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Armor Proficiencies. Light Armor

Weapon Proficiencies. Battleaxe, Handaxe, Light Hammer,
Warhammer, Simple Weapons, Crossbow, Hand,
Longsword, Rapier, Shortsword

Tool Proficiencies. Smith’s tools, Forgery kit, Thieves’ tools

Languages. Common, Dwarvish, Gnomish

Darkvision. You can see in dim light within 60 feet of you as
if it were bright light, and in darkness as if it were dim light.

Dwarven Resilience. You have advantage on saving throws
against poison, and you have resistance against poison
damage.

Stonecunning. Twice your proficiency bonus on Intelligence
(History) check related to origin of stonework. (5)

Runic Protection. You have advantage on saving throws
against spells of a level equal to or lower than 1; however,
you have disadvantage on attack rolls when casting a spell
of a higher level than 1.

Expertise. Your proficiency bonus is doubled for any ability
check you make that uses either of the chosen
proficiencies.
   Skill Expertise (Stealth).
   Tool Expertise (Thieves’ Tools).

Sneak Attack. You can deal an extra 1d6 damage to one
creature you hit with an attack if you have advantage on
the attack roll.

Thieves’ Cant. A secret mix of dialect, jargon, and code that
allows you to hide messages in seemingly normal
conversation.
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You can call on your contacts within the smuggling
community to secure secret passage into or out of
Hillsfar for yourself and your adventuring
companions, no questions asked, and no Red Plume
entanglements. Because you’re calling in a favor, you
can’t be certain they will be able to help on your
timetable or at all. Your Dungeon Master will
determine whether you can be smuggled into or out
of the city. In return for your passage, you and your
companions may owe the Rouges Guild a favor
and/or may have to pay bribes.

When I'm not smuggling, I gamble.
I exaggerate the tales of my exploits.

Impulsive: Planning is often a waste of time. No plan
survives contact with reality. It's easier to dive in and
deal with the consequences. (Chaotic)

I enjoy tricking the Red Plumes at every opportunity.

I am greedy. There isn't much I won't do for money.

An ornate brooch of dwarven design



Includes a backpack, a bag of 1,000 ball bearings, 10 feet of
string, a bell, 5 candles, a crowbar, a hammer, 10 pitons, a
hooded lantern, 2 flasks of oil, 5 days rations, a tinderbox,
and a waterskin. The pack also has 50 feet of hempen rope
strapped to the side of it.

Smith’s tools allow you to work metal, heating it to alter its
shape, repair damage, or work raw ingots into useful items.
    Components. Smith’s tools include hammers, tongs,
charcoal, rags, and a Whetstone.
    Arcana and History. Your expertise lends you ad ditional
insight when examining metal objects, such as weapons.
    Investigation. You can spot clues and make deductions
that others might overlook when an investigation involves
armor, weapons, or other metalwork.
    Repair. With access to your tools and an open flame hot
enough to make metal pliable, you can restore 10 hit points
to a damaged metal object for each hour of work.
    SMITH’S TOOLS
    Activity    DC
    Sharpen a dull blade    10
    Repaira suit of armor    15
    Sunder a nonmagical metal object    20

Perhaps the most common tools used by adventurers, thieves’
tools are designed for picking locks and foiling traps.
Proficiency with the tools also grants you a general knowledge
of traps and locks.
    Components. Thieves’ tools include a small file, a set Of lock
picks, a small mirror mounted on a metal handle, a set of
narrow—bladed scissors, and a pair of pliers.
    History. Your knowledge of traps grants you insight when
answering questions about locations that are renowned for
their traps.
    Investigation and Perception. You gain additional insight
when looking for traps, because you have learned a variety of
common signs that betray their presence.
    Set a Trap. Just as you can disable traps, you can also set
them. As part of a short rest, you can create a trap using items
you have on hand. The total of your check becomes the DC for
someone else’s attempt to discover or disable the trap. The
trap deals damage appropriate to the materials used in
crafting it (such as poison or a weapon) or damage equal to
half the total of your check, whichever the DM deems
appropriate.
    THIEVES’ TOOLS
    Activity    DC
    Pick a lock    Varies
    Disable a trap    Varies

The breastplate and shoulder protectors of this armor are
made of leather that has been stiffened by being boiled in
oil. The rest of the armor is made of softer and more
flexible materials.

