Naomlen Girdaur (Epic)
CHARACTER NAME
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Thieves Tools (DEX)

WarriorOfWaterdeep
PLAYER NAME

Hill Dwarf

Criminal / Spy

(Milestone)

RACE

BACKGROUND

EXPERIENCE POINTS

+4

ARMOR

Max HP

18

99

CLASS

INITIATIVE

Total

INSPIRATION

12

PASSIVE WISDOM (INSIGHT)

10

PASSIVE INTELLIGENCE (INVESTIGATION)

ABILITY SAVE DC

=== TOOLS ===
Dice Set, Disguise Kit, Jeweler's Tools,
Poisoner's Kit, Smith's Tools, Thieves' Tools
=== LANGUAGES ===
Common, Dwarvish, Thieves’ Cant

30 ft. (Walking)

SPEED
PROFICIENCIES & LANGUAGES

with a melee attack, you can use your reaction to add
4 to your AC for that attack.

=== ACTIONS ===
Standard Actions
Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Uncanny Dodge
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.

=== BONUS ACTIONS ===
Cunning Action
You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

=== SPECIAL ===
Reliable Talent
Whenever you make an ability check that lets you
add your proficiency bonus, you can treat a d20 roll of
9 or lower as a 10.
Sneak Attack
Once per turn, you can deal an extra 6d6 damage

ACTIONS

HIT

DAMAGE/TYPE

NOTES

Vicious Shortsword

+8

1d6+4 Piercing

Martial, Finesse, Light

Vicious Shortsword

+8

1d6+4 Piercing

Martial, Finesse, Light

Darkvision 60 ft.

SENSES

DEATH SAVES

=== WEAPONS ===
Battleaxe, Crossbow, Hand, Longsword,
Rapier, Shortsword, Simple Weapons,
Warhammer

PROFICIENCY BONUS

NAME
PASSIVE WISDOM (PERCEPTION)

SUCCESSES

=== ARMOR ===
Light Armor

SKILLS

16

12d8

HIT DICE

=== REACTIONS ===
Defensive Duelist
When you are wielding a finesse weapon with
which you are proficient and another creature hits you

11

--

FAILURES

DEFENSES

+4

Temp HP

Current HP

HIT POINTS

Resistances - Poison, Damage
Dealt By Traps

SAVING THROWS

CONSTITUTION

Rogue 12
CLASS & LEVEL

WEAPON ATTACKS & CANTRIPS
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Naomlen Girdaur (Epic)
CHARACTER NAME

Rogue 12

WarriorOfWaterdeep

CLASS & LEVEL

PLAYER NAME

Hill Dwarf

Criminal / Spy

(Milestone)

RACE

BACKGROUND

EXPERIENCE POINTS

=== ROGUE FEATURES ===
* 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.

* Hit Points • PHB 95
* Proficiencies • PHB 95
* Expertise • PHB 96
Your proficiency bonus is doubled for any ability check
you make that uses any of the chosen proficiencies.
* Sneak Attack • PHB 96
Once per turn, you can deal an extra 6d6 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.

* Dwarven Resilience • BR 20
You have advantage on saves against poison and
resistance against poison damage.
* Dwarven Combat Training • BR 20
You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.

* 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
* Evasion • PHB 96
When you are subjected to an effect that allows you to
make a DEX saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.
* Infiltration Expertise • PHB 97
You can unfailingly create false identities for yourself
over the course of seven days. If using the identity as
a disguise, other creatures believe you to be that
person until given an obvious reason not to.
* Reliable Talent • PHB 96
Whenever you make an ability check that lets you add
your proficiency bonus, you can treat a d20 roll of 9 or
lower as a 10.

* Tool Proficiency • BR 20
You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason’s tools.
* Stonecunning • BR 20
Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
proficient in the History skill and add double your
proficiency bonus to the check.
* Dwarven Toughness • BR 20
Your hit point maximum increases by 1, and it
increases by 1 every time you gain a level.

=== FEATS ===
* Dual Wielder • PHB 165
You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.

| 1 Bonus Action
| Special

* Roguish Archetype • PHB 96
=== HILL DWARF RACIAL TRAITS ===

| Assassin
* Bonus Proficiencies • PHB 97
You gain proficiency with the disguise kit and the
poisoner’s kit.

* Darkvision • BR 20
You can see in darkness (shades of gray) up to 60 ft.

* Dungeon Delver • PHB 166
You have advantage on Perception and Investigation
checks made to detect the presence of secret doors
and on saving throws made to avoid or resist traps.
You have resistance to the damage dealt by traps and
traveling at a fast pace doesn't impose the normal −5
penalty on your passive Wisdom (Perception) score.

FEATURES & TRAITS

NAME
CP

SP

0

0

EP

0

GP

15

PP

0
WEIGHT CARRIED

76.5 lb.
ENCUMBERED

180 lb.
PUSH/DRAG/LIFT

360 lb.

QTY

WEIGHT

NAME

QTY

WEIGHT

Studded Leather, +2

1

13 lb.

Rope, Hempen (50 feet)

1

10 lb.

Vicious Shortsword

1

2 lb.

