
  


	Name: 
	Place of Origin: Lankhmar
	Level: 3
	Experience: 
	Speed: 30
	Neighborhood/Quarter: 
	Hangout: 
	Armor Class: 15
	Max HP: 25
	Strength: 12
	Str Mod: -
	Agility: 16
	Agi Mod: +2
	Stamina: 9
	Sta Mod: -
	Personality: 8
	Per Mod: -1
	Luck: 13
	Luck Mod: +1
	Intelligence: 10
	Int Mod: -
	Ref Save: +3
	Fort Save: +2
	Will Save: +0
	Birth Augur: Charmed House 
(+1 AC)
	Languages: 
Low Lankhmarese
	Initiative: +5
	Action Dice: d20
	Attack: +d5
	Crit Die: 1d16
	Crit Table: IV
	Melee Attack: +d5
	Melee Damage: +d5
	Missile Attack: +2+d5
	Missile Damage: +d5
	Patron 1: 
	Patron 2: 
	Patron 3: 
	Patron 4: 
	Patron 5: 
	Weapons: Longsword (1d8+deed die)
Throwing dagger (1d4+deed die)

	Equipment: Rat-Snake dice
Slave's collar


Other mundane equipment as selected during planning
	Armor: Unarmored (double Agility bonus)
	Benisons: Skilled in the Criminal Arts (see Notes, below)
	Dooms: In Debt (Thieves' Guild)
	Threat Range: 19-20
	Lucky Weapon: Iron-Thorn (longsword) +1
	Notes: Sneak silently 1d20+3
Hide in shadows 1d20+3
Climb sheer surfaces 1d20+3
	Iron Tiks: 
	Bronze Agols: 
	Copper Pennies: 0
	Silver Smerduks: 0
	Gold Rilks: 0
	Glulditches: 
	Other Treasure: 


