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Ferryman(Blackswamp)

10' rope
Chalk - 1 piece (1 cp)

Starting Funds: 52 cp

12 0

17 2
10 0

13 1
16 2
16 2

2
0
1

(3)(12)

40 2

Oar  +0 (1d4)

Lucky Sign: Wild child (Speed, each +1 = +5' speed) (+2)

Languages: Common, Alignment, Ogre

Janizair Prentice(Souk)

Iron key
Grappling hook (1 gp)

Starting Funds: 40 cp

13 1

13 1
10 0

15 1
6 -1
13 1

2
1
2

(2)(11)

30 1

Spear +1 (1d8+1)

Lucky Sign: Lucky sign (Saving throws) (+1)

Languages: Common

Thug(Old City)

Scarf
Lantern (10 gp)

Starting Funds: 27 cp

7 -1

11 0
12 0

14 1
9 0
4 -2

0
0
1

(3)(10)

20 0

Club -1 (1d4-1)

Lucky Sign: Wild child (Speed, each +1 = +5' speed) (-2)

Languages: Common

Outland Mercenary(Slaver's Hold)

Buckler
Sack (large) (12 cp)

Starting Funds: 29 cp

11 0

16 2
8 -1

12 0
11 0
12 0

2
-1
0

(1)(12)

30 2

Scimitar  +0 (1d8)

Lucky Sign: Fox's cunning (Find/disable traps) (+0)

Languages: Common
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