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Giff True Neutral 7030
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ARMOR distract my enemies. | have had a hard
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- A race without a place to call a home is a failing race.
+2_ Dexterity For the Giff to become more than we are we must find
— our lost homeworld.
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While | have been trained as a mercenary, and it's what
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) people | can entertain with my magic.
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4 History Feature: Mercenary Life
. . . You know the mercenary life as only someone who has experienced it can. You are able to
Rapl er +5 1d8+2 (piercing) identify mercenary companies by their emblems, and you know a litile about any such
0  Insight company, including the names and reputations of its commanders and leaders, and who
g has hired them recently. You can find the taverns and feast halls where mercenaries abide
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in any area, as long as you speak the language. You can find mercenary work between

+2 imidati 11042 (piercing) 40/120 range adventures sufficient to maintain a comfortable lifestyle (see "Practicing a Profession”
Intimidation Musket +5 under "Downtime Activities” in chapter 8 of the Player's Handbook).

Firebolt +7 1d10 fire oo

w0 - Arcane Recovery
Medicine Once per day when you finish a short rest, you can choose expended spell slots to recover.

The spell slots can have a combined level that is equal to o less than half your wizard level
+4  Nature (rounded up), and none of the slots can be 6th level or higher.

*4  Investigation

llusion Savant
Beginning when you select this school at 2nd level, the gold and time you must spend to

+3  Perception copy an illusion spell into your spellbook is halved.

Improved Minor lliusion

When you choose this school at 2nd level, you lear the minor llusion cantip. If you
already know this cantrip, you learn a different wizard cantrip of your choice. The cantrip
doesn't count against your number of cantrips known. When you cast minor illusion, you
can create both a sound and an image with a single casting of the spell

+5  Performance

*2 Persuasion

. Malleable lllusions
+_ Reli gion Starting at 6th level, when you cast an illusion spell that has a duration of 1 minute or
longer, you can use your action to change the nature of that illusion (using the spell's
. normal parameters for the illusion), provided that you can see the illusion

*2_ Sleight of Hand ? P y

+2  Stealth Race

Ability Score Increase: Your Strength score increases by 2
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0 Survival

Decadent Mastery: You learn one language of your choice (Undercommon), and you are
proficient with one skill or tool of your choice (Forgery Kit).

SKILLS )’ <\ ATTACKS & SPELLCASTING / ;A:Jt:hz;oe?;gy‘ You are proficient with light and medium armor, and with rapiers, pistols,

Giff Psionics: You know the Mage Hand cantrip, and the hand is invisible when you cast the
\ cantrip with this trait. When you reach 3rd level, you can cast Jump once with this trait, and
\ you regain the ability to do so when you finish a long rest. When you reach 5th level, you
‘Weapon: Rapier, Musket (unsellable), spear can cast the Misty Step spell once with this trait, and you regain the ability to do so when
you finish a long rest. Intelligence is your spellcasting ability for these spells. When you cast
Armor: *Scale Mail (disadvantage on stealth) them with this trait, they don't require components.
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13 PASSIVE WISDOM (PERCEPTION)

Other: Bagpipes, thieves tools, a forgery kit, alchemist's
supplies, military uniform, a belt pouch, monocle, pipe, a
component pouch, a scholar's pack, and an enduring
spellbook. Shovel, potion from alchemy shop (possible
hangover cure), black gem, head of cultist (burned),
mercenary head, copy of Greenest land record document (a
random lease), rusty long spear, dragon amulet (wood).

Armor: Light and medium

Weapons: Daggers, darts, slings,
quarterstaffs, rapiers, pistols,
muskets, and light crossbhows

Tools: Alchemists supplies, Forgery
Kit, and Thieves Tools

Languages: Common, Giff, and
Undercommon
OTHER PROFICIENCIES & LANGUAGES
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25 6'0 220 lbs

