Mastermind, 3rd

Gambler

CLASS & LEVEL

"Finn"
CHARACTER NAME

BACKGROUND

Clint
PLAYER NAME

Half-Elf

Chaotic Neutral

900

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

8

15
+2

ARMOR
CLASS

PROFICIENCY BONUS

+3

30 ft.

INITIATIVE

SPEED

I constantly make side bets
on everything that happens
around me.
PERSONALITY TRAITS

-1
DEXTERITY

●

16
●

+3

-1

Strength

+5

Dexterity

+1

Constitution

+4

Intelligence

+0

Wisdom

+3

Charisma

CONSTITUTION

Hit Point Maximum 21

Risk. Nothing worth doing is
ever a sure thing.
CURRENT HIT POINTS

I owe a lot of money to the
wrong kind of people.

SAVING THROWS

TEMPORARY HIT POINTS

12
+5

Acrobatics (Dex)

+0

Animal Handling (Wis)

+2

Arcana (Int)

-1

Athletics (Str)

+7

Deception (Cha)

+2

History (Int)

+4

Insight (Wis)

+3

Intimidation (Cha)

+4

Investigation (Int)

+0

Medicine (Wis)

+2

Nature (Int)

+2

Perception (Wis)

+3

Performance (Cha)

+5

Persuasion (Cha)

+2

Religion (Int)

●

+5

Sleight of Hand (Dex)

●

+5

Stealth (Dex)

+0

Survival (Wis)

●

+1
INTELLIGENCE

14

●

+2

●

WISDOM

●

10
●

+0
CHARISMA

16
+3

●

Total

3d8

HIT DICE

NAME

Rapier

Tool Proficiencies: Gaming sets
(dice, cards, chess), disguise kit,
forgery kit, thieves' tools
Languages: Common,
Undercommon, Elvish, Dwarvish,
Goblin, Thieves' Cant

SP

EP

GP

PP

100

I spend money faster than I
can make it.
FLAWS

ATK BONUS DAMAGE/TYPE

+5

1d8+3/P

ATTACKS & SPELLCASTING

CP

BONDS

DEATH SAVES

Hand Crossbow: +5 to hit
(30/120), 1d6+3 piercing damage

PASSIVE WISDOM (PERCEPTION)

OTHER PROFICIENCIES & LANGUAGES

SUCCESSES
FAILURES

SKILLS

12

IDEALS

A dungeoneer's pack, a
belt pouch, a rapier, a
hand crossbow and a bolt
case with 20 bolts, 10
darts, two daggers, a suit
of studded leather armor,
a disguise kit, a forgery
kit, a set of thieves' tools,
a set of bone dice, a deck
of playing cards, a chess
set, a two-headed coin, a
set of dark fine clothes

Sneak Attack: Once per turn, you
can deal an extra 2d6 damage to
one creature you hit with an
attack if you have advantage on
the attack roll, or if another enemy
of the target is within 5 feet of it.
Cunning Action: You can take
take the Dash, Disengage, or
Hide action as a bonus action on
your turn.
Master of Intrigue: You can
unerringly mimic the speech
patterns and accent of a creature
that you hear speak for at least 1
minute, allowing you to pass
yourself off as a native speaker of
a particular land, provided that
you know the language.
Master of Tactics: You can use
the Help action as a bonus action.
Also, when you use the Help
action to aid an ally in attacking a
creature, the target of that attack
can be within 30 feet of you,
rather than 5 feet of you, if the
target can see or hear you.
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FEATURES & TRAITS

25? (in 1491 DR)
AGE

"Finn"
CHARACTER NAME

5'7''

120 lbs. (Thin)

HEIGHT

WEIGHT

Green

Fair

Dark

EYES

SKIN

HAIR

You are a member of the
Zhentarim, an unscrupulous
organization that seeks to
gather economic and political
control through both legitimate
and shady means.

NAME

The Zhentarim

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-Your father was a human from Mulmaster
and your mother was a wood elf from
Cormanthor. You don’t know how your
parents met or why your father left, and
you honestly don't care. After your mother
died, you learned how to survive on your
own.
-You have no real code of honor, but you
don't like to commit cold-blooded murder,
or steal from the elderly, the infirmed, or
people who trust you. You have a
weakness for wine, women and gambling,
but you have reasonable control over your
vices, and you are unlikely to let your love
of such things ruin a mission.
-You do not care for the gods, but you do
occasionally utter oaths to Tymora, though
deep down inside you believe a man
makes his own luck; it does not come from
the gods. You might pray to Mask before
engaging in clandestine activities or Sune
before attempting to seduce a beautiful
woman, but you are in no way "devout" or
a follower of any religion.

Let’s Make Things Interesting (Background Feature): You can
convince nearly anyone to put up something they aren’t willing to
part with (property or information) in a game of chance. Your DM
might rule that they will only agree to a game of their choosing,
and they may only agree if they feel the odds are heavily in their
favor.
Darkvision (Racial Trait): You can see in dim light within 60 feet of
you as if it were bright light, and in darkness as if it were dim light.
You can’t discern color in darkness, only shades of gray.
Fey Ancestry (Racial Trait): You have advantage on saving
throws against being charmed, and magic can’t put you to sleep.
ADDITIONAL FEATURES & TRAITS

Dungeoneer's Pack: A backpack, a crowbar, a hammer, 10
pitons, 10 torches, a tinderbox, 10 days of rations, a waterskin, 50
feet of hempen rope

-Your favorite game is chess, and you
believe that all aspects of life can be found
in the patterns and conflicts of the board.
-In summary, you have an inquisitive mind
and a wide variety of skills, and you can
work well with others, but you tend to get
bored easily, and you have a weakness
for the vices of the city.
CHARACTER BACKSTORY

TREASURE
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SPELLCASTING
ABILITY

SPELLCASTING
CLASS

0

SPELL
LEVEL

CANTRIPS

SLOTS TOTAL

3

ED

PR

6

SLOTS EXPENDED

1
EPAR

SPELL SAVE DC

7
SPELL NAME

SPELLS KNOWN

4

8

2

5
9
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SPELL ATTACK
BONUS

