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	CharacterName 2: Klunk Tu Luk
	Age: 30
	Height: 6'9
	Weight: 300
	Eyes: Red
	Skin: Green/brown
	Hair: None
	Allies:  
 
	FactionName: 
	Backstory:  
 
	Feat+Traits: Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can't discern color in darkness, only shades of gray.
 
Source: Volo's Guide to Monsters, p. 120
Aggressive. As a bonus action, you can move up to your movement speed toward a hostile creature you can see or hear. You must end this move closer to the enemy than you started.
 
Source: Volo's Guide to Monsters, p. 120
Menacing. You are trained in the Intimidation skill.
 
Source: Volo's Guide to Monsters, p. 120
Powerful Build. You count as one size larger when determining your carrying capacity and the weight you can push, drag, or lift.
 
Source: Volo's Guide to Monsters, p. 120
Description. War has been your life for as long as you care to remember. You trained as a youth, studied the use of weapons and armor, learned basic survival techniques, including how to stay alive on the battlefield. You might have been part of a standing national army or a mercenary company, or perhaps a member of a local militia who rose to prominence during a recent war. 
	When you choose this background, work with your DM to determine which military organization you were a part of, how far through its ranks you progressed, and what kind of experiences you had during your mi!itary career. Was it a standing army, a town guard, or a village militia? Or it might have been a noble's or merchant's private army, or a mercenary company.
Specialty. 
Scout
Starting Proficiencies. Your background grants you the following proficiencies.
 
Skills: Athletics, Intimidation
 
Languages: none
 
Tools: one type of gaming set, land vehicles
Military Rank. You have a military rank from your career as a soldier. Soldiers loyal to your former military organization still recognize your authority and influence, and they defer to you if they are of a lower rank. You can invoke your rank to exert influence over other soldiers and requisition simple equipment or horses for temporary use. You can also usually gain access to friendly military encampments and fortresses where your rank is recognized.
 
Source: Player's Handbook, p. 140
Equipment. An insignia of rank, a trophy taken from a fallen enemy (a dagger, broken blade, or piece of a banner), a set of bone dice or deck of cards, a set of common clothes, and a belt pouch containing 10 gp
Personality Trait. I can stare down a hell hound without flinching. 
Ideal.  Independence: When people follow orders blindly, they embrace a kind of tyranny.
Bond. Someone saved my life on the battlefield. To this day, I will never leave a friend behind. 
Flaw.  I'd rather eat my armor than admit when I'm wrong.

	Treasure:  
 
	Faction Symbol Image: 
	ClassLevel: Rogue 5
	Background: Soldier
	PlayerName: 
	CharacterName: Klunk Tu Luk
	Alignment: 
	XP: 
	STR: 11
	ProfBonus: +3
	AC: 13
	Initiative: +2
	Speed: 30 ft.
	STRmod: +0
	HPMax: 62
	DEX: 14
	Ideals: 
	Bonds: 
	CON: 13
	HDTotal: 5d8
	CONmod: +1
	Flaws: 
	INT: 9
	Acrobatics: +2
	Animal: +0
	Athletics: +3
	Insight: +0
	Intimidation: +9
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d6 + 2
	INTmod: -1
	WIS: 10
	Arcana: -1
	WISmod: +0
	CHA: 17
	Nature: -1
	Performance: +3
	Medicine: +0
	Religion: -1
	Persuasion: +6
	SleightofHand: +2
	Survival: +0
	AttacksSpellcasting: 
	Passive: 13
	CP: 
	ProficienciesLang: Armor. light armor
Weapons. simple weapons, hand crossbows, longswords, rapiers, shortswords
Tools. thieves' tools
Languages. You can speak, read, and write Common and Orc.
 