The Great Gazeeb AGE HEIGHT WEIGHT
Black Grey None
CHARACTER NAME EYES SKIN HAIR
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Bobo, the flying monkey, has been my ally and familiar for some time. His stats are as follows. $
Size: Small A
Creature Type: Fey NAME
Armor Class 12 1
o 60 Bobo 1V, the Flying Monkey
Speed 20 ft., climb 20 ft., fly 30 ft.
STR 8 (-1)
DEX 14 (+2)
CON 11 (+0)
INT5 (-2)
WIS 12 (+1)
CHR 6 (-2)
Senses passive Perception 11
Languages -
Pack Tactics. The flying monkey has advantage on an attack roll
against a creature if at least one of the monkey's allies is within
5 feet of the creature and the ally isn't incapacitated.
Actions:
Bite. Melee Weapon Attack: +l to hit, reach 5 ft., one target.
Hit: | (Id4 - 1) piercing damage
Watchful Order of Magists and Protectors
The Watchful Order of Magists and Protectors was the guild of wizards and sorcerers for the city Marws
of Waterdeep. However, while technically a guild, the Watchful Order functioned primarily as a
mage academy. The Watchful Order also policed the use of magic within Waterdeep,
encouraging wizards to use magic wisely.
Protectors in Waterdeep. The Tower was situated in the Castle Ward on the Street of Bells, near
the middle of the block between Selduth Street and Buckle Alley.
Rank: 1
Worshiper of Gond
The Lord of All Smiths, was an intermediate deity of craft and smithwork, whose faith was the
state religion of Lantan.
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( N || Lifestyle: Modest

I never knew my parents. Admittedly, that kind of thing is a luxury among the Giff. Instead |
was sold at birth to a mercenary company based out of Sigil. From there they threw me into
a miltary academy and expected me to be prepared for combat

Eventually | obtained the rank of Gazeeb. Basically a lieutenant, to use the parlance of the
folk of Faerun. Nothing to brag about, but | was given just enough responsibility to keep life
interesting,

When you get thrown into a military academy they never tell you that war is such a nasty,
uncivilized business. People who have never been in it never appreciate the kind of mess it
is. It doesn't get any better on a cosmic scale either.

Fortunately, | only fought in a few battles before our employer was through with us. Sounds
odd perhaps, but that is how confiicts go in the planes. Once one side beats another folks
rarely think about what happens to those grunts that weren't slaughtered. Things tend to
get messy pretty quick when a group of glorified thugs are no longer getting paid.

Lucky for me that | had saved up what earnings | made. That let me afford a ride to Sigil.
From there | was able to join one of the mercenary companies that periodically protects the
dealings between the merchants of the planes and the prime material plane. Nothing fancy
of course, but the cheapest way to make it to the prime.

But why the prime you are probably wondering? Simple. If | stay elsewhere all I'l be known
for is another mercenary. I've got talents, talents that most of my kind never have. Maybe
that's why they picked me instead of others for the academy. I'l never know.

Once getting to the prime | settled in Waterdeep. | heard it had a few academies of magic.
What can I say other than that I'd seen magic on the battlefield and figured “if these idiots
can manage this than surely | can?" Anyways, that's where | learned the craft as best |
could. Not that any of them were interested in my abilities as a mage. No, they were far
more interested in my gun and its smokepowder. Fortunately, no one gets their hands on
my gun. Not while I'm watching

Anyways, | left that place after they deemed me good enough to graduate. Have to say it
wasn't a total waste of my time. | even took a bit of a liing to what they call illusion magic
while | was there.

But magic school doesn't pay the bills does it? After | graduated | found work entertaining
the common folk with what magic | knew. | even did a bit of a tour around some of the
smaller villages along the northern Sword Coast. Folks had never seen my kind before and
were generous in what they gave.

But before | did that | needed a name. That's something they don't give you when they

raise you from birth and expect you to either die or fade from relevance. People at the ADDITIONAL FEATURES & TRAITS

Watchful Order, no doubt aware of my rank, seemed to enjoy calling me “the Great \

Gazeeb." So that's what I've went with and I've been travelling by it ever since.

As to why | came to find myself walking towards the town of Greenest. Well, | was conned /
into doing one last mercenary gig by a Tiefling named Despair. Supposedly, some treasure
was to be found in a place called Durlag's Tower and she needed someone to protect her
group. When we got their though it was clear even to me that she had no clue about the
place. So we're going to Greenest to see what they know.
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	CharacterName 2: The Great Gazeeb
	Age: 25
	Height: 6'0
	Weight: 220 lbs
	Eyes: Black
	Skin: Grey
	Hair: None
	Allies: Bobo, the flying monkey, has been my ally and familiar for some time. His stats are as follows.
 
