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30 ft. (Walking), 30 ft. (Climbing)
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Shortsword, Simple Weapons, Whip
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CLASS & LEVEL PLAYER NAME
Duergar Criminal (Milestone)
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HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor
N
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Crosshow, Hand, Rapier, Scimitar,
y-

=== TOOLS ===
Forgery Kit, Thieves' Tools

=== LANGUAGES ===

Common, Dwarvish, Thieves’ Cant,
Undercommon

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== 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 ===
Cunning Action

On your turn, you can take one of the following
actions as a Bonus Action: Dash, Disengage, or Hide.

Fast Hands: Sleight of Hand

Make a Dexterity (Sleight of Hand) check to pick a
lock or disarm a trap with Thieves’ Tools or to pick a
pocket.

Fast Hands: Use Magic ltem
Take the Magic action to use a magic item that
requires that action.

Fast Hands: Utilize
Take the Utilize action to use an object.

Steady Aim

You give yourself Advantage on your next attack
roll on the current turn, provided that you haven't
moved during this turn. After you use it, your Speed is
0 until the end of the current turn.

=== SPECIAL ===
Sneak Attack

74

Darkvision 120 ft.

SENSES

ACTIONS
4 N
14 PASSIVE PERCEPTION Dagger +5 1d4+3 Piercing  simple, Finesse, Light, Thrown, Nick, Range (20/60)
10 DASSIVE INSIGHT Shortbow +5 1d6+3 Piercing  Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light, Vex
9 PASSIVE INVESTIGATION Unarmed Strike +2 1 Bludgeoning

'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 2d6 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
* Cunning Action « PHB-2024 130
On your turn, you can take one of the following actions
as a Bonus Action: Dash, Disengage, or Hide.

| 1 Bonus Action
* Rogue Subclass * PHB-2024 130

| Thief
* Steady Aim « PHB-2024 130

As a Bonus Action, you give yourself Advantage on
your next attack roll on the current turn, provided that

you haven’t moved during this turn. After you use it,
your Speed is 0 until the end of the current turn.

| 1 Bonus Action

* Fast Hands « PHB-2024 137
As a Bonus Action you can do one of the following:

» Make a Dex. (Sleight of Hand) check to pick a lock
or disarm a trap with Thieves’ Tools or to pick a
pocket.

* Take the Utilize action or take the Magic action to
use a magic item that requires that action.

| Fast Hands: Sleight of Hand: 1 Bonus Action
| Fast Hands: Utilize: 1 Bonus Action
| Fast Hands: Use Magic Item: 1 Bonus Action

* Second-Story Work « PHB-2024 137
You gain the following benefits:

* You gain a Climb Speed equal to your Speed.
* You can determine your jump distance using your
Dex. rather than your Str.

=== DUERGAR SPECIES TRAITS ===

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type ¢ MotM 12

You are a Humanoid but are also considered a dwarf
for any prerequisite or effect that requires you to be an
dwarf.

* Size « MotM 12

You are Medium.

* Speed « MotM 12
Your walking speed is 30 ft.

* Darkvision « MotM

You can see in dim light within 120 ft. of you as if it
were bright light and in darkness as if it were dim light
and discern colors in that darkness as shades of gray.

* Duergar Magic » MotM 12

You can cast enlarge/reduce, and at 5th level you can
cast invisibility on yourself once per long rest, without
requiring material components. Once you cast either
spell on yourself with this trait, you can’t cast that spell
again until you finish a long rest. You can also cast
these spells using any spell slots you have of the
appropriate level.

Your spellcasting modifier is either Intelligence,
Wisdom, or Charisma (choose when you select this
race).

| Charisma «
Charisma is your spellcasting ability for these spells
when you cast them with this trait.

* Dwarven Resilience « MotM 12

You have advantage on saving throws you make to
avoid or end the poisoned condition on yourself. You
also have resistance to poison damage.

* Psionic Fortitude « MotM 12

You have advantage on saving throws you make to
avoid or end the charmed or stunned condition on
yourself.

