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CHARACTER LEVEL, RACE, & CLASS EXPERIENCE

Adena
PLAYER NAME

Smuggler
BACKGROUND

ALIGNMENT DEITY

_ 7 //Darkvision. You can see in dim light within 60 feet\\
Leather of you as if it were bright light, and in darkness as
EROFICIENCY BONUS if it were dim light.
-
Y \ 16 Sneak Attack. Once per turn, you can deal an
$0 -1 Strength extra 2d6 damage to one creature you hit with an
© +7 Dexterity < 7 attack if you have advantage on the attack roll.
O 2 Constitution AL ARMOR CLASS Y The attack must use a finesse or a ranged
7 oexrermy ) ' weapon. .
O +2 Intelligence 7 N || Youdon't need advantage on the attack roll if
+5 O +2 Wisdom 31 4d8 another enemy of the target is within 5 feet of it,
O 40 Charisma that enemy isn’t incapacitated, and you don’t

have disadvantage on the attack roll.

Thieves’ Cant. A secret mix of dialect, jargon, and

MRENT HIT POI"‘L/O_O_OJ code that allows you to hide messages in
[CONSTITUTION]

+2

H .
+0 Performance (Cha) magic can’t put you to sleep.

Ear for Deceit. Whenever you make an Insight

+0 Persuasion (Cha) , check to determine a lie, treat a roll of 7 or lower
Trance. Elves don’t need to sleep.

\ SAVING THROWS / seemingly normal conversation. Only another
7 N\ creature that knows thieves’ cant understands
(e \ such messages. It takes four times longer to
H@)N A i . ft. ft. ft. .
@Q +7 Acrobatics (Dex 3sft oft oft oft convey such a message than it does to speak the
O +2 Animal Handling (wis) same idea plainly.
Q +0 Arcana (Int) Darkvision In addition, you understand a set of secret signs
@ +1 Athletics (str) and symbols used to convey short, simple
v N - messages, such as whether an area is dangerous
INTELLIGENCE D h . ) ) :
@ «2 éceptlon (Cha) or the territory of a thieves’ guild, whether loot is
+O Q +0 History (In) nearby, or whether the people in an area are easy
@ +4 Insight (Wis) < 7 marks or will provide a safe house for thieves on
Q +0 Intimidation (Cha) A SPEED, SENSES, & CONDITIONS J || therun.
I igati . . .
@ o nves't"gatlon (in) 7 N Cunning Action. You can take a bonus action on
— O +2 Medicine (\is) . each of your turns in combat. This action can be
WISDOM Q +0 Nature (Int) Fey Ancestry. Advantage on saving used only to take the Dash, Disengage, or Hide
@ +4 Perception (Wis) throws against being charmed, and action.
(@)
(@)

Q@ +0 Religion (Int) d th di d | asan 8.

@ +9 Sleight of Hand (Dex) Inste§ ! they m.e Itat_e eeply,
U CHARISMA @ +9 Stealth (e remaining semiconscious, for 4 hours a Eye for Detail (Bonus Action). Make a Perception

ex
check to spot a hidden creature or object, or
— ay. heck t ta hidd t bject,

+2 Survival (Wis)
SKILLS /

make an Investigation check to uncover or

+0 -
Mask of the Wild. You can attempt to decipher clues.

\
( 14) PASSIVE PERCEPTION j hide even when you are only lightly Insightful Fighting (Bonus Action). Make an

obscured. Insight check against a creature you can see that
isn't incapacitated, contested by the target’s
Deception check. On a success you can use your
ENITIATIVE +5 I 1 Attack / Attack Action j \ RACIAL TRAITS ) Sneak Attack against it, even if you don't have
& advantage, but not if you have disadvantage. This
7 <~ benefit lasts for 1 minute or until you successfully
use this feature against a different target.
Shortbow 80/320 +8 1d6+5 piercing
Ammunition, Two-Handed J
Rapier Melee +8 1d8+5 piercing FEATURES & TRAITS
" . . . . N\
Dagger Melee (20/60tthrown)  +8 1d4+5 Armor Proficiencies. Light Armor
Weapon Proficiencies. Longsword,
Pistol 30/90 +5vs AC 1d10+5 piercing Shortsword, Shortbow, Longbow, Simple
Ammunition, Loading Weapons, Crossbow, Hand, Rapier
Tool Proficiencies. Vehicles water,
Thieves' tools
Languages. Common, Elvish, Thieves’
< 7 Cant
\ ATTACKS & SPELLCASTING / \ PROFICIENCIES & LANGUAGES Y,
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Male
GENDER

4'6"
HEIGHT

90 Ib.
WEIGHT

=—_1 CHARACTER NAME

7$<

NAME

a————————————2

CHARACTER PORTRAIT ) ALLIES & ORGANIZATIONS
A\ T
On arickety barge, you carried a hundred longswords in fish barrels right past the dock master’s oblivious lackeys. You
have paddled a riverboat filled with stolen elven wine under the gaze of the moon and sold it for twice its value in the
7 ~N morning. In your more charitable times, you have transported innocents out of war zones of helped guide herd animals
to safety on the banks of a burning river.
PERSONALITY TRAITS
L~ 1
N ~1
IDEAL
L~ —~
— ~1
BOND
L~ —~
N ~1
A FLAW /) BACKGROUND STORY
7 ~ 7 <\
Down Low

You are acquainted with a network of
smugglers who are willing to help you out
of tight situations. While in a particular
town, city, or other similarly sized
community (DM'’s discretion) you and
your companions can stay for free in safe
houses. Safe houses provide a poor
lifestyle. While staying at a safe house,
you can choose to keep your presence

" BACKGROUND FEATURE
L~ ]
[N ~"1

\\ TRINKET //

ADDITIONAL FEATURES
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/

ADVENTURING GEAR # Ib MAGICITEMS # b
[Shortbow] 1 2
Rapier 1 2
Dagger 2 2
[Leather] 1 10
Pistol 1 3
ATTUNED MAGIC ITEMS 0 / 3
VALUABLES — GEMS, ART OBJECTS, TRADE GOODS # i
COPPER SILVER ELECTRUM GOLD PLATINUM
0 0 0 623 0
ENCUMBRANCE — LIFTING AND CARRYING
WEIGHT CARRIED CARRY CAPACITY PUSH, DRAG, LIFT
31.51b / 120 1b 240 |b
INVENTORY — ADVENTURING GEAR, ARMS, ARMOR, AND OTHER EQUIPMENT Y,
\
ADDITIONAL TREASURE ) \ INVENTORY — ITEM DESCRIPTIONS & NOTES
N\ /
#2
STORED ITEM ~# Ib.  STORED ITEM # b,
STORED ITEMS Y, \ QUEST ITEMS & TRINKETS )

This character sheet was generated by Aurora, a character builder for Dungeons & Dragons sth edition.
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