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Rogue Trickster 5

Charlatan - Snake Oil Salesman

CLASS & LEVEL BACKGROUND PLAYER NAME

Gnome - Forest 6500
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I’'m too greedy for my own good. | can't
resist taking a risk if there’s money
involved.
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S. Bow(20) +7
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Sneak Attack - 3d6
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PASSIVE WISDOM (PERCEPTION)

Body - Studded
Leather (12+Dex)

OTHER PROFICIENCIES & LANGUAGES

RH - Short Bow(20)
Belt - 2xShortswords

Misc - Disguise Kit,

Forgery Kit and
Thieves' Tools

EQUIPMENT

N
--==Racial==--

*+Race - Gnome***

*Ability Score - Intelligence +2

*Size - Small

*Darkvision 60’ - Dim=Bright, Dark=Dim(no color in Dark)

*Gnome Cunning - Advantage vs. Intelligence, Wisdom and Charisma saves vs. magic
*Languages - Common and Gnomish

*+Subrace - Forest Gnome***

*Ability Score - Dexterity +1

*Natural lllusionist - you know "Minor lllusion” cantrip

*Speak with Small Beasts - through gestures and sounds you may communiate with Small
or Smaller beasts

—==Background==--

**Background - Charlatan**

*Skills - Deception(Cha) and SOH(Dex)
*Tools - Disguise Kit and Forgery Kit

—==Class==-
*Class - Rogue*™

*Ability Score - Dexterity +2

*Hit Dice - 5d8

*Armor - Light

“Weapons - Simple, Hand X-Bows, Rapiers, Shortswords and Longswords

*Tools - Thieves' Tools

*Saving Throws - Dexterity and Intelligence

*skills - Investigation(Int), Stealth(Dex), Perception(Wis) and Insight(Wis)

*Starting Gold - L60GP (4d4x10)

*Expertise - SOH(Dex) and Investigation(Int)

*Sneak Attack(3d6) - Once per tumn, you can deal an extra (3d6) 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. 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.

*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 teritory of a thieves' quild,
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 - you may use an extra bonus action each turn to either Dash, Disengage
or Hide.

*Uncanny Dodge - when an attacker you can see hits you, you may use your reaction to
half the damage.

—-==Archetype==--
#*Archetype - Arcane Trickster=*

- is your ability
*Mage Hand Legerdemain - you can make "Mage Hand" invisible and perform the following
tricks: (1)Stow one object the hand is holding in a container worn or carried by another
creature (2)You can retrieve an object in a container worn o carried by another creature (3)
You can use Thieves' Tools to disarm traps and pick locks at range; you must succeed on a
SOH(Dex) check vs. the targets Perception(Wis) check; you may also use your Cunning
Action to control the hand.

FEATURES & TRAITS
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CHARACTER APPEARANCE ALLIES & ORGANIZATIONS

ADDITIONAL FEATURES & TRAITS

Background Equipment - A set of fine clothes, a disguise kit, tools
of the con of your choice (ten stoppered bottles filled

with colored liquid), and a belt pouch

Rogue Starting Equipment - Studded Leather(45GP), Hand Short
Bow(50GP), 20 Arrows (1GP), 2xShortswords(20GP), Burglar's
Pack(16GP), Forgery Kit(15GP) and Thieves' Tools(25GP)

