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CLASS & LEVEL PLAYER NAME
Goblin Criminal / Spy (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+3 14 21 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
3d8 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 | Cook's Utensils, Playing Card Set, Thieves'
pom— PN Tools
7 N === LANGUAGES ===
30 ft. (Walking) Common, Goblin, Thieves’ Cant
A SPEED )
i 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

=== BONUS ACTIONS ===
Cunning Action

You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

Fast Hands

You can use the bonus action granted by your
Cunning Action to make a Sleight of Hand check, use
vour thieves’ tools to disarm a trap or open a lock, or

take the Use an Object action.

Nimble Escape
You can take the Disengage or Hide action as a
bonus action on each of your turns.

=== SPECIAL ===
Sneak Attack

Once per turn, you can deal an extra 2d6é damage
to one creature you 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.

74

SKILLS \ ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Shortbow +5 1d6+3 Piercing Simple, Ammunition, Range, Two-Handed, Range (80/320)
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light
11 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +2 1 Bludgeoning
10 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS y
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CLASS & LEVEL PLAYER NAME
Beetle
Goblin Criminal / Spy (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== ROGUE FEATURES === Cunning Action to make a Sleight of Hand check, use
your thieves’ tools to disarm a trap or open a lock, or
* Hit Points « PHB 95 take the Use an Object action.
* Proficiencies « PHB 95 | 1 Bonus Action
* Expertise « PHB 96 * Second-Story Work « PHB 97
Your proficiency bonus is doubled for any ability check Climbing no longer costs you extra movement, and
you make for two chosen proficiencies. [6th] Choose when you make a running jump, the distance you
two additional proficiencies. cover increases by +3 feet.
* Sneak Attack « PHB 96
Once per turn, you can deal an extra 2d6 damage to === GOBLIN RACIAL TRAITS ===
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack * Darkvision ¢ VGtM
roll. You don’t need advantage on the attack roll if You can see in darkness (shades of gray) up to 60 ft.
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have * Fury of the Small  VGtM
disadvantage on the attack roll. Once per short rest, you can deal 3 extra damage to a
creature with a size larger than yours.
| Special
| 1/ Short Rest « No Action
* Thieves’ Cant « PHB 96
You have learned thieves’ cant, a secret mix of dialect, * Nimble Escape * VGtM
jargon, and code that allows you to hide messages in You can take the Disengage or Hide action as a bonus
seemingly normal conversation. It takes four times action on each of your turns.
longer to convey such a message than it does to
speak the same idea plainly. | 1 Bonus Action
* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96
| Thief
* Fast Hands « PHB 97
You can use the bonus action granted by your
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.
Shortbow 1 2 1b. Rations (1 day) 5 10 Ib.
Shortsword 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Arrows 20 11b. Tinderbox 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Clothes, Common 1 3lb. String 10 --
Crowbar 1 51b.
Thieves' Tools 1 11b.
WEIGHT CARRIED
73.81b Ball Bearings (bag of 1,000) 1,000 2 lb.
ENCUMBERED Bell 1 -
150 Ib. Candle 5 -
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
300 Ib. Hammer 1 31b.
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Beetle hasn’'t had the most moral and stable life
growing up. Her cold calculating father, Callis, is
the head of the thieves guild in her town and sees
her as a tool rather than his actual child. Ever
since Beetle’s mother passed away from giving
birth to her, it feels like he’s been blaming her for
what happened. Callis still allows her to stay in the
town and work for him, but as father, it seems he
couldn’t care any less where she is or what she’s
doing on the streets.€

So she’s been pickpocketing and stealing since
she could walk. She had an uncanny ability of
founding her way inside houses and purses
without making a single sound with her one and
only friend; a cat Named Bug.€

However, thieving isn’t something she likes doing
and she who she’s she could stop, but she’s afraid
of any repercussions from her father. In fact, what
she really wants, is to find someone to love.
Someone to spend her life with and actually live
an honest life.€€

CHARACTER BACKSTORY

ADDITIONAL NOTES
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