Arrows are used with a bow to make a ranged attack.


	details_build: Level 1 Rune Dwarf Rogue
	details_xp: 0
	details_character_name: Algrith GiantFeet
	details_background: Hillsfar Smuggler
	details_player: Abdul
	details_alignment: Neutral
	details_deity: 
	details_armor_stealth_disadvantage: 
	details_equipped_armor: Leather
	details_armor_class: 13
	details_str_score: 12
	details_proficiency_bonus: +2
	details_equipped_shield: 
	details_str_modifier: +1
	details_armor_conditional: 
	details_dex_score: 14
	details_str_save_proficiency: No
	details_dex_save_proficiency: Yes
	details_con_save_proficiency: No
	details_int_save_proficiency: Yes
	details_wis_save_proficiency: No
	details_cha_save_proficiency: No
	details_str_save_total: +1
	details_dex_save_total: +4
	details_con_save_total: +2
	details_int_save_total: +3
	details_wis_save_total: +0
	details_hp_max: 10
	details_hd: 1d8
	details_hp_temp: 
	details_cha_save_total: +1
	details_dex_modifier: +2
	details_hp_current: 
	details_saving_throws: 
	details_death_save_fail_1: No
	details_death_save_fail_2: No
	details_death_save_fail_3: No
	details_death_save_success_1: No
	details_death_save_success_2: No
	details_death_save_success_3: No
	details_con_score: 14
	details_acrobatics_total: +2
	details_speed_walking: 25ft.
	details_speed_fly: 0ft.
	details_speed_climb: 0ft.
	details_speed_swim: 0ft.
	details_con_modifier: +2
	details_vision: Darkvision
	details_inspiration: 
	details_exhaustion: 
	details_int_score: 12
	details_resistances: 
	details_int_modifier: +1
	details_animalhandling_total: +0
	details_arcana_total: +1
	details_athletics_total: +3
	details_deception_total: +3
	details_history_total: +1
	details_insight_total: +2
	details_intimidation_total: +1
	details_investigation_total: +1
	details_equipment_name_1: 
	0: Burglar’s Pack
	1: Smith’s Tools
	2: Thieves’ Tools
	3: Leather
	4: Dagger
	5: Dagger
	6: Shortsword
	7: Shortbow
	8: Arrow (20)
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	details_medicine_total: +0
	details_nature_total: +1
	details_perception_total: +2
	details_performance_total: +1
	details_persuasion_total: +1
	details_wis_modifier: +0
	details_religion_total: +1
	details_acrobatics_proficiency: No
	details_animalhandling_proficiency: No
	details_arcana_proficiency: No
	details_athletics_proficiency: Yes
	details_deception_proficiency: Yes
	details_history_proficiency: No
	details_insight_proficiency: Yes
	details_intimidation_proficiency: No
	details_investigation_proficiency: No
	details_medicine_proficiency: No
	details_nature_proficiency: No
	details_perception_proficiency: Yes
	details_performance_proficiency: No
	details_persuasion_proficiency: No
	details_religion_proficiency: No
	details_sleightofhand_proficiency: Yes
	details_stealth_proficiency: Yes
	details_survival_proficiency: No
	details_wis_score: 11
	details_acrobatics_expertise: No
	details_animalhandling_expertise: No
	details_arcana_expertise: No
	details_athletics_expertise: No
	details_deception_expertise: No
	details_history_expertise: No
	details_insight_expertise: No
	details_intimidation_expertise: No
	details_investigation_expertise: No
	details_medicine_expertise: No
	details_nature_expertise: No
	details_perception_expertise: No
	details_performance_expertise: No
	details_persuasion_expertise: No
	details_religion_expertise: No
	details_sleightofhand_expertise: No
	details_stealth_expertise: Yes
	details_survival_expertise: No
	details_sleightofhand_total: +4
	details_cha_score: 13
	details_stealth_total: +6
	details_survival_total: +0
	details_cha_modifier: +1
	details_passive_perception_total: 12
	details_equipment_amount_1: 
	0: 1
	1: 1
	2: 1
	3: 1
	4: 1
	5: 1
	6: 1
	7: 1
	8: 20
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	details_initiative_advantage: No
	details_coinage_cp: 0
	details_coinage_sp: 0
	details_coinage_ep: 0
	details_coinage_gp: 60
	details_coinage_pp: 0
	details_equipment_weight: 27.25 lb.
	details_initiative: +2
	details_encounter_box: 
	details_attack1_weapon: Dagger
	details_attack1_range: 
	details_attack1_attack: +4
	details_attack1_damage: 1d4+2 piercing
	details_attack1_description: 
	details_attack2_weapon: Shortsword
	details_attack2_range: 
	details_attack2_attack: +4
	details_attack2_damage: 1d6+2piercing
	details_attack2_description: 
	details_attack3_weapon: Shortbow
	details_attack3_range: 
	details_attack3_attack: +4
	details_attack3_damage: 1d6+2 piercing
	details_attack3_description: 
	details_attack4_weapon: 
	details_attack4_range: 
	details_attack4_attack: 
	details_attack4_damage: 
	details_attack4_description: 
	details_attack_description: you can dual wield your 2 daggers or your shortsword and 1 dagger for melee
 or 
use your bow for range attacks
	background_gender: Male
	background_age: 110
	background_height: 4ft 6
	background_weight: 145 lb
	background_character_name: Algrith GiantFeet
	background_eyes: Brown
	background_skin: light brown with rosey cheeks
	background_hair: Platinum
	background_portrait_image: 
	background_allies: 
	background_organization_name: 
	background_organization_image: 
	background_story: Born to a long line of Blacksmiths, you grew up learning the blacksmithing trade.

