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ROGUE FEATURES
* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 129

Once per turn you can deal an extra 4d6 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.

| Special
* Thieves’ Cant « PHB-2024 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery « PHB-2024 129
* Cunning Action « PHB-2024 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 * PHB-2024 130

| Thief
* Steady Aim « PHB-2024 130

As a Bonus Action, you give yourself Advantage on
your next attack roll on the current turn, provided that

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 « PHB-2024 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 « PHB-2024 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.

* Ability Score Improvement « PHB-2024 130

* Cunning Strike « PHB-2024 130

When you deal Sneak Attack damage you can add
one of the following Cunning Strike effects. Each effect
has a die cost, which is the number of Sneak Attack
damage dice you must forgo to add the effect. You
remove the die before rolling, and the effect occurs
immediately after the attack’s damage is dealt.

* Poison (Cost: 1d6). You add a toxin to your strike,
forcing the target to make a DC 14 Con. saving throw.
On a failed save, the target has the Poisoned condition
for 1 minute, and at the end of each of its turns, the

Poisoned target repeats the save, ending the effect on
itself on a success. You must have a Poisoner’s Kit on
your person to use this effect.

« Trip (Cost: 1d6). If the target is Large or smaller, it
must succeed on a DC 14 Dex. saving throw or have
the Prone condition.

« Withdraw (Cost: 1d6). Immediately after the attack,
you move up to half your Speed without provoking
Opportunity Attacks.

| Sneak Attack: Poison (Cost: 1d6): No Action
| Sneak Attack: Trip (Cost: 1d6): No Action
| Sneak Attack: Withdraw (Cost: 1d6): No Action

* Uncanny Dodge * PHB-2024 131

When an attacker you can see hits you with an attack,
you can take a Reaction to halve the attack’s damage
against you (round down).

| 1 Reaction

* 6: Expertise « PHB-2024 129
You gain Expertise in two more of your skill
proficiencies of your choice.

* Evasion » PHB-2024 131

When you're subjected to an effect that allows you to
make a Dex. saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw and only half damage if you fail. You
can't use this feature if you have the Incapacitated
condition.

* Reliable Talent « PHB-2024 131

Whenever you make an ability check that uses one of
your skill or tool proficiencies, you can treat a d20 roll
of 9 or lower as a 10.

N

EQUIPMENT

FEATURES & TRAITS
Glamoured Studded Leather 1 13 Ib. Stake (Wooden) 1 -
Potion of Healing 5 251b. Oil 7 7 Ib.
Leather 1 10 Ib. Ball Bearings 1,000 2 b.
Crossbow, Hand 1 31b. Rations 5 10 Ib.
Dagger 1 11b. Rope 1 51b.
Dagger 1 1lb. Bell 1 --
Shortsword 1 21b. Tinderbox 1 1lb
Backpack 1 5 lb. Waterskin 1 51b.
Quiver 1 11b. Playing Cards 1 --
WEIGHT CARRIED Sack 1 0.5 Ib. Hooded Lantern 1 21b
96.5 Ib. Lyre 1 2 lb. Candle 10 --
ENCUMBERED Thieves' Tools 1 11b.
210 Ib. Holy Symbol of Ravenkind 1 -
PUSH/DRAG/LIFT Fine Silverware Set 1 -
420 Ib. Stake (Wooden) 9 -
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=== HUMAN SPECIES TRAITS ===

* Creature Type » PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed « PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

* Ability Score Increases « PHB-2024

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===

* Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by
1.

* Savage Attacker « PHB-2024 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Weapon Mastery « PHB-2024 129

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

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

| Vex (Shortsword): 1 Action

| Nick (Dagger): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS

Bolts 60 4.5 Ib.
Crowbar 1 51b.
Fine Clothes 2 12 Ib.
Arrows 20 11b.
Champagne du le Stomp 12 --
Fine Silverware Set 1 --

ADDITIONAL EQUIPMENT /




Male 31
GENDER AGE
Chaotic Neutral

ALIGNMENT FAITH

Medium

SIZE

White, ashen
SKIN

—

221
WEIGHT

6'6"
HEIGHT
Dark silvery gra. Dark brown, ft
EYES HAIR

E——

~
A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-
~

-
~

—

/
/Ienjoy hunting.

| treat divinity like | treat anybody else.

| am optimistic, but my past is jumbled.

| make friends easily but don't harbor deep
connections.

