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hooded cloak

Spare dagger
Burglar’s pack
Thieves’ tools
Crowbar

r EQUIPMENT & TREASURE )

Dark common robes and a

Quiver of 20 arrows

Silk robe with silver
embroidery, worth 100 gp.
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FEY ANCESTRY. You have advantage on saving throws
against being charmed, and magic can't put you to sleep.

CRIMINAL SPECIALTY: Burglar.

SNEAK ATTACK: Once per turn, you can deal an extra
2d6 damage to one creature you hit with an attack if you
have advantage or if the target is within 5 feet of another

don't have disadvantage on the attack.

CUNNING ACTION. 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.

PROFICIENCIES
« Languages: Common, Elvish, Celestial
« Armor and Weapons: Light armor, simple weapons,
hand crossbow, longbow, longsword, rapier, shortbow,
shortsword
« Other Proficiencies: Dice, thieves' tools

enemy of the target, that enemy isn't incapacitated, and you

PERSONALITY TRAITS

Treasure hidden is wasted. Better to
hold lovely things for myself.

...But something lovelier always catches
my eye.

IDEALS
Freedom. The world is full of beauty
and it should be hidden from no one.

BONDS
Love and loyalty may be the greatest

beauties of all.
FLAWS

When I see something beautiful, I can’t
think about anything but how to steal it.
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HEIGHT
Golden

WEIGHT
Black, long, straight
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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.

TRANCE. Elves do not sleep. Instead they meditate deeply, remaining semi-conscious, for 4 hours a day.
The Common word for this meditation is "trance”. While meditating, you dream after a fashion; such
dreams are actually mental exercises that have become reflexive after years of practice. After resting in
this way, you gain the same benefit a human would from 8 hours of sleep.

EXPERTISE: Sleight of Hand, Stealth. (Their proficiency bonuses are doubled. This is already included in
their skill bonuses.)

FAST HANDS. You can use the bonus action granted by your Cunning Action to make a Dexterity
(Sleight of Hand) check, use your thieves’ tools to disarm a trap or open a lock, or take the Use an Object
action.

SECOND-STORY WORK. You can climb faster than normal; climbing no longer costs you extra
movement. In addition, when you make a running jump, the distance you cover increases by a number of
feet equal to your Dexterity modifier.

ADDITIONAL FEATURES & TRAITS

Your foremother is Illiosus of the Dawn, the
Samarran goddess of the dawn, spring, youth, beauty,
love, fertility, and magic; queen of the high elves.
Symbol: rose, lily, or daisy. Chaotic Good.

Elves in the Broken Empire are called the “Shining
Ones,” born of the heavens. In some legends, elves
taught humanity the arts of magic and war.

Elves found in human kingdoms are singular and
strange. Said to descend directly from the gods, elves
are fey and dangerously unpredictable. Each seems
obsessed with some singular goal or facet of the
world, making some harmless and others terrible.

The Shining Ones are said to live for uncountable
years. Sometimes, one remembers secret paths to the
heavens or the underworld and vanishes for decades
or centuries. Some say most elves live in a secret
island in the Sea of Storms, filled with wonders and
madness. Others have met elves in the deep woods or
deeper caves, and say that the Shining Ones have
abandoned the heavens for fear and darkness.

FAITHS, FACTIONS & SYMBOLS

l

ADDITIONAL EQUIPMENT & TREASURE

You were raised by human parents in the farmlands near the great island city of Zyirra. At
first, they mistook you for their own newborn child. It soon became obvious that you were
something else, left behind in a human baby's place. They continued to care for you as their
own, telling themselves that the heartbreaking loss of their child was a blessing. They named
you Alalu Enu Nasini (“Eye of Joyful Greed”).

By human terms, you are obsessed with beauty, especially beauties forged by the works or
acts of mortals. When you find such a creation, you often take dangerous risks to possess it.
But you soon bore of what you steal.

You now seek to steal the devotion of the Northlands fighter Saurga, which you suspect he
has given to the priestess Aimina. You want it like a shining trinket. Aimina once said that
love is most beautiful when it is not stolen or possessed but given freely. What difference
that makes is beyond you. Perhaps, someday, you will understand humans enough to know
what she meant.

CRIMINAL CONTACT: Ahumm, a human Zyirran sailing merchant who buys beautiful
things when you tire of them and finds new beauties for you to steal.

ROGUE FEATURE: Thieves' Cant. You have 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. See the Player's
Handbook for further details.

