Rogue 3/wizard 3

Urban Bounty Hunter
BACKGROUND

Daniel

Istari Olórin Aiwendil

CLASS & LEVEL

PLAYER NAME

Wood Elf

Lawful Neutral

lvl 6- 20 runes

CHARACTER NAME

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

7

16
+3

ARMOR
CLASS

PROFICIENCY BONUS

+4

35

INITIATIVE

SPEED

I am incredibly slow to trust.
Those who seem the fairest
often have the most to hide.
PERSONALITY TRAITS

-2
-2 Strength
DEXTERITY

●

18

42

Hit Point Maximum

The Hunt, humanoids make the best prey,
especially those that don't want to be caught

+8 Dexterity
+2 Constitution

●

+1 Wisdom

+4

Learning lost Elven history and defeating
drow will initiate The Rememberence

+2 Charisma
CONSTITUTION

SAVING THROWS

TEMPORARY HIT POINTS

14
●

+2

Total 3/3

+7 Acrobatics (Dex)
+1 Animal Handling (Wis)

16

-2
●

●

WISDOM

●

HIT DICE

+5 Deception (Cha)

NAME

+7 Insight (Wis)
+2 Intimidation (Cha)

+3 Nature (Int)
●

+1

+6 Investigation (Int)
+1 Medicine (Wis)

13
CHARISMA

+5 Persuasion (Cha)
+3 Religion (Int)

15

+7

1d8+4p

Rapier

+7

1d8+4p

Elias' Dagger

+8

1d4+5p

+10 Stealth (Dex)

Sneak attack (2d6)

+1 Survival (Wis)
SKILLS

13

FLAWS

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
CP

Simple weapons, hand crossbows,
longswords, rapiers, shortswords,
longbow
Light armor
Thieves' tools (dex mod+3),
Disguise kit, forgery kit, poisoner's
kit
Common, Elven, Infernal, Celestial
Dice, cards
Darkvision (60')
OTHER PROFICIENCIES & LANGUAGES

ATK BONUS DAMAGE/TYPE

Longbow

Chisel of Elias (+1 dagger)

+5 Sleight of Hand (Dex)
●

Prefers to issue commands
rather than acting himself.

DEATH SAVES

Studded leather armor (12
+dex)
Longbow (150/600)

+4 Perception (Wis)
+2 Performance (Cha)

●

FAILURES

BONDS

Athletics (Str)

+3 History (Int)

+3

SUCCESSES

1d8/1d6

+3 Arcana (Int)
INTELLIGENCE

+2

IDEALS

CURRENT HIT POINTS

+6 Intelligence

SP

EP

116

GP

480

PP

Flask of oil (2x), bag
of ball bearings, flask
of poison, 1x poison
vial, 4x doses
Sandroot Poison (DC
15 con, 2 hr sleep),
2x find familiar
components, 1x
healing potion

Fey Ancestry: You have advantage on
saving throws against being charmed,
and magic can't put you to sleep.
Trance: Elves don't need to sleep.
Instead, they meditate deeply,
remaining semiconscious, for 4 hours a
day. After resting in this way, you gain
the same benefit that a human does
from 8 hours of sleep.
Bladesong: [ ] [ ]
Bonus action, 1 min, sr/lr regen.
AC Bonus equal to your Intelligence
modifier (minimum of +1).
+10 Movement. Advantage on Dexterity
(Acrobatics) checks.You gain a bonus
to any Constitution saving throw you
make to maintain your concentration on
a spell. The bonus equals your
Intelligence modifier (minimum of +1).
Mask of the Wild: You can attempt to
hide even when you are only lightly
obscured by foliage, heavy rain, falling
snow, mist, and other natural
phenomena.
Cunning Action:Dash, Disengage, or
Hide.
Master of Tactics
Help as bonus action within 30'

EQUIPMENT
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FEATURES & TRAITS

513

Istari Olórin Aiwendil
CHARACTER NAME

5'4''

AGE

109

HEIGHT

WEIGHT

Yellow

Fair

White

EYES

SKIN

HAIR

Fey Owl/rat//bat/Tressym
Familiar: Meglivorn (Meg)

NAME

Emerald Enclave (Assassin)

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-Lazy, call commands when
delivering help.
-Focused on precision
-Older elf who is late in
experiencing the
Remembrance. Blames Drow
and seeks to restore balance
to Elven deities by killing
drow.
-Applied hunting skills (wood
elf, Drow hunting exp) to
Bounty Hunting.
-Spellbook is the size of a
small notebook
-Converts all currency to
electrum
-West Virginian accent with
regal overtones.
-Bladesong: Bluegrass music.
Part riverdance, part country
jig dancing

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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Wizard (Prep:Int mod + wiz level)
SPELLCASTING
CLASS