PERSONALITY TRAITS
|~

{2

[
| will do what | need to do to survive.

I long for home, but | don't know where it
is.

IDEALS
L~

o~
~]

[
I love my hometown of Sai'Sai.

I love a woman named Lyn, my childhood
friend whom | have not seen in a long time.

BONDS
L~

1
N ~"1]
I'm too optimistic and somewhat shallow.

I'm flirtatious.

| don't mind stealing for profit or personal gain.

| care more about myself than anything or anyone

\\ FLAWS //

Quinn Porter grew up in a town called Sai'el,
destroyed by an evil sorcery using a corrupt
fragment from the soul of the great dragon
Argynvost. Sai'el was surrounded by lush forest,
and it was built near a lake named Sonny's Spring
-- the lake was named after the youngest boy of
the city's founder, Felix Elliot.

Quinn lived with his mother, Anthem "Ann" Porter
until he was 15 years old. He often interacted with
his neighbors Frederich Strill and Bartholomew
"Barry" Featherstone, calling them "The Scholar"
and "Old Brimstone" respectively. He was also
quite fond of a girl one year younger named Lyn
Henrock. She helped him learn to play the Lyre.
He still has Lyn's Lyre to this day.

One day, when he was 15, he ventured into his
unnaturally large and dark basement. Going
farther than he ever dared before, his foot brushed
against something used in a ritual to contain and
corrupt Argynvost's soul fragment buried in the
town long ago. Doing so released this corruption
and mingled with the power of the dragon's soul,
unleashing a tearing mist that surrounded the
town. The soul fragment found refuge within
Quinn, saving him from death.

Quinn stared in disbelief as the unnatural
darkness of the basement was lifted, and
countless bodies hung from hooks in the ceiling.
After the first day, the mist surrounding the town,
all suffocated except Quinn. Quinn never found
the body of Anthem, his mother, who he believes
survived and vanished as the evil magic was
released. The townsfolk's bodies remained
unnaturally preserved, never decaying. The fog
closed in on the town for one year, All Quinn could
think to do was survive.

The fog, seemingly filled with a whirlwind of black
stone shards, tore everything it touched apart.
Structures, landscape, the dead. All became a part
of the mist. As the year progressed, Quinn

CHARACTER BACKSTORY

He appeared to have a large amount of time missing
from his memories. He knew this but ignored it,
because, if he ever regained his memories of what
happened between being at home and appearing in
a faraway city, he feared it would change him
drastically. He feared that he forgot it for a reason.
Unknown to him, it appeared to be magically
induced.

He enjoys the lyre, as it was the instrument favored
by his childhood friend, Lyn, whom he longed to see
again -- before regaining his memory of her death.

Important Campaign Notes:

He was told this fortune from Madam Ava:

"This card tells of history. Knowledge of the ancient
will help you better understand your enemy. You
must look to the west. Find a pool blessed by the
light of the white sun.”

Upon inspecting a cold megalith:

Megalith IV — Sai'el (Winter)

Stone Description:

The coldest of the four. Covered in pale frost that
doesn’t melt, even under torchlight. The symbol: a
crescent moon in chains above snowdrifts.
Inscription:

“They dreamed of freedom in frozen sleep. But the
dream turned on them.”

Narration:

Cold grips your bones. You see towers of
shimmering ice, rituals cast in silence, dreamers
sleeping in runes of silver.

Their dreams were meant to preserve them — to
escape what the mists could not reach.

But something... else reached them first.

One night, they all awoke. Screaming. And the
screams did not stop.

Optional Effect (Po-specific):

Po feels something watching him. A memory. A
name — Lyn — nearly spoken in his mind.

A Revenant in the ruins of the castle of Argynvostholt
told Po that one of the flames of seven, which
represented the soul of Argynvost, was buried under
Sai'el. It was used for a corrupt and evil spell, but the
spell was broken. The soul latched on to Po after the
spell was released.

The soul fragment he retained was released to the
beacon atop Argynvostholt, re-establishing Po's
memories as Quinn Porter. It also seemed to leave a
guiding flame within him to save his mind from the
terror of the memories he regained.

ADDITIONAL NOTES
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