Tragedy struck your family when your sister went missing . 
You left your family to search for her , carrying with you an ornate broach that belonged to her. 
You searched for years , and coverred a huge distance of land, learning skills that kept you alive. You took on small 'jobs' in order to earn money to live on whilst on your search. On occasion you had to acquire money and supplies in a non-lawful manner and found that you had a natural skill in theiving. You did what you needed to survive and finance your search.

After years of searching and finding nothing, no clue at all to her disapearance, you settled just outside the city of Hilsfar where you were befriended by a group of smugglers and taught their skills.

Hillsfar is the City of Trade. However, the Great Law of Trade only protects "legitimate" trade, trade that passes through the city's sole gate, which the Red Plumes monitor and tax. And the Great Law of Humanity banishes non- humans from the city altogether. The two Great Laws create great demand and great risk for smugglers, who shepherd illicit goods and non-humans into and out of the city by secret routes. The Rogues Guild tightly controls all of this activity, taking its cut from sanctioned jobs and exacting punishment for independent jobs.

You and your crew  traffick Dragon's Breath (a brandy-like liquor) and valuables to avoid tariffs or contraband to avoid seizure,whilst remaining undetected yourself, from the guards, being that you are a non-human. 

You have contacts in the smuggling community who can help you slip into and out of the city unnoticed, for a price.
	background_feature_name: Feature: Secret Passage
	background_additional_features: Platinum long hair pulled back into a central ponytail and a long platinum beard wiith 2 thin plaits siting amongst the long bristley beard hair
	background_additional_treasure: 
	card_title_1:0: Burglar’s Pack
	card_subtitle_1:0: Equipment Packs
	card_footer_left_1:0: 10 lbs.
	card_footer_right_1:0: Player’s Handbook
	card_title_1:1: Smith’s Tools
	card_subtitle_1:1: Tools
	card_footer_left_1:1: 8 lbs.
	card_footer_right_1:1: Player’s Handbook
	card_title_1:2: Thieves’ Tools
	card_subtitle_1:2: Tools
	card_footer_left_1:2: 1 lbs.
	card_footer_right_1:2: Player’s Handbook
	card_title_1:3: Leather
	card_subtitle_1:3: 
	card_footer_left_1:3: 10 lb.
	card_footer_right_1:3: Player’s Handbook
	card_title_1:4: Dagger
	card_subtitle_1:4: Weapons
	card_footer_left_1:4: 1 lb.
	card_footer_right_1:4: Player’s Handbook
	card_title_1:5: Dagger
	card_subtitle_1:5: Weapons
	card_footer_left_1:5: 1 lb.
	card_footer_right_1:5: Player’s Handbook
	card_title_1:6: Shortsword
	card_subtitle_1:6: Weapons
	card_footer_left_1:6: 2 lb.
	card_footer_right_1:6: Player’s Handbook
	card_title_1:7: Shortbow
	card_subtitle_1:7: Weapons
	card_footer_left_1:7: 2 lb.
	card_footer_right_1:7: Player’s Handbook
	card_title_1:8: Arrow (20)
	card_subtitle_1:8: Ammunition
	card_footer_left_1:8: 1/20 lb.
	card_footer_right_1:8: Player’s Handbook
	background_portrait_image:replaced: 


