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ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS J
// /7 / \
8d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Jeweler's Tools, Thieves' Tools, Tinker's
pom— PN Tools
7 N === LANGUAGES ===
25 ft. (Walking) Common, Gnomish, Thieves’ Cant,
Undercommon
A SPEED )
) PROFICIENCIES & LANGUAGES

=== 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

take the Use an Object action.

=== REACTIONS ===
Uncanny Dodge

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

74

® +10 Stealth DEX === BONUS ACTIONS ===
\ CHARISMA ) 2 . Cunning Action === SPECIAL ===
O 2 Survival wis You can take a bonus action on each of your turns Sneak Attack
+3 O to take the Dash, Disengage, or Hide action. Once per turn, you can deal an extra 4d6 damage
- to one creature you hit with an attack with a finesse or
@] Fast Hands ranged weapon if you have advantage on the attack
o You can use the bonus action granted by your roll. You don’t need advantage on the attack roll if
JE— Cunning Action to make a Sleight of Hand check, use another enemy of the target is within 5 ft. of it, that
vour thieves' tools to disarm a trap or open a lock, or enemvy isn't incapacitated. and vou don’t have
\ SKILLS / \ ACTIONS
r // \\
12 PASSIVE WISDOM (PERCEPTION) Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)
Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
PASSIVE INTELLIGENCE (INVESTIGATION . Lo . .
19 ( ) Rapier +7 1d8+4 Piercing Martial, Finesse
Darkvision 120 ft. Unarmed Strike +4 2 Bludgeoning

SENSES 3

'WEAPON ATTACKS & CANTRIPS
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=== ROGUE FEATURES === your thieves’ tools to disarm a trap or open a lock, or
take the Use an Object action.
* Hit Points « PHB 95
| 1 Bonus Action
* Proficiencies « PHB 95
* Second-Story Work « PHB 97
* Expertise « PHB 96 Climbing no longer costs you extra movement, and
Your proficiency bonus is doubled for any ability check when you make a running jump, the distance you
you make that uses any of the chosen proficiencies. cover increases by +4 feet.
* Sneak Attack « PHB 96 * Ability Score Improvement « PHB 96
Once per turn, you can deal an extra 4d6 damage to
one creature you hit with an attack with a finesse or * Uncanny Dodge * PHB 96
ranged weapon if you have advantage on the attack When an attacker that you can see hits you with an
roll. You don’t need advantage on the attack roll if attack, you can use your reaction to halve the attack’s
another enemy of the target is within 5 ft. of it, that damage against you.
enemy isn't incapacitated, and you don't have
disadvantage on the attack roll. | 1 Reaction
| Special * Evasion « PHB 96
When you are subjected to an effect that allows you to
* Thieves’ Cant « PHB 96 make a DEX saving throw to take only half damage,
You have learned thieves’ cant, a secret mix of dialect, you instead take no damage if you succeed on the
jargon, and code that allows you to hide messages in saving throw, and only half damage if you fail.
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly. === DEEP GNOME RACIAL TRAITS ===
* Cunning Action « PHB 96 * Gnome Cunning * BR 37
You can take a bonus action on each of your turns to You have advantage on all Intelligence, Wisdom, and
take the Dash, Disengage, or Hide action. Charisma saving throws against magic.
| 1 Bonus Action * Superior Darkvision « EE
Your darkvision has a radius of 120 feet.
* Roguish Archetype ¢« PHB 96
* Stone Camouflage « EE
| Thief You have advantage on Dexterity (Stealth) checks to
hide in rocky terrain.
* Fast Hands « PHB 97
You can use the bonus action granted by your
Cunning Action to make a Sleight of Hand check, use
FEATURES & TRAITS
Studded Leather 1 13 Ib. Thieves' Tools 1 11b.
Dagger 1 11b. Forgery Kit 1 51b.
Dagger 1 11b. Alchemist's Fire (flask) 2 2 |b.
Dagger 1 1lb. Ball Bearings (bag of 1,000) 1,000 2 b.
Light Hammer 1 2 1b. Bell 1 --
Shortbow 1 21b. Candle 5 -
Rapier 1 2 lb. Chalk (1 piece) 3 --
Shortsword 1 21b. Clothes, Common 1 31b.
Arrows 20 11b. Crowbar 1 51b.
WEIGHT CARRIED Backpack 1 51b. Hammer 1 31b.
151.5 Ib Chest 1 25 Ib. Lantern, Hooded 1 2 Ib.
ENCUMBERED Clothes, Traveler's 1 4 1b.
0 lb. Poison, Basic (vial) 3 -
PUSH/DRAG/LIFT Shovel 1 5 Ib.
0 lb. Disguise Kit 1 31b.
\ EQUIPMENT
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Mirror, Steel 1 0.5 Ib. Tinker's Tools 1 10 Ib.

