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Pickpocket(Old City)

1d4 cp
Holy symbol (25 gp)

Starting Funds: 28 cp

11 0

7 -1
8 -1

15 1
10 0
14 1

-1
-1
1

(3)(9)

30 -1

Dagger +0 (1d4)

Lucky Sign: Hawkeye (Missile fire damage rolls) (+1)

Languages: Common

House Mercenary(High Quarter)

Bedroll
Crowbar (2 gp)

Starting Funds: 29 cp

14 1

16 2
12 0

12 0
11 0
12 0

2
0
0

(1)(12)

30 2

Longsword +1 (1d8+1)

Lucky Sign: Born under the loom (Skill checks, including thief) (+0)

Languages: Common

Watchman(Souk)

Torch
Holy symbol (25 gp)

Starting Funds: 31 cp

11 0

11 0
13 1

5 -2
10 0
11 0

0
1
-2

(2)(10)

30 0

Spear +0 (1d8)

Lucky Sign: Wild child (Speed, each +1 = +5' speed) (+0)

Languages: Common

Water carier(Souk)

Two buckets
Grappling hook (1 gp)

Starting Funds: 23 cp

9 0

9 0
13 1

9 0
12 0
8 -1

0
1
0

(2)(10)

30 0

Staff -1 (1d4)

Lucky Sign: The bull (Melee attack rolls) (-1)

Languages: Common

Source: Punjar | Roll Mode: 3d6 | HP: normal | Augur: normal | Roll Avg: 11 | Mod Sum: +2