=== FEATS ===

* Alert « PHB-2024 200

N

FEATURES & TRAITS
Backpack(armas mund) 1 5 lb. Tinderbox 1 1lb.
pouch (utiles combate) 1 11b. Rations 5 10 Ib.
pouch (utiles exploracion) 1 11b. Rope 1 51b.
Quiver 1 11b. Waterskin 1 51b.
Leather 1 10 Ib. Hooded Lantern 1 2 |b.
Dagger 1 11b. Thieves' Tools 1 11b.
Dagger 1 11b. Thieves' Tools 1 11b.
Dagger 1 11b. Candle 10 --
Dagger 1 11b. Crowbar 1 51b.
WEIGHT CARRIED Shortbow 1 21b. Crowbar 1 51b.
75 Ib. Shortsword 1 2 1b. Traveler's Clothes 1 4 b.
ENCUMBERED Arrows 20 11b.
0 lb. Oil 7 7 1b.
PUSH/DRAG/LIFT Ball Bearings 1,000 21b.
0lb. Bell 1 -
\ EQUIPMENT
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Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

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 two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 129

| 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.

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

| Vex (Shortbow): 1 Action

| Vex (Shortsword): 1 Action

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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Medium
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
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/Trabajador con morales y valores que esta dispuesto a ignorar si se\
paga lo suficiente.
Manipulador y deshonesto, pero siempre cumple un pacto firmado
con sangre.
Aunque lo oculta lo que mas le importa es la aprobacion de sus
pares aln recuerda la soledad que vivio criandose como un paria y
no quiere que vuelva a ocurrir
PERSONALITY TRAITS
L~ 1
[ "]
Todo tiene un precio y a la gente que
cree lo contrario simplemente no sabe
negociar, él sabe negociar y esta
IDEALS
L~ 1
[ "]
Su familia, sus primos lejanos han
reclamado su ayuda, aun les tiene algo
de rencor por el desprecio mostrado a
BONDS
L~ 1
[N "]
El dinero escapa sus manos tan rapido
como llega a ellas
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
) { )\ {
/ \
Nacido en una familia olvidada y traicionada, su
padre duergar y su madre enana, su padre era un
paria incluso entre los duergars y no tenia familia
o por lo menos ninguna que quisiese compartir
con su hijo. Sumadre formaba parte de una gran
familia enana, pero estos la abandonaron para
poder mantener su estatus social, pero no los
culpa, entiende que el estatus social de sus
familias se veria perjudicado si se supiese que
trataban con duergar.
En demetliu lo méas importante es el estatus
social, y cuando no se te permite obtenerlo de
forma legitima de obtenerlo solo queda como
opcion obtener estatus en otro tipo de sociedad.
El mundo de las sombras es mucho mas justo que
las luces de los grandes salones, una persona
dispuesta a trabajar puede fraguarse un nombre
con trabajo duro y honesto.
"Manejante" eso es lo que decia cuando alguien le
preguntaba su profesion.
¢A qué se referia con “manejar”?
Pues bueno un poco de todo, “importar”
mercancias, “obtener” permisos, “convencer” a las
fuerzas del orden, “recolectar” informacién y en
general “manejar” los problemas de aquellos que
ofrezcan un buen precio.
Cuando su familia le vino a pedir ayuda, él estuvo
dispuesto a ayudar, no le importaban sus motivos,
pero sabia que si estaban poniendo a un lado sus
diferencias él estaba dispuesto a poner al otro las
sullas... y ofrecer un descuento.
El trabajo era como nada que hubiera visto, pero
cuando tienes experiencia en el oficio aprendes a
no hacer preguntas y centrarte en tu parte, unos
cuantos permisos de “mineria”, un par de
“regalos” a la guardia local y la “obtencién” un par
de “componentes”.
CHARACTER BACKSTORY ADDITIONAL NOTES
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===2nd LEVEL ===
O Enlarge/Reduce Duergar Magic CON 11 1A Self/30 ft. V,S,M  concentation, pto 1 minue - PHB 237 1/LR, D: 1m, V/ISIM
P Enlarge/Reduce Duergar Magic (Always Prepared) CON 11 1A Self/30 ft. V,S,M  concenuation, upto tmine - PHB 237 D: 1m, V/ISIM
SPELLS
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