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Sevarun "Sev" Thaelan
Rogue/Assassin 1 Criminal One

Elf/Wood Elf Chaotic Neutral
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I am incredibly slow to trust. Those
who seem the fairest often have the
most to hide. The first thing I do in a
new place is note the locations of
everything valuable-or where such...

Freedom. Chains are meant to be broken,
as are those who would forge them.
(Chaotic)

I'm guilty of a terrible crime. I hope
I can redeem myself for it.

An innocent person is in prison for a
crime that I committed. I'm okay with
that.
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Rapier +5 1d8 +3 piercing

Shortbow +5 1d6 +3 piercing

Dagger +5 1d4 +3 piercing

Fey Ancestry.                          You have advantage on saving throws against
being charmed and magic can't put you to sleep

Trance.              Elves don't need to sleep. Instead, they meditate
deeply, remaining semiconscious, for 4 hours a day. (The
Common word for such meditation is 'trance.') While
meditating, you can dream after a fashion; such dreams are
actually mental exercises that have become re exive through
years of practice. After resting in this way, you gain the
same bene t that a human does from 8 hours of sleep.

Darkvision.                      Accustomed to twilit forests and the night sky,
you have superior vision in dark and dim conditions. 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.

Mask of the Wild.                                  See the Players Handbook for details.

Sneak Attack.                          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 as you gain levels in this class, as shown
in the Sneak Attack column of the Rogue table.

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.

Languages.                    Elvish, Common, Undercommon

Weapon.              Simple, Crossbow hand, Longsword,
Rapier, Shortsword, Shortbow, Longbow

Armor.            Light

Tools.            Thieves tools, Thieves
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Sevarun "Sev" Thaelan
117 years 5'3 88 lbs.
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