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HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Crosshow, Hand, Longsword, Rapier,

=== TOOLS ===
Dice Set, Disguise Kit, Poisoner's Kit,
Thieves' Tools, Tinker's Tools

=== LANGUAGES ===
Common, Elvish, Thieves’ Cant

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

damage against you.

=== SPECIAL ===
Sneak Attack

Once per turn, you can deal an extra 3d6é damage
to one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack

74

® _*9  Stealth DEX === BONUS ACTIONS === roll. You don't need advantage on the attack roll if
U CHARISMA ) O 1 Surival wis Cunning Action ) another enemy of the target is within 5 ft. of it, that
You can take a bonus action on each of your turns enemy isn't incapacitated, and you don’t have
14 O to take the Dash, Disengage, or Hide action. disadvantage on the attack roll.
O === REACTIONS ===
o Uncanny Dodge
R When an attacker that you can see hits you with an
attack, you can use vour reaction to halve the attack’s
\ SKILLS / ACTIONS
r // \\
17 PASSIVE PERCEPTION Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 Rapier +6 1d8+3 Piercing Martial, Finesse, Vex
PASSIVE INSIGHT
Shortbow +6 1d6+3 P|erc|ng Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
10 PASSIVE INVESTIGATION . .
Unarmed Strike +2 0 Bludgeoning

Darkvision 120 ft.
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=== ROGUE FEATURES ===

* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 3d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96

| Assassin

* Bonus Proficiencies « PHB 97
You gain proficiency with the disguise kit and the

poisoner’s Kit.

* Assassinate « PHB 97

You have advantage on attack rolls against any
creature that hasn’t taken a turn in the combat yet, and
any hit you score against a creature that is surprised is
a critical hit.

* Ability Score Improvement « PHB 96

* Uncanny Dodge * PHB 96

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.

| 1 Reaction

=== DROW SPECIES TRAITS ===

* Ability Score Increase * BR 23
Your Dexterity score increases by 2.

* Keen Senses ¢« BR 23
You have proficiency in the Perception skill.

* Fey Ancestry « BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

*Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Ability Score Increase « PHB 24
Your Charisma score increases by 1.

AN
* Superior Darkvision « PHB 24
You can see in darkness (shades of gray) up to 120 ft.

* Sunlight Sensitivity « PHB 24

You have disadvantage on attack rolls and on
Perception checks that rely on sight when you, your
target, or whatever you are trying to perceive is in
direct sunlight.

* Drow Magic « PHB 24

You know the dancing lights cantrip. [3rd] You can cast
faerie fire once per long rest. [5th] You can cast the
darkness spell once per long rest. CHA is your
spellcasting ability.

* Drow Weapon Training « PHB 24
You have proficiency with rapiers, shortswords, and
hand crossbows.

=== FEATS ===

* Alert « PHB 165

You gain a +5 bonus to initiative, you can't be
surprised while you are conscious, and other creatures
don’t gain advantage on attack rolls against you as a
result of being unseen by you.

FEATURES & TRAITS
\\
Leather 1 10 Ib. Lantern, Hooded 1 2 |b.
Dagger 1 11b. Oil (flask) 2 2 lb.
Dagger 1 1lb. Piton 10 2.51b.
Shortbow 1 2 1b. Rations (1 day) 5 10 Ib.
Rapier 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Arrows 20 11b. Tinderbox 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Clothes, Common 1 31b. String 10 --
Crowbar 1 51b.
WEIGHT CARRIED Thieves' Tools 1 11b.
735 Ib. Ball Bearings (bag of 1,000) 1,000 2 lb.
ENCUMBERED Bell 1 -
120 Ib. Candle 5 -
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
240 Ib. Hammer 1 31b.
EQUIPMENT ))
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Veyil made a life for themself in Silver Brook
Hamlet, where the constant flow of river traffic
brought wealth, secrets, and opportunity in equal
measure. Among merchants, sailors, and
smugglers, it was easy to disappear—and even
easier to find work if one knew where to listen.
Veyil learned quickly that coin flowed best in the
shadows, and before long, they became known in
quieter circles as someone who could solve
problems permanently. Assassinations, clean and
precise, carried out without spectacle—jobs others
hesitated to take were the ones Veyil accepted
without hesitation.

Yet even in that line of work, Veyil was not without
restraint. They kept to a personal code, one they
never spoke of but never broke: no innocent
blood, no needless suffering. Targets were chosen
carefully, contracts quietly declined if they crossed
that unseen line. To many, it seemed an odd
standard for someone in their profession, but it
was the only thing that separated Veyil from the
chaos they navigated daily. In a world of shifting
loyalties and bought allegiances, their code was
the one constant they trusted.

Silver Brook offered everything Veyil
needed—coin, anonymity, and a steady stream of
work—yet something about Kryal's call for aid
lingered in their mind longer than it should have. It
wasn't duty, and it certainly wasn't loyalty.
Perhaps it was curiosity, or the sense that
whatever was unfolding would reshape the
balance of power they had grown accustomed to
exploiting. Or perhaps, buried deeper, it was a
question they had long ignored: whether their skills
could serve something other than the highest
bidder.

Even now, Veyil couldn’t say why they answered.
They left behind the river's endless motion and the
safety of familiar shadows, stepping into a conflict
where their usual rules may not apply. What they
will find in Kryal—profit, purpose, or something far

CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELL SAVE DC

SPELL ATTACK
BONUS

—

)/ \
7 Y
=== CANTRIPS === (At Will)
Dancing Lights Drow Magic -- 1A 120 ft. V,S,M  concentration, pto 1 minute - PHB 230 D: 1m, V/SIM
=== 1st LEVEL ===
Faerie Fire Drow Magic DEX 13 1A 60 ft./20 ft. Cube V Concentration, upto L minue  PHB 239 1/LR, D: 1m, 20 ft. Cube, V
===2nd LEVEL ===
Darkness Drow Magic - 1A 60 ft./15 ft. Sphere  \/,M Concenration, upto 0minwtes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
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