Size: Small
Creature Type: Fey
 
Armor Class 12
Hit Points 3 (ld6)
Speed 20 ft., climb 20 ft., fly 30 ft.
STR 8 (-1)
DEX 14 (+2)
CON 11 (+0)
INT 5 (-2)
WIS 12 (+1)
CHR 6 (-2)
 
Senses passive Perception 11 
Languages -
 
Pack Tactics. The flying monkey has advantage on an attack roll
against a creature if at least one of the monkey's allies is within
5 feet of the creature and the ally isn't incapacitated.
 
Actions:
Bite. Melee Weapon Attack: +l to hit, reach 5 ft., one target.
Hit: l (ld4 - 1) piercing damage.
 
 
 
Watchful Order of Magists and Protectors
 
The Watchful Order of Magists and Protectors was the guild of wizards and sorcerers for the city of Waterdeep. However, while technically a guild, the Watchful Order functioned primarily as a mage academy. The Watchful Order also policed the use of magic within Waterdeep, encouraging wizards to use magic wisely.
 
The Tower of the Order was the headquarters and seat of the Watchful Order of Magists and Protectors in Waterdeep. The Tower was situated in the Castle Ward on the Street of Bells, near the middle of the block between Selduth Street and Buckle Alley.
 
Rank: 1
 
 
Worshiper of Gond
 
The Lord of All Smiths, was an intermediate deity of craft and smithwork, whose faith was the state religion of Lantan. 
	FactionName: Bobo IV, the Flying Monkey
	Backstory: I never knew my parents. Admittedly, that kind of thing is a luxury among the Giff. Instead I was sold at birth to a mercenary company based out of Sigil. From there they threw me into a military academy and expected me to be prepared for combat.
 
Eventually I obtained the rank of Gazeeb. Basically a lieutenant, to use the parlance of the folk of Faerun. Nothing to brag about, but I was given just enough responsibility to keep life interesting.
 
When you get thrown into a military academy they never tell you that war is such a nasty, uncivilized business. People who have never been in it never appreciate the kind of mess it is. It doesn't get any better on a cosmic scale either. 
 
Fortunately, I only fought in a few battles before our employer was through with us. Sounds odd perhaps, but that is how conflicts go in the planes. Once one side beats another folks rarely think about what happens to those grunts that weren't slaughtered. Things tend to get messy pretty quick when a group of glorified thugs are no longer getting paid.
 
Lucky for me that I had saved up what earnings I made. That let me afford a ride to Sigil. From there I was able to join one of the mercenary companies that periodically protects the dealings between the merchants of the planes and the prime material plane. Nothing fancy of course, but the cheapest way to make it to the prime.
 
But why the prime you are probably wondering? Simple. If I stay elsewhere all I'll be known for is another mercenary. I've got talents, talents that most of my kind never have. Maybe that's why they picked me instead of others for the academy. I'll never know.
 
Once getting to the prime I settled in Waterdeep. I heard it had a few academies of magic. What can I say other than that I'd seen magic on the battlefield and figured "if these idiots can manage this than surely I can?" Anyways, that's where I learned the craft as best I could. Not that any of them were interested in my abilities as a mage. No, they were far more interested in my gun and its smokepowder. Fortunately, no one gets their hands on my gun. Not while I'm watching.
 
Anyways, I left that place after they deemed me good enough to graduate. Have to say it wasn't a total waste of my time. I even took a bit of a liking to what they call illusion magic while I was there.
 
But magic school doesn't pay the bills does it? After I graduated I found work entertaining the common folk with what magic I knew. I even did a bit of a tour around some of the smaller villages along the northern Sword Coast. Folks had never seen my kind before and were generous in what they gave.
 
But before I did that I needed a name. That's something they don't give you when they raise you from birth and expect you to either die or fade from relevance. People at the Watchful Order, no doubt aware of my rank, seemed to enjoy calling me "the Great Gazeeb." So that's what I've went with and I've been travelling by it ever since.
 
