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Bruce_the_Barbarian

CLASS & LEVEL PLAYER NAME
Gnome Criminal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
4 13 10 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
1d8 successes O=O=0O
FAILURES( )=( >=( )
QA DEFENSES \ HIT DICE \ DEATH SAVES /
|
HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor
N
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Crosshow, Hand, Rapier, Scimitar,
~ Shortsword, Simple Weapons, Whip
— e— === TOOQOLS ===
ABILITY SAVE DC | Jeweler's Tools, Thieves' Tools
S==x N
=== LANGUAGES ===
/7 N Common, Dwarvish, Gnomish, Goblin,
30 ft. (Walking) Thieves’ Cant
A SPEED Y
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Tiny Clockwork Device: Activate

Whenever you or another creature activates it with
a touch, the device produces the effect chosen at the
time of creation.

=== SPECIAL ===
Sneak Attack
Once per turn vou can deal an extra 1d6 damaae

to one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the
same as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally
doesn’t have the Incapacitated condition, and you
don’'t have Disadvantage on the attack roll.

74

ACTIONS
4 N
14 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing  simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 DASSIVE INSIGHT Shortbow +4 1d6+2 Piercing  Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
Shortsword +4 1d6+2 Piercing Martial, Finesse, Light, Vex
14 PASSIVE INVESTIGATION Unarmed Strike +2 1 Bludgeoning

Darkvision 60 ft.

SENSES

'WEAPON ATTACKS & CANTRIPS
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=== ROGUE FEATURES ===
* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 129

Once per turn you can deal an extra 1d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn't
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| Special
* Thieves’ Cant « PHB-2024 129
You know Thieves’ Cant and one other language of
your choice.

* Weapon Mastery « PHB-2024 129

=== GNOME SPECIES TRAITS ===

* Creature Type « PHB-2024 191
You are a Humanoid.

* Size « PHB-2024 191
You are Small.

* Speed * PHB-2024 191
Your Speed is 30 ft.

* Darkvision « PHB-2024 191

You have Darkvision with a range of 60 ft.

* Gnomish Cunning « PHB-2024 191
You have Advantage on Intelligence, Wisdom, and
Charisma saving throws.

* Gnomish Lineage * PHB-2024 191

| Rock Gnome ¢
You know the Mending and Prestidigitation cantrips.

In addition, you can spend 10 minutes casting
Prestidigitation to create a Tiny clockwork device.
When you create the device, you determine its function
by choosing one effect from Prestidigitation; it
produces that effect whenever you or another creature
takes a Bonus Action to activate it with a touch. If the
chosen effect has options within it, you choose one
option for the device when you create it.

You can have three such devices in existence at a
time, and each falls apart 8 hours after its creation or
when you dismantle it with a touch as a Utilize action.
| Create Tiny Clockwork Device: 1 Action
| Tiny Clockwork Device: Activate: 1 Bonus Action
| Tiny Clockwork Device: Dismantle: 1 Action

* Gnomish Lineage Spells « PHB-2024 191

| Rock Gnome - Intelligence

=== FEATS ===

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

AN
Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179
| Increase three scores (+1/+1/+1) ¢
* Weapon Mastery « PHB-2024 129

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Shortbow (Vex) ¢
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Nick (Dagger): 1 Action

| Vex (Shortbow): 1 Action

FEATURES & TRAITS
\\
Leather 1 10 Ib. Traveler's Clothes 1 4 b.
Dagger 1 1lb. Bedroll 1 7 Ib.
Dagger 1 1lb. Mess Kit 1 1lb.
Dagger 1 11b. Rations (1 day) 10 20 Ib.
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Shortbow 1 21b. Tinderbox 1 11b.
Shortsword 1 21b. Torch 10 10 Ib.
Backpack 1 51b. Waterskin 1 51b.
Pouch 1 1lb. Cobbler's Tools 1 5 Ib.
WEIGHT CARRIED Pouch 1 11b. Oil 7 7 Ib.
134 |b. Quiver 1 11b. Ball Bearings 1,000 2 |b.
ENCUMBERED Thieves' Tools 1 11b.
150 Ib. Thieves' Tools 1 11b.
PUSH/DRAG/LIFT Arrows 20 1lb.
300 Ib. Crowbar 1 5 lb.
EQUIPMENT ))
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ADDITIONAL FEATURES & TRAITS
, \
Rations 5 10 Ib.
Rope 1 5 lb.
Bell 1 -
Tinderbox 1 1lb.
Waterskin 1 5 lb.
Hooded Lantern 1 21b.
Candle 10 -
Crowbar 1 51b.
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Female Small
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Sindla/Avana (L Somewhere be Hazel Brown
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PERSONALITY TRAITS
L~ 1
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IDEALS
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Gamb'lynn is the great-granddaughter of a
renowned locksmith and jeweler. Although most of
her family disapproved, she studied the arts of
jewelry-making and locksmithing under her
grandfather, who had learned the trade from his
father before he died.

Gamb'lynn is always curious and eager to learn
new things. Sometimes her search for knowledge
gets her into some sticky situations.

She is a devotee of Sindla, the goddess of luck
and fate, and Hamaskis, the god of learning, the
only two to be both Greater Gods and members of
the Hall of Mind. Gamb'lynn also follows the
teachings of Logaan, believing in maintaining the
balance between order and chaos. She hopes to
one day be a priestess of the gods, but has not yet
figured out how to do so while retaining her skills
as a locksmith and jeweler.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Mending Gnomish Lineage Spells -- im Touch V,S,M Instantaneous  PHB-2024297 V/S/M
QO Prestidigitation Gnomish Lineage Spells - 1A 10 ft. V,S 1 hour PHB-2024 307 D: 1h, V/S
QO Prestidigitation Gnomish Lineage Spells -- 10m 10 ft. V.S 1 hour PHB-2024 307 D: 1h, V/S
SPELLS
)\ {




