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+1 Rapier
Glamoured Studded Leather
Boots of Elvenkind

Languages.Elvish, Common, Undercommon

WeaponSimple, Crossbow hand, Longsword,
Rapier, Shortsword

Armor.Light

Tools. Disguise kit, Thieves tools, Thieves

OTHER PROFICIENCIES & LANGUAGES

‘ 2 Potions of Healing (2d4+2 hp: O O )

4 DUNGEONEER'S PACK: backpack, crowbar,
hammer, 10 pitons, tinderbox, 10 torches,

3/ 10 days rations, waterskin, 50' hemp rope

(1)
Caltrops (Bag of 20)
Bag of Ball Bearings

EQUIPMENT

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.

Cunning Action

Starting at 2nd level, your quick thinking and agility allow you
to move and act quickly. You can take a bonus action on each
of your turns in combat. This action can be used only to take
the Dash, Disengage, or Hide action.

Fast Hands

Starting at 3rd level, you can use the bonus action granted by
your Cunning Action to make a Dexterity (Sleight of Hand)
check, use your thieves' tools to disarm a trap or open a lock,
or take the Use an Object action.

Second Story Work

When you choose this archetype at 3rd level, you gain the
ability to climb faster than normal; climbing no longer costs
you extra movement. In addition, when you make a running
jump, the distance you cover increases by a number of feet
equal to your Dexterity modifier.
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CHARACTER NAME

28 years 511" 120 Ibs.
AGE HEIGHT WEIGHT
Green Suntanned Dirty Blonde
EYES SKIN HAIR
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CHARACTER BACKSTORY

Uncanny Dodge

Starting at 5th level, when an attacker that you can see hits Potion of Healing (2)
you with an attack, you can use your reaction to halve the Gain 2d4+2 hp
attack's damage against you.

Evasion +1 Rapier

Beginning at 7th level, you can nimbly dodge out of the way
of certain area effects, such as a red dragon's fiery breath or
an ice storm spell. When you are subjected to an effect that
allows you to make a Dexterity saving throw to take only half
damage, you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.

MAGICAL GEAR
Boots of Elvenkind
While you wear these boots, your steps make no sound,
regardless of the surface you are moving across. You also
have advantage on Dexterity (Stealth) checks that rely on
moving silently.

Glamoured Studded Leather

While wearing this armor, you gain a +1 bonus to AC. You
can also use a bonus action to speak the armor's command
word and cause the armor to assume the appearance of a
normal set of clothing or some other kind of armor. You
decide what it looks like, including color, style, and
accessories, but the armor retains its normal bulk and weight.
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