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CLASS & LEVEL PLAYER NAME
Kender Far Traveler (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS J
// /7 / \
1d8 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Hoopak, Hoopak (Ranged),
~ Longsword, Rapier, Shortsword, Simple
Weapons
ABILITY SAVE DC | === TOOLS ===
p— p— Dice Set, Thieves' Tools
7 N === LANGUAGES ===
30 ft. (Walking) Common, Goblin, Kenderspeak, Thieves’
Cant
A SPEED )
) PROFICIENCIES & LANGUAGES

L SKILLS ),

=== 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

=== SPECIAL ===
Fearless » 1/ Long Rest

Once per long rest, if you fail a saving throw to
avoid or end the frightened condition on yourself, you
can choose to succeed instead.

Sneak Attack
Once per turn, you can deal an extra 1d6 damage
to one creature vou 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.
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ACTIONS
74 <\
14 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Hoopak +6 1d6+4 Piercing Martial, Finesse, Special, Two-Handed
12 PASSIVE WISDOM (INSIGHT)
HOOpak (Ranged) +6 1d4+4 Bludgeoning  Martial, Anmunition, Finesse, Range, Special, Two-Handed, Range (40/160)
PASSIVE INTELLIGENCE (INVESTIGATION . .
13 ( ) Unarmed Strike +3 2 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS y
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=== ROGUE FEATURES === * Languages * SotDQ 26
Your character can speak, read, and write Common * Tough « PHB 170
* Hit Points « PHB 95 and one other language that you and your DM agree is ~ Your HP maximum increases by 2.
appropriate for the character.
* Proficiencies « PHB 95
* Creature Type * SotDQ 27
* Expertise « PHB 96 You are a Humanoid.
Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose * Size « SotDQ 27
two additional proficiencies. You are Small.
* Sneak Attack « PHB 96 * Speed ¢ SotDQ 27
Once per turn, you can deal an extra 1d6 damage to Your walking speed is 30 ft.
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack * Fearless » SotDQ 27
roll. You don’t need advantage on the attack roll if You have advantage on saving throws made to avoid
another enemy of the target is within 5 ft. of it, that or end the frightened condition on yourself.
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll. Once per long rest, if you fail a saving throw to avoid
or end the frightened condition on yourself, you can
| Special choose to succeed instead.
* Thieves’ Cant « PHB 96 | 1/ Long Rest ¢ Special
You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in * Kender Aptitude » SotDQ 27
seemingly normal conversation. It takes four times You gain proficiency with one of the following skills:
longer to convey such a message than it does to Insight, Investigation, Sleight of Hand, Stealth, or
speak the same idea plainly. Survival.
* Taunt « SotDQ 27
=== KENDER RACIAL TRAITS === As a bonus action you can unleash a string of
provoking words at a creature within 60 ft. of you that
* Ability Score Increases * SotDQ 26 can hear and understand you. The target must
When determining your character’s ability scores, succeed on a WIS saving throw or it has disadvantage
increase one score by 2 and increase a different score on attack rolls against targets other than you until the
by 1, or increase three different scores by 1. start of your next turn.
| Increase two scores (+2/ +1) ¢ You can use this bonus action 2 times per long rest.
Increase one of these scores by 2 and a different
score by 1.
=== FEATS ===
FEATURES & TRAITS
\\
Leather 1 10 Ib. Lantern, Hooded 1 2 |b.
Dagger 1 11b. Oil (flask) 2 2 1b.
Dagger 1 1lb. Piton 10 2.51b.
Hoopak (Ranged) 1 2 lb. Rations (1 day) 5 10 Ib.
Hoopak 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Backpack 1 5 lb. Tinderbox 1 1lb.
Clothes, Traveler's 1 4 1b. Waterskin 1 51b.
Torch 1 11b. String 10 --
Dice Set 1 -
Thieves' Tools 1 11b.
WEIGHT CARRIED
69.5 Ib Ball Bearings (bag of 1,000) 1,000 2 lb.
ENCUMBERED Bell 1 -
180 Ib. Candle 5 -
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
360 Ib. Hammer 1 3lb.
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The elders of Kendermore told tales of the world
before the Cataclysm. What a fascinating place it
must have been, with gods and magic and all
peoples of the world getting along. But equally,
what an adventure to experience the Cataclysm.
For many years | watched older friends and
acquaintances just pack up and leave as their
wanderlust years came about. The first non family
member | remember heading off was one of the
Burfoots from our street; | wondered what they
would discover in the wide world, will they find the
old ways still being held to by some lost village?

I was happy with exploring the area around
Kendermore for now. Ispin Greenshield came to
Kendermore one day, a memorable occurrence as
we didn't get many non-kender visitors, those that
did come were always accusing us of something
called stealing and never came back. Ispin was
very different as he came and would stay for a few
days and when he left, he would always come
back. Each time he would bring new stories and
objects from the outside world, even telling us
about other Kender who were on their adventures.
Ispin was quite happy to give us objects or wasn't
worried when he left any behind knowing we'd look
after them. He left me with a necklace with a
symbol from a place called Qualinesti, where elves
live! At the end of one visit, | decided to leave with
him and see the amazing places he told us about -
my wanderlust had begun.

The first year with Ispin, we went to Elian Isle and
saw the Blood Sea of Istar where | saw a real
Minotaur. | was enjoying my time there until Ispin
made us leave very quickly, our ship leaving the
port just as a few angry minotaur warriors turned
up. Still, the big bronze ring | found lying around is
a great memento until | find its owner, lots of the
minotaurs wore them in their noses and it seemed
too important to allow it fall into the wrong hands.
Ispin said he wouldn't be able to trade in the Blood
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