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=== ROGUE FEATURES === You gain proficiency in one skill of your choice.
* Hit Points « PHB 95 * Feat « PHB 31
You gain one feat of your choice.
* Proficiencies « PHB 95
* Expertise « PHB 96 === FEATS ===
Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose * Magic Initiate ¢
two additional proficiencies.
* Sneak Attack « PHB 96
Once per turn, you can deal an extra 1d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.
| Special
* Thieves’ Cant « PHB 96
You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.
=== VARIANT HUMAN RACIAL TRAITS ===
* Languages ¢ PHB 31
You can speak, read, and write Common and one
extra language.
* Ability Score Increase « PHB 31
Two different ability scores of your choice increase by
1.
* Skills « PHB 31
FEATURES & TRAITS
Leather 1 10 Ib. Thieves' Tools 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Shortbow 1 2 1b.
Rapier 1 2 lb.
Arrows 20 11b.
Backpack 1 5 lb.
Crowbar 1 51b.
Hammer 1 31b.
Piton 10 251b.
WEIGHT CARRIED
795 Ib Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
120 Ib. Tinderbox 1 11lb.
PUSH/DRAG/LIFT Torch 10 10 Ib.
240 Ib. Waterskin 1 51b.




CHARACTER APPEARANCE
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Female 16 Medium 1.57m
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Blue Short, wavy, d
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=== Organizations === /IIike to squeeze into small places where no one else can\
get to me.
Raza Crew

ALLIES & ORGANIZATIONS

| am always calm, no matter what the situation, | never
raise my voice or let my emotions control me.
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Community. We have to take care of
each other because no one else is
going to do it. (Lawful)
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| stole an important device and
I’'m wanted for it.
BONDS
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It's not stealing if | need it more
than someone else.
\\ FLAWS //

Five, aka Das, Emily Kolburn, was an orphan.
When she pickpocketed the wrong person, she
fled and stowed away on the Raza, a ship of
pirates and criminals.
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=== CANTRIPS === (At Will)
Mending Magic Initiate -- im Touch V,S,M Instantaneous PHB 259 VISIM
Shocking Grasp Magic Initiate +2 1A Touch V,S Instantaneous  PHB 275  V/S
=== 1st LEVEL ===
Alarm Magic Initiate - im 30 ft. V,S,M 8 hours PHB 211 1/LR, D: 8h, VISIM
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