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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. A +5 on Intelligence (History) check related
to origin of stonework.

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.

Sneak Attack. You can deal an extra 2d6 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.

Cunning Action. You can take a bonus action on each of
your turns in combat. This action can be used only to take
the Dash, Disengage, or Hide action.

Roguish Archetype.
   Inquisitive. Roots out secrets, akin to a masterful
detective.

Ear for Deceit. Whenever you make an Insight check to
determine a lie, treat a roll of 7 or lower as an 8.

Eye for Detail (Bonus Action). Make a Perception check to
spot a hidden creature or object, or make an Investigation
check to uncover or decipher clues.

Insightful Fighting (Bonus Action). Make an Insight check
agains a creature you can see, contected my the target's
Deception check. On a succes you can use your Sneak
Attack against it, even if you don't have advantage, but not
if you have disadvantage. (lasts 1 minute)
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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.



Many creatures in the worlds of D&D, especially those that
dwell underground, have darkvision. Within a specified
range, a creature with darkvision can see in darkness as if
the darkness were dim light, so areas of darkness are only
lightly obscured as far as that creature is concerned.
However, the creature can’t discern color in darkness, only
shades of gray.

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

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, instead of your normal proficiency bonus.

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

Beginning at 1st level, you know how to strike subtly and
exploit a foe’s distraction. Once per turn, you can deal an
extra 1d6 damage to one creature you hit with an attack if
you have advantage on the attack roll. The attack must use
a finesse or a ranged weapon.
    You don’t need advantage on the attack roll if another
enemy of the target is within 5 feet of it, that enemy isn’t
incapacitated, and you don’t have disadvantage on the
attack roll.
    The amount of the extra damage increases as you gain
levels in this class, as shown in the Sneak Attack column of
the Rogue table.

During your rogue training you learned thieves’ cant, a
secret mix of dialect, jargon, and code that allows you to
hide messages in seemingly normal conversation. Only
another creature that knows thieves’ cant understands
such messages. It takes four times longer to convey such a
message than it does to speak the same idea plainly.
    In addition, you understand a set of secret signs and
symbols used to convey short, simple messages, such as
whether an area is dangerous or the territory of a thieves’
guild, whether loot is nearby, or whether the people in an
area are easy marks or will provide a safe house for thieves
on the run.

Starting at 2nd level, your quick thinking and agility allow
you to move and act quickly. You can take a bonus action
on each of your turns in combat. This action can be used
only to take the Dash, Disengage, or Hide action.

At 3rd level, you choose an archetype that you emulate in
the exercise of your rogue abilities. The Thief archetype is
detailed here; see the Player’s Handbook for other
archetypes. Your choice grants you features at 3rd level
and then again at 9th, 13th, and 17th level.

As an archetypal Inquisitive, you excel at rooting out
secrets and unraveling mysteries. You rely on your sharp
eye for detail, but also on your finely honed ability to read
the words and deeds of other creatures to determine their
true intent. You excel at defeating creatures that hide
among and prey upon ordinary folk, and your mastery of
lore and your keen deductions make you well equipped to
expose and end hidden evils.



When you choose this archetype at 3rd level, you develop a
talent for picking out lies. Whenever you make a Wisdom
(Insight) check to determine whether a creature is lying,
treat a roll of 7 or lower on the d20 as an 8.

Starting at 3rd level, you can use a bonus action to make a
Wisdom (Perception) check to spot a hidden creature or
object or to make an Intelligence (Investigation) check to
uncover or decipher clues.

At 3rd level, you gain the ability to decipher an opponent's
tactics and develop a counter to them. As a bonus action,
you can make a Wisdom (Insight) check against a creature
you can see that isn’t incapacitated, contested by the
target’s Charisma (Deception) check. If you succeed, you
can use your Sneak Attack against that target even if you
don’t have advantage on the attack roll, but not if you have
disadvantage on it.
    This benefit lasts for 1 minute or until you successfully
use this feature against a different target.
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