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PLAYER NAME

Kenku Guild Artisan / Guild Merc (Milestone)
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ARMOR Max HP Current HP Temp HP |
+3 18 8 3 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
9d10 successes O=O=0O
FAILURES( )=( >=( )
QA DEFENSES \ HIT DICE \ DEATH SAVES /
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Rapier, Simple Weapons
— e— === TOOQOLS ===
ABILITY SAVE DC | Smith's Tools
o === LANGUAGES ===
7 N Abyssal, Auran, Common
30 ft. (Walking)
A SPEED Y
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

=== BONUS ACTIONS ===
Second Wind « 1 / Short Rest

regain 1d10 + 9 HP.

=== REACTIONS ===
Defensive Duelist

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Once per short rest, you can use a bonus action to

When you are wielding a finesse weapon with
which vou are proficient and another creature hits you

with a melee attack, you can use your reaction to add
4 to your AC for that attack.

Fighting Style: Protection

While wielding a shield and a creature you can see
attacks a target other than you within 5 ft., you can
use your reaction to impose disadvantage on the
attack roll.

Maneuvers: Riposte

When a creature misses you with a melee attack,
you can use your reaction and expend one superiority
die to make a melee weapon attack against it (add the
superiority die to the attack’s damage roll on hit).

=== SPECIAL ===

74

SENSES

WEAPON ATTACKS & CANTRIPS y

\ ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Tinker +8 1d8+4 Piercing +Cold, Martial, Finesse
Fire Bolt +5 2d10 Fire VIS
13 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +8 5 Bludgeoning
11 PASSIVE INTELLIGENCE (INVESTIGATION)




=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Protection « PHB
While wielding a shield and a creature you can see
attacks a target other than you within 5 ft., you can use
your reaction to impose disadvantage on the attack
roll.

| Fighting Style: Protection: 1 Reaction

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 9 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype ¢« PHB 72

| Eldritch Knight
* Spellcasting * PHB 75
You can cast known wizard spells using INT as your
spellcasting modifier (Spell DC 13, Spell Attack +5).
* Weapon Bond « PHB 75
You can perform a 1 hour ritual to create a magical

bond between yourself and one weapon. Once
completed, you can't be disarmed of the weapon

unless you are incapacitated, and you can summon it
as a bonus action to your hand (if it's on the same
plane of existence). You can have up to two bonded
weapons.

| Special
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.
| Special
* War Magic « PHB 75
When you use your action to cast a cantrip, you can
make one weapon attack as a bonus action.
| Special
* Indomitable « PHB 72
You can reroll a saving throw that you fail - you must
use the new roll. You can use this 1 times per long

rest.

| 1/Long Rest ¢ Special

=== KENKU RACIAL TRAITS ===

* Expert Forgery « VGtM
You have advantage on all checks made to produce
forgeries or duplicates of existing objects.

* Kenku Training « VGtM

You are proficient in your choice of two of the following
skills: Acrobatics, Deception, Stealth, and Sleight of
Hand.

* Mimicry « VGtM
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You can mimic sounds you have heard. A creature can
tell these sounds are imitations with an Insight check
opposed by your Deception check.

=== FEATS ===

* Defensive Duelist « PHB 165

When you are wielding a finesse weapon with which
you are proficient and another creature hits you with a
melee attack, you can use your reaction to add 4 to
your AC for that attack.

| 1 Reaction

* Martial Adept « PHB 168

You learn two maneuvers of your choice from among
those available to the Battle Master archetype in the
fighter class. If a maneuver you use requires your
target to make a saving throw to resist the maneuver's
effects, the saving throw DC is 16. You gain one
superiority die per short rest, which is a d6, that is
used to fuel your maneuvers.

| Goading Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and the target must make a WIS saving throw (DC 16).
On failure, the target has disadvantage on all attack
rolls against targets other than you until the end of
your next turn.

| Riposte « PHB
When a creature misses you with a melee attack, you
can use your reaction and expend one superiority die
to make a melee weapon attack against it (add the
superiority die to the attack’s damage roll on hit).

