DUNGEONS &; DRAGONS®

PASSIVE WISDOM (PERCEPTION)
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Weapon: Simple weapons, shortswords
Armor: None

Tools: Disguise kit, Bagpipes, Tambourine
Languages: Common, Halfling

OTHER PROFICIENCIES & LANGUAGES

set of bagpipes,
backpack, bedroll,
mess kit, 10 torches,
10 days of rations,
waterskin, 50 feet of
hempen rope, a
tinderbox, fine
clothes, a disguise
kit, a letter from an
admirer

EQUIPMENT

A dagger, 10 darts, a

establishment), as long as you perform each
night. In addition, your performance makes you
something of a local figure. When strangers
recognize you in a town where you have
performed, they typically take a liking to you.
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Silent Speech: You can speak telepathically to
any creature within 30 feet of you. The creature
understands you only if the two of you share a
language. You can speak telepathically in this
way to one creature at a time.

Lucky: When you roll a 1 on an attack roll, ability
check, or saving throw, you can reroll the die
and must use the new roll.

Brave: You have advantage on saving throws
against being frightened.
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