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Witch Bolt +0 1d12 (lightning) Aberrant Dragonmark. Can

cast true strike (cantrip) as an
action. You can also cast
witch bolt (1st level) as an
action once per long rest.

Dagger +2 1d4 + 2 (piercing)

You can also throw your
dagger 20 feet (60 feet with
disadvantage) using the same
attack bonus and damage.

Shiftweave Clothes. You can
utter the command word
"incognito” and shift your
clothing into one of five
distinct outfits (fine clothes
plus four that you choose).

FEATURES & TRAITS

ATTACKS & SPELLCASTING J

Tool: disguise kit, forgery kit
Languages: Common,
gnomish

Armor: none

Weapons: none

\ OTHER PROFICIENCIES & LANGUAGES

set of fine clothes made of shiftweave (common magic item from
Wayfinder's Guide to Eberron), a disguise kit, a set of weighted
dice, belt pouch containing 15 gp

dagger

EQUIPMENT & CHARACTER NOTES
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Sharyl Fiennes

28 58" 155 Ibs.
AGE HEIGHT WEIGHT
Hazel pale flowing, brown
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ALLIES & ORGANIZATIONS

"Sharyl Fiennes" is just the most
recent in a long list of aliases that
this person has had. She has a
mix of memories, including being
male, female, nonbinary, and
even of being non-human. From
time to time she recalls bits and
pieces of training, including the
use of disguise kits, magic, and
interrogation techniques. Most of
her background is a foggy
mystery, even to her.

The only thing that she is certain
of is that she is fleeing something
- something big and terrible, and
that the Dragonmarked Houses
want her dead. She takes great
lengths to keep her aberrant
dragonmark hidden from all but
her most trusted allies, and even
then she is reluctant to reveal its
nature and abilities.

She fears that she may actually
be marked (or cursed, as she
says with a sneer) "for something
greater in the Draconic
Prophecy.”

CHARACTER BACKSTORY

Feature: False Identity

Sharyl has created a second identity (player chooses what it is) that includes
documentation, established acquaintances, and disguises that allow her to assume
that persona. Additionally, she can forge documents including official papers and
personal letters, as long as she has seen an example of the kind of document or the
handwriting she is trying to copy.

The skin around her aberrant dragonmark is withered, angry, and dry to the point of
flaking.

You learn a cantrip from the sorcerer spell list. In addition, choose a 1st-level spell
from the sorcerer spell list. You learn that spell and can cast it at its lowest level.
Once you cast it, you must finish a long rest before you can cast it again.
Constitution is your spellcasting ability for these spells.

* You can increase the power of your aberrant spells at the risk of your own vitality.
When you cast a spell with your aberrant mark, you can use one of your Hit Dice to
increase the spell’s level by 1. Immediately after you cast the spell, roll the Hit Die.
You take damage equal to the number rolled. A level O character has 1 Hit Die.

ADDITIONAL FEATURES & TRAITS

TREASURE
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