As to why I came to find myself walking towards the town of Greenest. Well, I was conned into doing one last mercenary gig by a Tiefling named Despair. Supposedly, some treasure was to be found in a place called Durlag's Tower and she needed someone to protect her group. When we got their though it was clear even to me that she had no clue about the place. So we're going to Greenest to see what they know.
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	Race : Giff
	Alignment: True Neutral
	XP: 7030
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	STR: +0
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	AC: 16
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	Speed: 30
	PersonalityTraits : I have been trained to believe that illusion magic is best used to intimidate and distract my enemies. I have had a hard time accepting its other uses.
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	Bonds: While I have been trained as a mercenary, and it's what most know me for, I'll always have a sweet spot for people I can entertain with my magic.
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I refuse to surrender or back down.
	INT: +4
	ST Dexterity: +2
	ST Constitution: +3
	ST Intelligence: +7
	ST Wisdom: +3
	ST Charisma: +2
	Acrobatics: +2
	Animal: +0
	Athletics: +0
	Deception : +5
	History : +4
	Insight: +0
	Intimidation: +2
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Off
	Wpn Name: Rapier
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d8+2 (piercing)
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	Passive: 13
	CP: 161                
	ProficienciesLang: Armor: Light and medium
 
Weapons: Daggers, darts, slings, quarterstaffs, rapiers, pistols, muskets, and light crossbows 
 
Tools: Alchemists supplies, Forgery Kit, and Thieves Tools
 
Languages: Common, Giff, and Undercommon
	SP: 92                
	EP: 
	GP: 251                
	PP: 
	Equipment: Weapon: Rapier, Musket (unsellable), spear
 
Armor: *Scale Mail (disadvantage on stealth)
 
Other: Bagpipes, thieves tools, a forgery kit, alchemist’s supplies, military uniform, a belt pouch, monocle, pipe, a component pouch, a scholar’s pack, and an enduring spellbook. Shovel, potion from alchemy shop (possible hangover cure), black gem, head of cultist (burned), mercenary head, copy of Greenest land record document (a random lease), rusty long spear, dragon amulet (wood). 
 
 



 
 
 
 
 
 
 
 
 
 
 
 

	Features and Traits: Feature: Mercenary Life
You know the mercenary life as only someone who has experienced it can. You are able to identify mercenary companies by their emblems, and you know a little about any such company, including the names and reputations of its commanders and leaders, and who has hired them recently. You can find the taverns and feast halls where mercenaries abide in any area, as long as you speak the language. You can find mercenary work between adventures sufficient to maintain a comfortable lifestyle (see "Practicing a Profession" under "Downtime Activities" in chapter 8 of the Player's Handbook). 
 
 
 Class
 
Arcane Recovery 
Once per day when you finish a short rest, you can choose expended spell slots to recover. The spell slots can have a combined level that is equal to or less than half your wizard level (rounded up), and none of the slots can be 6th level or higher.
 
Illusion Savant 
Beginning when you select this school at 2nd level, the gold and time you must spend to copy an illusion spell into your spellbook is halved.
 
Improved Minor Illusion 
When you choose this school at 2nd level, you learn the minor illusion cantrip. If you already know this cantrip, you learn a different wizard cantrip of your choice. The cantrip doesn’t count against your number of cantrips known. When you cast minor illusion, you can create both a sound and an image with a single casting of the spell.
 
Malleable Illusions 
Starting at 6th level, when you cast an illusion spell that has a duration of 1 minute or longer, you can use your action to change the nature of that illusion (using the spell’s normal parameters for the illusion), provided that you can see the illusion.
 
 
Race
 
Ability Score Increase: Your Strength score increases by 2.
 
Decadent Mastery: You learn one language of your choice (Undercommon), and you are proficient with one skill or tool of your choice (Forgery Kit).
 
Martial Prodigy: You are proficient with light and medium armor, and with rapiers, pistols, and muskets.
 
Giff Psionics: You know the Mage Hand cantrip, and the hand is invisible when you cast the cantrip with this trait. When you reach 3rd level, you can cast Jump once with this trait, and you regain the ability to do so when you finish a long rest. When you reach 5th level, you can cast the Misty Step spell once with this trait, and you regain the ability to do so when you finish a long rest. Intelligence is your spellcasting ability for these spells. When you cast them with this trait, they don’t require components.
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