0

3

CANTRIPS

Int

14

+6

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Booming Blade
Mage Hand
Message

SPELL
LEVEL

1

SLOTS TOTAL

4/lr

SPELLS KNOWN

Absorbe Elements
Color Spray
Find Familiar (Ritual)
Fog Cloud (bat familiar)
Guiding Hand (Ritual)
Shield
Grease
Identify (Ritual)
Detect magic (Ritual)
Catapult

2

7

[ ] [ ] [ ] [ ]
SPELL NAME

ED

PR

EPAR

SLOTS EXPENDED

2/lr

[ ]

4

8

[ ]

Mirror Image
Shadow Blade

5
9
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Spell Descriptions
Expertise
At 1st level, choose two of your skill
proficiencies, or one of your skill
proficiencies and your proficiency with
thieves' tools. Your proficiency bonus
is doubled for any ability check you
make that uses either of the chosen
proficiencies.
At 6th level, you can choose two more
of your proficiencies (in skills or with
thieves' tools) to gain this benefit.
Sneak Attack
Once per turn, you can deal 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. As you
gain levels, the amount of damage
increases, as shown on the level table.
You don't need advantage on the
attack roll if another enemy of the
target is within 5 feet of it, that enemy
isn't incapacitated, and you don't have
disadvantage on the attack roll.
The amount of the extra damage
increases as you gain levels in this
class, as shown in the Sneak Attack
column of the Rogue table.
Thieves' Cant
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. It takes four times
longer to convey such a 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 your second level, you can
use your Bonus Action to take the
Dash, Disengage, or Hide action.

Feature: Ear to the Ground
You are in frequent contact with people in
the segment of society that your chosen
quarries move through. These people might
be associated with the criminal underworld,
the rough-and-tumble folk of the streets, or
members of high society. This connection
comes in the form of a contact in any city
you visit, a person who provides information
about the people and places of the local
area.
Master of Intrigue
At 3rd level, you gain proficiency with the
disguise kit, the forgery kit, and one gaming
set of your choice. You also learn two
languages of your choice.
Additionally, you can unerringly mimic the
speech patterns and accent of a creature
that you hear speak for at least 1 minute,
enabling you to pass yourself off as a native
speaker of a particular land, provided that
you know the language.
Master of Tactics
Starting at 3rd level, you can use the Help
action as a bonus action. Additionally, when
you use the Help action to aid an ally in
attacking a creature, the target of that attack
can be within 30 feet of you, rather than
within 5 feet of you, if the target can see or
hear you.
Bladesong
Starting at 2nd level, you can invoke a secret
elven magic called the Bladesong, provided
that you aren't wearing medium or heavy
armor or using a shield. You can use a
bonus action to start the Bladesong, which
lasts for 1 minute. It ends early if you are
incapacitated, if you don medium or heavy
armor or a shield, or if you use two hands to
make an attack with a single weapon. You
can also dismiss the Bladesong at any time
you choose. While your Bladesong is active,
you gain the following benefits:
You gain a bonus to your AC equal to your
Intelligence modifier (minimum of +1).
Your walking speed increases by 10 feet.
You have advantage on Dexterity
(Acrobatics) checks.
You gain a bonus to any Constitution saving
throw you make to maintain your
concentration on a spell. The bonus equals
your Intelligence modifier (minimum of +1).
You can use this feature twice. You regain
these uses each time you complete a short
or long rest.

Rolled stats 6,16,12,15,16,13
Class skills: Stealth, Insight,
Investigation, acrobatics
Expertise: stealth, insight
Background: Urban Bounty Hunter.
deception, persuasion
elf: perception
Leveling log:
+3 runes (3) 05/19/18 Rachel
+3 runes (6) 06/02/18 Allen
+3 runes (9) 06/09/18 Daniel
+3 runes (12) 6/16/18 Thomas
+2 runes (14) 6/20/18 Aaron
+3 runes (17) 6/23/18 Allen
Lvl 5: Grease, Identify, Detect
magic (-50gp), Catapult (-50gp),
Pearl (-100gp), Healing potion
(-50gp)
+3 runes (20) 06/30/18 Olivia
Lvl 6: Mirror Image, Shadow blade.
+480 gp, vial of poison, Potion of
Fire Breathing

Backstory
Notes:
-Frequently poisons ammo and
daggers to affect poison condition:A
poisoned creature has
disadvantage on attack rolls and
Ability Checks.
- Familiars: This fey spirit,
Meglivorn, prefers to appear as
Tressym (always checking for
poison), Owl (battle flyby/double
help), bat (not preferred, but
blindsight), or Rat (scouting), in
order of preference.
-Party Role: rogue/scout, assassin,
off-face, ritual caster, familiar scout,