Oil (flask) 2 2 Ib. Ruby 2 -

Pick, Miner's 1 10 Ib.

Piton 10 251b.

Poison, Basic (vial) 1 -

Potion of Healing 3 1.51b.

Rope, Hempen (50 feet) 1 10 Ib.

Rope, Silk (50 feet) 1 5 lb.

Spyglass 1 1lb.

Tinderbox 1 11b.

Waterskin 1 51b.

String 10 --

Clothes, Fine 1 6 Ib.

Calligrapher's Supplies 1 5 lb.

Jeweler's Tools 1 2 1b.
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Male 38 Small 3 85
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Tymora Gray mottled w Black Bald, impressi
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=== Allies === Aleslosh is a gruff, suspicious, nearly
Fizban the wizard paranoid person. He only trusts people
he knows, and then only slightly.
=== Organizations === Boastful about the tricks he has pulled
) ) off, but always aware of his
Thieves Guild PERSONALITY TRAITS
L~ .
[ "]
Safety of self at all costs
When in doubt, hide
Wants to keep fooling the big people
IDEALS
L~ —~
[ "]
Bryllin Stoneheart, who cared for and befriended him when he sought healing at the Temple of
Helm. She brews the most amazing ale!
Fizban, a wizard from Settlestone, who is his criminal contact.Fizban has also.given him several
amazing potions in exchange for fetching rare spell components.
My tools are symbols of my past life, and I carry them so that | will never forget my roots.
I have a family, but | have no idea where they are. One day, | hope to see them again
BONDS
L~ ]
[N "]
Like most gnomes, he talks very fast,
almost to the point of not being able to be
understood. Goes off on strange tangents
CHARACTER APPEARANCE )/ B\ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
\ /, \
Aleslosh lives in a shack on the outskirts of
Aleslosh is a Sverfneblin, also known as a Deep Settlestone, as close to the mountains as possible.
Gnome. He was born in Blingdenstone near Over the years he has dug far enough to mine some
Menzoberanzzan. Like the rest of his race, he gems. Some he sells raw, some cut, and some made
lived in constant fear of the vicious Drow. Deep into fine jewelry (by commission only and through
Gnomes are secretive and can be nearly invisible another jeweler). Of course, he steals most of the
in rocky places. And who can blame them for their jewels back and sells them again after a reasonable
mistrust of everyone they meet. Living in the amount of time.
Underdark, where danger lurks around every
corner, would destroy anyone's faith in society.
He keeps the chest he stores his gold, tools, works
When the Svirfneblin abandoned their city to fight in progress, and gems he keeps for himself hidden in
with the Dwarves in the war to protect€Mithril his mine behind a perfectly built stone wall that only
Hall€fromthe Drow, King Bruenor Battlehammer a svirfneblin could find.

granted the entire population of Blingdenstone a
permanent home in Mithral Hall.

Ousted from their homes by the€Curseof Mithril
Hall, the clans scattered, seeking the safety of the
deep stones. By then, Aleslosh had been awarded
the title of Honorable Burrow Warden for his skills
with the stones and his bravery in the war to
reclaim Mithril Hall. Aleslosh, a fine jeweler by
trade, wandered Faerdn for a while, seeking a
safe place to ply his trade. He settled
in€Neverwinter.The city proved unsafe. A group
of ruffians who mistook him for a Duergar beat him
horribly. They left him for dead near the Temple of
Helm, a place famous for both granting healing to
any who needed it and brewing excellent ale.

Bryllin Stoneheart, a young dwarven acolyte,
became his healer.They formed a friendship,
reluctant at first, that became an anchor for both of
them. In fact,€it was Bry who nicknamed him
Aleslosh. She had brought him a tankard of ale
when he was barely able to sit up. She lifted his
head a bit and tried to help him drink. He grabbed
the tankard and spilled the contents all over
himself!

But as soon as he was able to move, he
abandoned Bry and the temple. He left
Neverwinter and made the long trek to
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