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Guild beggar

Crutches
Waterskin (5 sp)

Starting Funds: 23 cp

10 0

11 0
11 0

16 2
12 0
12 0

0
0
2

(1)(10)

30 0

Sling +0 (1d4)

Lucky Sign: Speed of the cobra (Initiative) (+0)

Languages: Common

Smuggler

Waterproof sack
Crowbar (2 gp)

Starting Funds: 27 cp

11 0

10 0
15 1

10 0
8 -1
10 0

0
1
0

(4)(10)

30 0

Sling +0 (1d4)

Lucky Sign: Four-leafed clover (Find secret doors) (+0)

Languages: Common

Halfling trader

20 sp
Sack (small) (8 cp)

Starting Funds: 33 cp

7 -1

10 0
12 0

14 1
10 0
8 -1

0
0
1

(2)(10)

20 0

Short sword -2 (1d6-2)

Lucky Sign: Pack hunter (Attack/damage rolls for 0-level weapon) (-1)

Languages: Common, Halfling

Halfling ability: Infravision

Mercenary

Hide armor
Waterskin (5 sp)

Starting Funds: 39 cp

9 0

14 1
11 0

9 0
7 -1
12 0

1
0
0

(2)(11)

30 1

Longsword +0 (1d8)

Lucky Sign: Survived a spider bite (Saving throws against poison) (+0)

Languages: Common

Source:  | Roll Mode: 3d6 | HP: normal | Augur: normal | Roll Avg: 10.8 | Mod Sum: +1


