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Agent (of Jinxx) Level 1

CLASS & LEVEL PLAYER NAME
Sayaer Kress (Level 1)
Half-elf (dark elf) Frenta
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—— —
V. N\
ﬂ) -1 Strength \ 7/ \
— ) ARMOR Max HP Current HP Temp HP |
STRENGTH \ © _+6_ Dexterity
O _+2_ Constitution +4 15 16
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Immunities - Magical Sleep

Advantage against being charmed,
and magic can't put you to sleep
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\§ DEFENSES HIT DICE DEATH SAVES
L SAVING THROWS ), INSPIRATION j '
=== ARMOR ===
/ U ' Light Armor
® 6 Acrobatics DEX \ N
=== WEAPONS ===
. . PROFICIENCY BONUS
| 0 1 Animal Handiing wis j Simple Weapons, Hand Crossbows,
O _+0  Arcana INT = Longswords, Rapiers, Shortswords
-1 i — —
O Athletics STR ——= LANGUAGES ===
® 5 Deception CHA ABILITY SAVE DC | Common, Elvish, Undercommon, Agent's
O _+0_ History INT > . Cant, Hanataz, Orcish
O _+L Insight wis 7% N === TOOLS ===
O + Intimidation CHA 30 ft. (Walking) Thieves's Tools, Disguise Kit
® _+*2_ Investigation INT
O _+1  Medicine wis \ SPEED 74
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
® _+3  Perception WIS , \
QO 3 Performance CHA === ACTIONS ===

+ 1 n Standard Actions

® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,

O _+0_ Religion INT Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
® _*6_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object

® _+6  Stealth DEX

CHARISMA O 1 Survival wis

+3 ® + Thieves' Tools
® + Disguise Kit
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13 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Rapier +6 1d8+4 Piercing Martial, Finesse
12 PASSIVE WISDOM (INSIGHT)
Shortbow +6 1d6+4 Piercing  simple, Ammunition, Range, Two-Handed, Range (80/320)
11 PASSIVE INTELLIGENCE (INVESTIGATION) Chill Touch +5 1d8 necrotic Range 120/, target can't regain HP
Darkvision 60 ft. Unarmed Strike +1 1 Bludgeoning
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Agent (of Jinxx) Level 1

=== AGENT FEATURES ===

* Hit Points 1d8 per Agent Level » Magicka p.170
* Proficiencies ¢« Magicka p.170

* Agent's Cant » Magicka p.171

* Spellcasting « Magicka p.175

* Wily Tactics « Magicka p.171

At 1st level, choose either disguise kits or forgery kits;
your proficiency bonus is doubled when making
checks using the chosen kit. In addition, your
proficiency bonus is doubled for Survival or Stealth
checks in crowded areas or urban environ-ments when
following a target, blend into a group, or similar
activities. Finally, choose either Deception or
Persuasion. Going forward, you can decide to make a
skill check using the chosen skill with advantage. You
can do this once per long rest for every two levels you
achieve to a maximum number equal to your
proficiency bonus.

=== AGENT ARCHETYPE 'GOOD' FEATURES ===
* Archetype Spells « Magicka p.177

Cantrip: Chill Touch
L1: Command

== HALF-ELF RACIAL TRAITS ===

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility: Investigation, Persuasion

=== FEATS ===

* MAGIC INITIATE (Sorcerer, CHA)* PHB
Cantrips: message, mage hand
L1: feather fall (1/day)

CLASS & LEVEL PLAYER NAME
Sayaer Kress
Half-EIf (drow) Frenta
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FEATURES & TRAITS
\\
Rapier 1 21b Thieves' Tools 1
Dagger 2 2 lb. Disguise Kit 1
Shortbow 1 21b. Candles 5
Arrows 20 11b. Crowbar 1
Leather Armor 1 10 Ib. Hammer 1
Backpack 1 5 lb. Pitons 10
Bedroll 1 7 Ib. Hooded Lantern 1
Mess Kit 1 11b.
Rations (1 day) 3 6 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
60 Ib. Tinderbox 1 11b.
ENCUMBERED Bag of 1000 ball bearings 1
0lb. Waterskin 1 51b.
PUSH/DRAG/LIFT 10" of string 1
0 lb. Flask of oil 2

EQUIPMENT




GENDER AGE
Jinxx
ALIGNMENT FAITH
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Medium 5-7" 145
SIZE HEIGHT WEIGHT
gray lavender  yellow white
SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

by \
- The Seeress has taught me to be wary of all
omens and to consider all signs in the world
around me.

- | like to talk about my experiences with anyone
who will listen.
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The world is too old fashioned, and
therefore must change or perish.

IDEALS
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| will do anything to protect
the youngsters of the troupe.

BONDS
L~

"
| can't resist the opportunity to make a bit of
extra gold for the troupe, even if it gets us
into trouble.

\\ FLAWS //
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Background: Frenta

Feature: Regional Knowledge

Having grown up traveling with the troupe, you
have seen and experienced much of the
landscape and cultures of Western Verdestia. This
has granted you significant knowledge of the
geography of this continent. You gain advantage
on any history or religion checks made, that relate
to Western Verdestia.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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Cantrips (unlimited)
P Prestidigitation Agent
P Minor lllusion Agent
P Prestidigitation Agent
P Chill Touch '‘Good' Archetype
P Message Magic Initiate
P Mage Hand Magic Initiate
Level 1 (2 slot + 2 gooey slots) 4 slots OO00
P Feather Fall (1/day) Magic Initiate
P Fog Cloud Agent
P Color Spray Agent
P Silent Image Agent
P Command '‘Good' Archetype
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