Source: Volo's Guide to Monsters, p. 120

	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Backpack, Bedroll, Block and Tackle, Hempen Rope (50 feet), Playing Card Set, 2 Two-Person Tent, 15 Spear, Thieves' Tools, Dice Set, 160 Gold (gp), Disguise Kit, Poisoner's Kit, Leather Armor, Poison (Basic)

	Features and Traits: Resilient (Charisma). Choose one ability score. You gain the following benefits.
	
• Increase the chosen ability score by 1, to a maximum of 20.
	
• You gain proficiency in saving throws using the chosen ability.
 
Source: Player's Handbook, p. 168
Starting Rogue. As a 1st-level Rogue, you begin play with 8+your Constitution modifier hit points.
 
You are proficient with the following items, in addition to any proficiencies provided by your race or background.
• Armor: light armor
• Weapons: simple weapons, hand crossbows, longswords, rapiers, shortswords
• Tools: thieves' tools
• Skills: Choose four from Acrobatics, Athletics, Deception, Insight, Intimidation, Investigation, Perception, Performance. Persuasion, Sleight of Hand, and Stealth
 
You begin play with the following equipment, in addition to any equipment provided by your background.
• (a) a rapier or (b) a shortsword
• (a) a shortbow and quiver of 20 arrows or (b) a shortsword
• (a) a burglar's pack, (b) a dungeoneer's pack, or (c) an explorer's pack
• Leather armor, two daggers, and thieves' tools 
 
Alternatively, you may start with 4d4x10 gp and choose your own equipment.
 
Source: Player's Handbook, p. 94
Expertise. At 1st level, choose two of your skill proficiencies, or one of your skill proficiencies and your proficiency with thieves’ tools. Your proficiency bonus is doubled for any ability check you make that uses either of the chosen proficiencies.
	At 6th level, you can choose two more of your proficiencies (in skills or with thieves’ tools) to gain this benefit.
	
Source: Player's Handbook, p. 96
Sneak Attack. Beginning at 1st level, you know how to strike subtly and exploit a foe’s distraction. Once per turn, you can deal an extra 1d6 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.
	The amount of the extra damage increases by 1d6 every odd level you gain in this class, to a maximum of 10d6 at 19th level.
	
Source: Player's Handbook, p. 96
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.
	
Source: Player's Handbook, p. 96
Cunning Action. Starting at 2nd level, your quick thinking and agility allow you to move and act quickly. You can take a bonus action on each of your turns in combat. This action can be used only to take the Dash, Disengage, or Hide action.
	
Source: Player's Handbook, p. 96
Roguish Archetype. At 3rd level, you choose an archetype that you emulate in the exercise of your rogue abilities: Thief, Assassin, or Arcane Trickster, all detailed at the end of the class description. Your archetype choice grants you features at 3rd level and then again at 9th, 13th, and 17th level.
	
Source: Player's Handbook, p. 96
Roguish Archetype: Assassin. You focus your training on the grim art of death. Those who adhere to this archetype are diverse: hired killers, spies, bounty hunters, and even specially anointed priests trained to exterminate the enemies of their deity. Stealth, poison, and disguise help you eliminate your foes with deadly efficiency.
	
Source: Player's Handbook, p. 97
Bonus Proficiencies (Assassin). When you choose this archetype at 3rd level, you gain proficiency with the disguise kit and the poisoner’s kit.
	
Source: Player's Handbook, p. 97
Assassinate (Assassin). Starting at 3rd level, you are at your deadliest when you get the drop on your enemies. You have advantage on attack rolls against any creature that hasn’t taken a turn in the combat yet. In addition, any hit you score against a creature that is surprised is a critical hit.
	
Source: Player's Handbook, p. 97
Ability Score Improvement. When you reach 4th level, and again at 8th, 10th, 12th, 16th, and 19th level, you can increase one ability score of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can’t increase an ability score above 20 using this feature.
	If your DM uses the optional Feats, you can instead take a feat.
	
Source: Player's Handbook, p. 96
Uncanny Dodge. Starting at 5th level, 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.
	
Source: Player's Handbook, p. 96
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