HISTORY & NOTES

“Swords & Sorceries” is a trademark of Arc Dream Publishing

www.swordsandsorceries.com
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	Features: ELVISH WIZARD CANTRIP: mage hand.

FEY ANCESTRY. You have advantage on saving throws against being charmed, and magic can't put you to sleep.

CRIMINAL SPECIALTY: Burglar.

SNEAK ATTACK: Once per turn, you can deal an extra 2d6 damage to one creature you hit with an attack if you have advantage or if the target is within 5 feet of another enemy of the target, that enemy isn't incapacitated, and you don't have disadvantage on the attack.

CUNNING ACTION. 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.

PROFICIENCIES
  • Languages: Common, Elvish, Celestial
  • Armor and Weapons: Light armor, simple weapons, hand crossbow, longbow, longsword, rapier, shortbow, shortsword
  • Other Proficiencies: Dice, thieves' tools
	Traits1: Treasure hidden is wasted. Better to hold lovely things for myself. 

...But something lovelier always catches my eye.
	Ideals1: Freedom. The world is full of beauty and it should be hidden from no one.
	Bonds1: Love and loyalty may be the greatest beauties of all.
	Flaws1: When I see something beautiful, I can’t think about anything but how to steal it.
	Check Box 15: Off
	Half Speed: 15
	Half Max HP: 8
	Equipment: Dark common robes and a hooded cloak
Quiver of 20 arrows
Spare dagger
Burglar’s pack
Thieves’ tools
Crowbar
Silk robe with silver embroidery, worth 100 gp.
	Age: About 200
	Height: 5'3"
	Weight: 100 lbs
	Eyes: Glittering blue
	Skin: Golden
	Hair: Black, long, straight
	Portrait: 
	Symbol: 
	Factions: Your foremother is Illiosus of the Dawn, the Samarran goddess of the dawn, spring, youth, beauty, love, fertility, and magic; queen of the high elves. Symbol: rose, lily, or daisy. Chaotic Good.
  Elves in the Broken Empire are called the “Shining Ones,” born of the heavens. In some legends, elves taught humanity the arts of magic and war. 
  Elves found in human kingdoms are singular and strange. Said to descend directly from the gods, elves are fey and dangerously unpredictable. Each seems obsessed with some singular goal or facet of the world, making some harmless and others terrible.
  The Shining Ones are said to live for uncountable years. Sometimes, one remembers secret paths to the heavens or the underworld and vanishes for decades or centuries. Some say most elves live in a secret island in the Sea of Storms, filled with wonders and madness. Others have met elves in the deep woods or deeper caves, and say that the Shining Ones have abandoned the heavens for fear and darkness.
	Additional Features: 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.

TRANCE. Elves do not sleep. Instead they meditate deeply, remaining semi-conscious, for 4 hours a day. The Common word for this meditation is "trance". While meditating, you dream after a fashion; such dreams are actually mental exercises that have become reflexive after years of practice. After resting in this way, you gain the same benefit a human would from 8 hours of sleep.

EXPERTISE: Sleight of Hand, Stealth. (Their proficiency bonuses are doubled. This is already included in their skill bonuses.)

FAST HANDS. You can use the bonus action granted by your Cunning Action to make a Dexterity (Sleight of Hand) check, use your thieves’ tools to disarm a trap or open a lock, or take the Use an Object action.

SECOND-STORY WORK. You can climb faster than normal; climbing no longer costs you extra movement. In addition, when you make a running jump, the distance you cover increases by a number of feet equal to your Dexterity modifier.
	Additional Equipment: 
	History: You were raised by human parents in the farmlands near the great island city of Zyirra. At first, they mistook you for their own newborn child. It soon became obvious that you were something else, left behind in a human baby's place. They continued to care for you as their own, telling themselves that the heartbreaking loss of their child was a blessing. They named you Alalu Enu Nasini (“Eye of Joyful Greed”).
  By human terms, you are obsessed with beauty, especially beauties forged by the works or acts of mortals. When you find such a creation, you often take dangerous risks to possess it. But you soon bore of what you steal. 
  You now seek to steal the devotion of the Northlands fighter Saurga, which you suspect he has given to the priestess Aimina. You want it like a shining trinket. Aimina once said that love is most beautiful when it is not stolen or possessed but given freely. What difference that makes is beyond you. Perhaps, someday, you will understand humans enough to know what she meant.

CRIMINAL CONTACT: Ahumm, a human Zyirran sailing merchant who buys beautiful things when you tire of them and finds new beauties for you to steal.

ROGUE FEATURE: Thieves' Cant. You have 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. See the Player's Handbook for further details.
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