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ﬁ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ © _+5_Dexterity
8 O _+2 Constitution +3 1 4 24 --
© _+4  Intelligence
CLASS
O +1 Wisdom INITIATIVE \§ HIT POINTS /
O +0 Charisma / / 3d8 , \
successes O=O=0O
DEXTERITY raiLures O=O=0
17 \ DEFENSES \ HIT DICE \ DEATH SAVES /
@ L SAVING THROWS ), HEROIC INSPIRATION ]
=== ARMOR ===
N N\ ' Light Armor
CONSTITUTION ® +5 Acrobatics DE \ N
‘ O +1 Animal Handling Wi PROFICIENCY BONUS j === WEAPONS ===
- Crossbow, Hand, Rapier, Scimitar,
O _#2 Arcana INT = Shortsword, Simple Weapons, Whip
® +1 Athletics ST — —
® _+2 Deception CH ABILITY SAVE DC | ===TOOLS ===
P PR Calligrapher's Supplies, Thieves' Tools
N ® _*4 History INT o
INTELLIGENCE
O _+1 Insight Wi / N\ === LANGUAGES ===
14 O 40 Intimidation CH 30 ft. (Walking), 30 ft. (Climbing) Common, Draconic, Dwarvish, Halfling,
— Thieves’ Cant
® _+6  Investigation INT
’@ O +1  Medicine Wi \ SPEED 74
O _+2 Nature INT 4 PROFICIENCIES & TRAINING
U wisbom Y ® _+3  Perception Wi , \
QO _*0  Performance CH === ACTIONS === pocket.
12 5 ) Standard Actions
® _*2_ Persuasion CH Attack, Magic, Dash, Disengage, Dodge, Help, Fast Hands: Use Magic Item
©® +4 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Take the Magic action to use a magic item that
:@; g Grapple, Shove, Improvise, Two-Weapon Fighting, requires that action.
® _+7_ Sleightof Hand DE Interact with an Object, Study, Influence
Fast Hands: Utilize
® _*5 stealth DE === BONUS ACTIONS === Take the Utilize action to use an object.
[ cHARISMA ] 1 . Cunning Action
O L Survival wi On your turn, you can take one of the following Steady Aim
1 0 O actions as a Bonus Actions: Dash, Disengage, or You give yourself Advantage on your next attack
- Hide. roll on the current turn, provided that you haven’t
@] moved during this turn. After you use it, your Speed is
Fast Hands: Sleight of Hand 0 until the end of the current turn.
O N Make a Dexterity (Sleight of Hand) check to pick a
L SKILLS )/ \ ACTIONS )
r N
7. N
1 3 PASSIVE PERCEPTION P|Sto| +3 1d10+3 Piercing Martial, Ammunition (Firearms), Range, Loading, Vex, Range (30/90)
Whip +5 1d4+3 Slashing  Martial, Finesse, Reach, Slow
11 PASSIVE INSIGHT
Unarmed Strike +1 0 Bludgeoning
PASSIVE INVESTIGATION : ;
16 Enhanced Unarmed Strike +1 1d4-1 Bludgeoning
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=== ROGUE FEATURES ===
* Core Rogue Traits « free-rules 129

* Expertise * free-rules 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack - free-rules 129

Once per turn you can deal an extra 2d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse
or Ranged weapon. The extra damage’s type is the
same as the weapon’s type.

You don’t need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally
doesn’t have the Incapacitated condition, and you
don’t have Disadvantage on the attack roll.

11 Action
* Thieves’ Cant - free-rules 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery - free-rules 129
* Cunning Action - free-rules 130
On your turn, you can take one of the following
actions as a Bonus Actions: Dash, Disengage, or
Hide.

| 1 Bonus Action
* Rogue Subclass - free-rules 130

| Thief

* Steady Aim - free-rules 130
As a Bonus Action, you give yourself Advantage on

you haven’t moved during this turn. After you use it,
your Speed is 0 until the end of the current turn.

| 1 Bonus Action

* Fast Hands * free-rules 137
As a Bonus Action you can do one of the following:

» Make a Dex. (Sleight of Hand) check to pick a
lock or disarm a trap with Thieves’ Tools or to pick a
pocket.

* Take the Utilize action or take the Magic action to
use a magic item that requires that action.

| Fast Hands: Sleight of Hand: 1 Bonus Action
| Fast Hands: Utilize: 1 Bonus Action
| Fast Hands: Use Magic Item: 1 Bonus Action

* Second-Story Work - free-rules 137
You gain the following benefits:

* You gain a Climb Speed equal to your Speed.
+ You can determine your jump distance using your
Dex. rather than your Str.

=== HUMAN SPECIES TRAITS ===

* Creature Type - free-rules 194
You're a Humanoid.

* Size - free-rules 194
Your Size is Medium or Small, chosen when you
select this species.

* Speed -« free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194

You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile + free-rules 194
You gain an Origin feat of your choice.

* Languages * free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in
it, read it, and write it.

=== FEATS ===

* Tavern Brawler + PHB-2024 202

Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4
-1 Bludgeoning damage instead of the normal
damage of an Unarmed Strike.

Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a
1, and you must use the new roll.

Improvised Weaponry. You have proficiency with
improvised weapons.

Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also
push it 5 feet away from you. You can use this benefit
only once per turn.

| Enhanced Unarmed Strike: 1 Action

| Push: Special

N

FEATURES & TRAITS

Leather 1 10 Ib.
Whip 1 31b.
Pistol 1 3 lb.
Qil 3 31lb.
Parchment 10 -
Calligrapher's Supplies 1 5 lb.
Thieves' Tools 1 1 1b.
Lamp 1 11b.
Fine Clothes 1 6 Ib.
Firearm Bullets 20 4 1b.

WEIGHT CARRIED
36 Ib.

ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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* Scribe Ability Score Improvements « PHB-2024 184

| Increase two scores (+2 / +1) +

* Skilled « free-rules 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Weapon Mastery < PHB-2024 129

| Pistol (Vex) «
Vex. If you hit a creature with a Pistol and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Whip (Slow) *
Slow. If you hit a creature with a Whip and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Slow (Whip):

| Vex (Pistol): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




e — —
Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
Ea— —
L \ L \
/. N\
// \\
PERSONALITY TRAITS
L~ .
[ ~"1]
IDEALS
L~ —~
[ ~"1
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N FLAWS Y
1 { 1 {
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
i




	PLAYER NAME: Hollywood Rolls
	PLAYER NAME2: Hollywood Rolls
	PLAYER NAME3: Hollywood Rolls


