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=== ROGUE FEATURES ===

* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 3d6 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.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.

| 1 Bonus Action

* Steady Aim » TCoE 62

As a bonus action, you give yourself advantage on
your next attack roll on the current turn. You can use
this bonus action only if you haven't moved during this
turn, and after you use the bonus action, your speed is
0 until the end of the current turn.

| 1 Bonus Action
* Roguish Archetype « PHB 96
| Soulknife

* Psionic Power » TCoE 64
You have 6 Psionic Energy dice (1d8), and they fuel
various psionic powers you have.

| Psionic Power: Psionic Energy: 6 / Long Rest ¢
Special

| Psionic Power: Psi-Bolstered Knack: Special

| Psionic Power: Psychic Whispers: 1/ Long Rest « 1
Action

| Psionic Power: Recovery: 1/ Short Rest « 1 Bonus
Action

* Psychic Blades ¢ TCoE 64

Whenever you take the Attack action, you can
manifest a psychic blade from your free hand and
make the attack with that blade (a simple melee
weapon with finesse, thrown, and range 60 ft.). On a
hit, it deals <strong>1d6</strong>+4 psychic damage.
After you attack with the blade, you can make a melee
or ranged weapon attack with a second psychic blade
as a bonus action on the same turn, provided your
other hand is free to create it. The damage die of this
bonus attack is 1d4, instead of 1d6.

| Psychic Blades: Attack (DEX): 1 Action
| Psychic Blades: Attack (STR): 1 Action

| Psychic Blades: Bonus Attack (DEX): 1 Bonus
Action

| Psychic Blades: Bonus Attack (STR): 1 Bonus
Action

* Ability Score Improvement « PHB 96

* Uncanny Dodge * PHB 96

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

| 1 Reaction

=== KOBOLD RACIAL TRAITS ===

* Darkvision ¢ VGtM
You can see in darkness (shades of gray) up to 60 ft.

* Grovel, Cower, and Beg * VGtM

Once per short rest as an action, you can cower to
distract foes. Until the end of your next turn, allies gain
advantage on attacks against enemies within 10 ft. of
you that can see you.

| 1/ Short Rest » 1 Action

* Pack Tactics « VGtM

You have advantage on an attack roll against a
creature if at least one of your allies is within 5 feet of
the creature and the ally isn’t incapacitated.

* Sunlight Sensitivity « VGtM

You have disadvantage on attack rolls and on
Perception checks that rely on sight when you, your
target, or whatever you are trying to perceive is in
direct sunlight.
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EQUIPMENT

FEATURES & TRAITS
Studded Leather 1 13 Ib. Rope, Silk (50 feet) 1 51b.
Crossbow, Light, +1 1 5 lb. Thieves' Tools 1 1lb.
Dagger, +1 1 11b. Tinderbox 1 11b.
Dagger, +1 1 11b. Waterskin 1 51b.
Rapier, +1 1 2 lb.
Cloak of Elvenkind 1 -
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Case, Crossbow Bolt 1 11b.
WEIGHT CARRIED Clothes, Traveler's 1 4 1b.
79.66 Ib. Crowbar 1 51b.
ENCUMBERED Lantern, Hooded 1 2 1b.
150 Ib. Mess Kit 1 11b. Cloak of Elvenkind 1 -
PUSH/DRAG/LIFT Oil (flask) 6 6 Ib.
300 Ib. Rations (1 day) 10 20 Ib.
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Female 15 Small 2'9" 33
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Gaknulak Black Scales Green None
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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/Ihave different assumptions from
those around me concerning personal
space, blithely invading others’ space
in innocence, or reacting to ignorant
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Suspicious. | must be careful, for |
have no way of telling friend from
foe here. (Any)
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The gods of my people are a comfort to me
so far from home.
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| don’t take kindly to some of the
actions and motivations of the people
of this land, because these folk are
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CHARACTER BACKSTORY

ADDITIONAL NOTES






