fighting with two weapons.
Thrown. If a weapon has the thrown property, you can throw the
weapon to make a ranged attack. If the weapon is a melee weapon, you
use the same ability modifier for that attack roll and damage roll that
you would use for a melee attack with the w eapon. For example, if you
throw a handaxe, you use your Strength, but if you throw a dagger, you
can use either your Strength or your Dexterity, since the dagger has
the finesse property.
Two-Handed. This weapon requires two hands to attack with.

● +5 Survival

4

Atk Bonus

Flaws

2x Shortsword. Finesse, Light.
2x Dagger. Finesse, Light, Thrown (6/18m).
Longbow. Ammunition (45/180m), Heavy, Two-Handed.

● +5 Medicine

Wisdom

Death Saves

◆ +4 Saving Throws
+2 History

Intelligence

16

Failures

Hit Dice

+3

- Invisible personality, people don't notice you in the
room because you have such little
presence/volume/character.

Successes

1d8+3, 1d10+3

+3 Saving Throws

Rogue: Assassinate [p.97]
- Advantage on attack rolls against any creature that hasn't
taken a turn in the combat yet. In addition, any hit you
score against a creature that is surprised is a critical hit.
Ranger: Favored Enemy - Orcs & Humans [p.91]
Ranger: Natural Explorer - Forest [p.91]
- Difficult terrain doesn't slow your group's travel.
- Your group can't become lost except by magical means.
- Even when you are engaged in another activity while
traveling (such as foraging, navigating, or tracking), you
remain alert to danger.
- If you are traveling alone, you can move stealthily at a
normal pace.
- When you forage, you find twice as much food as you
normally would.
- While tracking other creatures, you also learn their exact
number, their sizes, and how long ago they passed through
the area.

Passive Wisdom (Perception)
Attacks & Spellcasting

- Light & Medium armor, shields
- All simple & martial weapons
- Common, Elvish, Orc, Undercommon
- Disguise kit, Herbalism kit, Poisoner's kit, Thieves' tools*
* Double proficiency [Rogue: Expertise]

CP

SP

50

EP

GP

Other Proficiencies & Languages

Features & Traits

- Burglar's backpack: Tinderbox, Waterskin, 15m Hempen rope
- Leather armor
- Quiver
- Thieves' tools
- An insignia of military rank (moon crescent)
- Triant
- 3x Minnes Blommor
- "Bergets Mantel": While wearing this mantle, you can cast Dimensions door (1/long rest). When
you use the mantle, you leave traces of a fog behind you and come out of a fog on the location you
choose.

643

PP
Equipment & Character notes
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Arrows
14
Lockpicks
11
G. Hooks
2

Zyn Shyr of Enthalas
Character Name

256

183cm

70kg

Age

Height

Weight

Green

Gray

White

Eyes

Skin

Hair

Name

SYMBOL

Allies & Organizations

Character Appearance

TODO: Write a short version of Zyn's
backstory.

Equipment:
- Both daggers are concealed in Zyn's bracers, can be drawn from the wrist for an attack. Requires 1-2min to reset.
Rogue: Expertise [p.96]
- Double proficiency with Perception & Thieves' tools.
Rogue: Roguish Archetype [p.96]
- Assassin
Rogue: Thieves' Cant [p.96]
- Secret mix of dialect, jargon, and code that allows you to hide messages.
Elf: Fey Ancestry [p.23]
- Advantage on saving throws against being charmed, and magic can't put you to sleep.
Elf: Trance [p.23]
- Can meditate for 4 hours and still gain the same benefit as it were a long rest (8 hours).
Drow Magic (Spellcasting ability: Charisma) [p.24]
- Know cantrip: Dancing Lights.
- Reaching 3rd level: Can cast the Faerie Fire spell once per day (requires a long rest to reset).
- Reaching 5th level: Can cast the Darkness spell once per day (requires a long rest reset).
Drow: Superior Darkvision [p.24]
- Your darkvision has a radius of 36m.
Drow: Sunlight Sensitivity [p.24]
- Disadvantage on attack rolls and on Wisdom (Perception) checks that rely on sight when you, the target of your attack, or
whatever you are trying to perceive is in direct sunlight.
Background: Soldier specialty - Scout [p.140]
Background: Feature - Military Rank [p.140]
- Have a military rank from your career as a soldier. Soldiers loyal to your former military organization still recognize your
authority and influence, and they defer to you if they are of a lower rank. Can invoke your rank to exert influence over other
soldiers and requisition simple equipment or horses for temporary use. Can also usually gain access to friendly military
encampments and fortresses where your rank is recognized.

Additional Features & Traits

Character Backstory

Treasure
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Rogue
Spellcasting Ability

Spellcasting Class

0

3

CANTRIPS

Spell Save DC

6

Dancing Lights [Drow: Charisma, p.230]
Faerie Fire (1/long rest) [Drow: Charisma, p.239]

SPELL
LEVEL

SLOTS TOTAL

SLOTS EXPENDED

1
PR

ED

EPAR

7
SPELL NAME

SPELLS KNOWN

4

8

2

5
9
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Spell Attack Bonus