Tinderbox

1

1 lb.

Vicious Shortsword

1

2 lb.

Waterskin

1

5 lb.

Boots of Striding and Springing

1

--

Disguise Kit

1

3 lb.

Backpack

1

5 lb.

Thieves' Tools

1

1 lb.

Ball Bearings (bag of 1,000)

1,000

2 lb.

String

10

--

Bell

1

--

Candle

1

--

Clothes, Common

1

3 lb.

Crowbar

2

10 lb.

Hammer

1

3 lb.

Lantern, Hooded

1

2 lb.

ATTUNED MAGIC ITEMS

QTY

WEIGHT

Oil (flask)

2

2 lb.

Boots of Striding and Springing

1

--

Piton

10

2.5 lb.

Rations (1 day)

5

10 lb.
EQUIPMENT
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CHARACTER NAME

Rogue 12

WarriorOfWaterdeep

CLASS & LEVEL

PLAYER NAME

Hill Dwarf

Criminal / Spy

(Milestone)

RACE

BACKGROUND

EXPERIENCE POINTS

* Skulker • PHB 170
You can try to hide when you are lightly obscured from
the creature from which you are hiding. When you are
hidden from a creature and miss it with a ranged
weapon attack, making the attack doesn't reveal your
position. Dim light doesn't impose disadvantage on
your Perception checks relying on sight.
* Defensive Duelist • PHB 165
When you are wielding a finesse weapon with which
you are proficient and another creature hits you with a
melee attack, you can use your reaction to add 4 to
your AC for that attack.
| 1 Reaction

ADDITIONAL FEATURES & TRAITS

NAME

QTY

WEIGHT

NAME

ADDITIONAL EQUIPMENT
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QTY

WEIGHT

Naomlen Girdaur (Epic)
CHARACTER NAME

F

75

Medium

4'10"

145

GENDER

AGE

SIZE

HEIGHT

WEIGHT

Neutral Evil

Dumathoin

Brown

Gold

Blonde

ALIGNMENT

FAITH

SKIN

EYES

HAIR

=== Allies ===

The first thing I do in a new place is
note the locations of everything
valuable—or where such things could
be hidden.

Halbenet Soladonel
Shevarith Kendia
Tommus Tallstep
=== Organizations ===

PERSONALITY TRAITS

WARRIORS OF WATERDEEP
Naomlen only helps Laeral in order to complete
her personal and Zhentarim goals.
ZHENTARIM
Naomlen works within the organization to pursue
her personal goals, and uphold a family legacy.

People. I’m loyal to my friends, not to any
ideals, and everyone else can take a trip
down the Styx for all I care.
IDEALS

Something important was taken from me, and
I aim to steal it back.
BONDS

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

CHARACTER APPEARANCE

A generation ago, the Girdaur family were
renowned artisans, but their tools and finest works
were stolen, and their fame forgotten. As an
adventurer, Naomlen locates lost treasures for
their rightful owners...or the highest bidder...but
she claims her family's handiwork for herself.

FLAWS

ALLIES & ORGANIZATIONS

Naomlen's epic-tier character sheet created using
D&D BEYOND, an official digital toolset for
Dungeons & Dragons.
D&D Beyond character sheet link:
https://ddb.ac/characters/27923060/0q6vlG
Visit dndbeyond.com/warriors and play with
advantage.
©2020 D&D Beyond | All Rights Reserved | Powered
by Fandom Games
---------------------WARRIORS OF WATERDEEP is a tactical,
turn-based dungeon crawler for mobile devices set in
the world of Dungeons & Dragons.

Visit www.warriorsofwaterdeep.com for more
information, or follow our social media channels:
Facebook:
https://www.facebook.com/WarriorsOfWaterdeep
Twitter : @WOWaterdeep
Instagram: warriorsofwaterdeep
YouTube: Warriors of Waterdeep
Official Forum:
https://forum.ludia.com/c/WarriorsOfWaterdeep
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Trademarks belong to their respective owners.
Dungeons & Dragons, D&D, Warriors of Waterdeep,
their respective logos, and the dragon ampersand,
are trademarks of Wizards of the Coast LLC. © 2020
Wizards of the Coast. All rights reserved.

• CHOOSE a team of heroes from new and
established characters like Shevarith the human
wizard, Saarvin the dragonborn ranger, Farideh the
tiefling warlock...and more!
• BATTLE fearsome monsters drawn from the
Forgotten Realms like fierce hobgoblins, rampaging
giants, restless undead...even a devastating red
dragon!
• COLLECT and upgrade powerful weapons and
equipment to generate even mightier effects and
combinations on the battlefield!
• DISCOVER deadly locations like the long-lost
Frostsilver Mines, or the treacherous Harvestshield
Mountain.
• CHALLENGE your adventuring skills by reaching
new dungeon depths in search of ever-greater
rewards in the endless Challenge mode.
• COMPLETE with other players for top spot and
prizes on the leaderboards in Battle mode.
• EARN daily rewards and complete quests to add
more items and gear to your inventory.
CHARACTER BACKSTORY

ADDITIONAL NOTES
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