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	Untitled

	ClassLevel: 0
	Background: Folk Hero
	PlayerName: 
	CharacterName: Jindox
	Race : Changeling
	Alignment: neutral good
	XP: 0
	Inspiration: +0
	STR: -1
	ProfBonus: 
	AC: 12
	Initiative: +2
	Speed: 30
	PersonalityTraits : I have a strong sense of fair play and always try to find the most equitable solution to arguments.
	STRmod: 8
	HPMax: 7
	DEX: +2
	HPCurrent: 
	Ideals: Tyrants must not be allowed to oppress the
people.
	DEXmod : 14
	HPTemp: 
	Bonds: My tools are symbols of my past life, and I carry them so that I will never forget my roots.
	CON: +1
	HDTotal: 1
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 12
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d6 + 1
	Flaws: I'm convinced of the significance of my destiny, and blind to my shortcomings and the risk of failure.
	INT: +0
	Wpn Name: Dagger
	Wpn1 AtkBonus: +2
	Wpn1 Damage: 1d4 + 2 (piercing)
	INTmod: 10
	Wpn Name 2: Sling
	Wpn2 AtkBonus : +2
	Wpn2 Damage : 1d4 + 2 (bludgeoning)
	WIS: +2
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Wpn3 Damage : 
	WISmod: 14
	CHA: +3
	CHamod: 17
	AttacksSpellcasting: The sling has a range of 30 feet, but can be used to attack a target up to 120 feet away with disadvantage.

The dagger can be thrown 20 feet (or 60 feet with disadvantage).
	Passive: 12
	ProficienciesLang: Tool: carriage (land vehicle), woodworker's tools
Languages: Common, Gnomish, Goblin
Armor: none
Weapons: none

	Equipment: a set of woodworker's tools, a shovel, an iron pot, a set of common clothes, and a belt pouch containing 10 gp

dagger, sling
	Features and Traits: Unsettling Visage. When a creature you can see makes an attack roll against you, you can use your reaction to impose disadvantage on the roll. You must use this feature before knowing whether the attack hits or misses. Using this trait reveals your shapeshifting nature to any creature within 30 feet that can see you. Once you use this trait, you can’t use it
again until you finish a short or long rest.
	Athletics: -1
	SavingThrows: -1
	Check Box 18: Off
	SleightofHand: +2
	Stealth: +2
	ChBx Athletics: Off
	ST Strength: Off
	ChBx Sleight: Off
	ChBx Stealth: Off
	ST Dexterity: Off
	SavingThrows2: +2
	SavingThrows3: +1
	ST Constitution: Off
	ChBx Acrobatics: Off
	Acrobatics: +2
	ChBx Nature: Off
	ST Intelligence: Off
	ChBx Arcana: Off
	ChBx History: Off
	ChBx Investigation: Off
	SavingThrows4: +0
	Arcana: +0
	History: +0
	ChBx Religion: Off
	Investigation: +0
	Nature: +0
	Religion: +0
	Survival: +2
	ChBx Survival: Yes
	Animal Handling: +2
	Medicine: +2
	ST Wisdom: Off
	ChBx Animal: Yes
	ChBx Insight: Yes
	ChBx Perception: Off
	Perception: +2
	SavingThrows5: +2
	SavingThrows6: +3
	Deception: +3
	Intimidation: +3
	Performance: +3
	Persuasion: +3
	ST Charisma: Off
	ChBx Deception: Yes
	ChBx Intimidation: Off
	ChBx Performance: Off
	ChBx Persuasion: Off
	Insight: +2
	CharacterName 2: Jindox
	Age: unknown
	Height: variable
	Weight: variable
	Eyes: variable
	Skin: variable
	Hair: variable
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: Jindox ("Jin", for short) was once a simple woodworker and lived near the southern shoreline of Khorvaire. As the war began to exert its influence on everyone and everything, Jin was pressed into Breland's military service. As they were in a human form at the time - hiding their heritage as a changeling - no one thought anything of their addition to the infantry. Jin would spend the next several months changing shape in order to shy away from active service and attempting to escape, but always found themselves back with the troops - alas, safety in numbers. 

Eventually Jin found that they had a knack for defusing stressful situations and often scouted ahead of the army and would convince the local population to calm down before their arrival. In return, Jin would sneak supplies back to the farmers and citizens as the army left.

One day a half-orc showed up, impressed of his own role in destiny and bearing a fortune-teller's card that clearly showed his face. Jin took an interest in the half-orc's presence and took it upon themself to guide the half-orc out of the military and into Sharn. This half-orc is named Grannok Twinpines, and Jin has been following him ever since.
	Feat+Traits: Change Appearance. As an action, you can transform your appearance or revert to your natural form. You can’t duplicate the appearance of a creature you’ve never seen, and you revert to your natural form if you die. 
     You decide what you look like, including your height, weight, facial features, the sound of your voice, coloration, hair length, sex, and any other distinguishing characteristics. You can make yourself appear as a member of another race, though none of your game statistics change. You also can’t appear as a creature of a different size than you, and your basic shape stays the same; if you’re bipedal, you can’t use this trait to become quadrupedal, for instance. Your clothing and other equipment don’t change in appearance, size, or shape to match your new form, requiring you to keep a few extra outfits on hand to make the most compelling disguise possible.
     Even to the most astute observers, your ruse is usually indiscernible. If you rouse suspicion, or if a wary creature suspects something is amiss, you have advantage on any Charisma (Deception) check you make to avoid detection.

FEATURE: RUSTIC HOSPITALITY
Since you come from the ranks of the common folk, you fit in among them with ease. You can find a place to hide, rest, or recuperate among other commoners, unless you have shown yourself to be a danger to them. They will shield you from the law or anyone else searching for you, though they will not risk their lives for you.
	Treasure: a tiny portrait of a goblin that looks a lot, but not exactly, like Flash; this portrait seems to move ever so slightly when someone looks at it directly
	CHARACTER IMAGE: 