CHARACTER BACKSTORY 7 TREASURE
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	ClassLevel: Rogue Trickster 5
	Background: Charlatan - Snake Oil Salesman
	PlayerName: 
	CharacterName: 
	Race : Gnome - Forest
	Alignment: 
	XP: 6500
	Inspiration: 
	STR: -1
	ProfBonus: +3
	AC: 16
	Initiative: +4
	Speed: 25
	PersonalityTraits : Scam - I convince people that worthless junk is worth their hard-earned money.
Trait - I lie about almost everything, even when there's no good reason to.
	STRmod: 8
	HPMax: 33
	ST Strength: -1
	DEX: +4
	HPCurrent: 33
	Ideals: I never run the same con twice.
	DEXmod : 15+3
	HPTemp: 
	Bonds: I owe everything to my mentor, a horrible person who’s probably rotting in jail somewhere.
	CON: +1
	HDTotal: 5d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 12
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 5
	Flaws: I’m too greedy for my own good. I can’t resist taking a risk if there’s money involved.
	INT: +3
	ST Dexterity: +7
	ST Constitution: +1
	ST Intelligence: +6
	ST Wisdom: +1
	ST Charisma: -1
	Acrobatics: +4
	Animal: +1
	Athletics: -1
	Deception : +2
	History : +3
	Insight: +4
	Intimidation: -1
	Check Box 11: Off
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: S. Bow(20)
	Wpn1 AtkBonus: +7
	Wpn1 Damage: 1d6+4Pier
	INTmod: 15+2
	Wpn Name 2: S.Sword-1
	Wpn2 AtkBonus : +7
	Wpn2 Damage : 1d6+4Pier
	Investigation : +9
	WIS: +1
	Wpn Name 3: S.Sword-2
	Wpn3 AtkBonus  : +7
	Arcana: +3
	Wpn3 Damage : 1d6Pierce
	Perception : +4
	WISmod: 13
	CHA: -1
	Nature: +3
	Performance: -1
	Medicine: +1
	Religion: +3
	Stealth : +7
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Yes
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Yes
	Check Box 39: Yes
	Check Box 40: Off
	Persuasion: -1
	SleightofHand: +10
	CHamod: 8
	Survival: +1
	AttacksSpellcasting: Sneak Attack - 3d6
	Passive: 14
	CP: 
	ProficienciesLang: 
	SP: 
	EP: 
	GP: 27
	PP: 
	Equipment: Body - Studded Leather (12+Dex)
RH - Short Bow(20)
Belt - 2xShortswords 
 
Misc - Disguise Kit, Forgery Kit and Thieves' Tools
 
 

	Features and Traits: --==Racial==--
***Race - Gnome***
*Ability Score - Intelligence +2
*Size - Small
*Darkvision 60' - Dim=Bright, Dark=Dim(no color in Dark)
*Gnome Cunning - Advantage vs. Intelligence, Wisdom and Charisma saves vs. magic
*Languages - Common and Gnomish
***Subrace - Forest Gnome***
*Ability Score - Dexterity +1
*Natural Illusionist - you know "Minor Illusion" cantrip
*Speak with Small Beasts - through gestures and sounds you may communiate with Small or Smaller beasts
 
--==Background==--
***Background - Charlatan***
*Skills - Deception(Cha) and SOH(Dex)
*Tools - Disguise Kit and Forgery Kit
 
--==Class==--
***Class - Rogue***
*Ability Score - Dexterity +2
*Hit Dice - 5d8
*Armor - Light
*Weapons - Simple, Hand X-Bows, Rapiers, Shortswords and Longswords
*Tools - Thieves' Tools
*Saving Throws - Dexterity and Intelligence
*Skills - Investigation(Int), Stealth(Dex), Perception(Wis) and Insight(Wis)
*Starting Gold - 160GP (4d4x10)
*Expertise - SOH(Dex) and Investigation(Int)
*Sneak Attack(3d6) - Once per turn, you can deal an extra (3d6) 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. 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.
*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 - you may use an extra bonus action each turn to either Dash, Disengage or Hide.
*Uncanny Dodge - when an attacker you can see hits you, you may use your reaction to half the damage.
 
--==Archetype==--
***Archetype - Arcane Trickster***
*Spellcasting - Intelligence is your spellcasting ability
*Mage Hand Legerdemain - you can make "Mage Hand" invisible and perform the following tricks: (1)Stow one object the hand is holding in a container worn or carried by another creature (2)You can retrieve an object in a container worn or carried by another creature (3) You can use Thieves' Tools to disarm traps and pick locks at range; you must succeed on a SOH(Dex) check vs. the targets Perception(Wis) check; you may also use your Cunning Action to control the hand.
 
 
 

	CharacterName 2: 
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	Height: 
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	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: 
	Treasure: Background Equipment - A set of fine clothes, a disguise kit, tools
of the con of your choice (ten stoppered bottles filled
with colored liquid), and a belt pouch
Rogue Starting Equipment - Studded Leather(45GP), Hand Short Bow(50GP), 20 Arrows (1GP), 2xShortswords(20GP), Burglar's Pack(16GP), Forgery Kit(15GP) and Thieves' Tools(25GP)
	CHARACTER IMAGE: 
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