| 1/ Short Rest

| Maneuvers: Goading Attack: Special

FEATURES & TRAITS
\\
Shield 1 6 Ib. Torch 10 10 Ib.
Breastplate 1 20 Ib. Waterskin 1 51b.
Rapier, +1 1 21b. Rope, Hempen (50 feet) 2 20 Ib.
Tinker 1 2 lb. Stake (Wooden) 5 --
Ring of Warmth 1 - Spikes, Iron (10) 10 51b.
Backpack 1 5 lb. Wererat Trinket 1 --
Bedroll 1 7 Ib. 1 Tablet of Agony 1 --
Mess Kit 1 11b. 2 Baggies of Pixie Dust 1 --
Rations (1 day) 28 56 Ib. Sea Gear 1 --
WEIGHT CARRIED Crowbar 1 51b. Desert Gear 1 -
158.25 Ib. Hammer 1 31b. Opium 1 --
ENCUMBERED Grappling Hook 1 4 1b.
0 lb. Manacles 1 6 1b.
PUSH/DRAG/LIFT Piton 1 0.25 Ib.
0 Ib. Tinderbox 1 1lb.
EQUIPMENT
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| Maneuvers: Riposte: 1 Reaction

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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Scroll of Sanctuary
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Male 33 Medium 5'6" 157
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Doesn't adhere White/Pink Sapphire Blue  (Feathers) Wt
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

/ N
[I prefer not to mimic people around me, despite needing it to speak. After \
Nyrriem's attack | spent several years homeless and alone which made
communicating difficult. But after meeting Vandal and travelling with him, |
encountered a wide variety of voices to mimic, from the utterly flamboyant to
the dullest monotone.

- | couldn't protect my loved ones from the dragon, and now | have an
uncontrollable urge to jump into action when witnessing the weak being
harassed or attacked.

PERSONALITY TRAITS
|~ .
[N "]
- Freedom. Everyone should be free to pursue his or her own
livelihood.

- Generosity. My talents were given to me so that | could use them
to benefit the world.

IDEALS
N —~
N ~]

- | will get revenge on the evil forces
that destroyed my place of business
and ruined my livelihood.

BONDS
L~

]
[N ~~"]
- My biggest flaw is that | can't stop
myself from jumping into the fray
when | see helpless people being

-
~

-
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\\ FLAWS //

Just as most kenku do, I left my home around the
age of 11 to find a new flock. After three years of
traveling the Southern edge of the Sword Coast, |
came upon a small hamlet situated deep in the
plains to the East of the Forest of Tethir. It was a
community made up of races usually shunned in
the more populous places of the world. Halflings,
kenku, half-orcs and half-elves, shifters, even
tieflings, had all come together to build a village
that welcomed every race. There | met the most
beautiful Kenku, Tick Tock, with dark brown
feathers and green eyes. She got her name from
replicating and assembling clocks and various
gadgets as the Master Artificer’s apprentice. We
fell in love instantly and settled down to make a
home and a family together. | started working as
the Blacksmith’s apprentice and inadvertently
found | had an affinity with a rapier. | had never
found a name | liked. But with a rapier | became
Whip Swish (for the furious sound of my blade
during sparring). For nearly two decades we lived
happily in our little hamlet raising our family.

However, in one afternoon everything but my life
was taken from me. Nyrriem the red dragon (son
of Firkraag), had gone insane while trying to
discover the adventurers were that killed his
father. In a blood rage, he decimated my town
killing almost everyone. | only survived because
the forge wasn't in use that day. After leaving the
forge and seeing the carnage, | shed my black
plumage in grief only to grow back white feathers,
my beak dulling from a black to a silvery-gray.

Unsure what to do or where to go, | roamed the
Sword Coast until Vandal found me, broken and
lost at a seaport. He helped me regain my
strength, and find new purpose as an Eldritch
Knight in helping those around me that cannot
defend themselves.

| have vowed to never allow larger beings to
subjugate or harass the weak ever again.

CHARACTER BACKSTORY
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=== CANTRIPS === (At Will)
QO True Strike <C> Fighter - 1A 30 ft. Concentration, upto 1round - PHB 284 D: 1Rnd, S
QO Fire Bolt Fighter +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
=== 1st LEVEL === 4 Slots OO00
QO Shield Fighter - 1R Self V,S 1 round PHB 275 D: 1Rnd, V/S
O Wwitch Bolt <C> Fighter +5 1A 30 ft. V,S,M  concenation, upto 1 minute - PHB 289 D: 1m, V/ISIM
O Absorb Elements Fighter - 1R Self S 1 round EE 150 D: 1Rnd, S
O Thunderwave Fighter CON 13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
===2nd LEVEL === 2 Slots OO
O Mirror Image Fighter -- 1A Self V.S 1 minute PHB 260 D:1m,V/S
O Suggestion <C> Fighter WIS 13 1A 30 ft. WAV Concentration. up o8 howrs - PHB 279 D: 8h, VIM
SPELLS
3\ P2
! /|






