
EQUIPMENTOTHER PROFICIENCIES & LANGUAGES FEATURES & TRAITS

ARMOR
CLASS

CURRENT HIT POINTS

TEMPORARY HIT POINTS

INITIATIVE SPEED

DEATH SAVESHIT DICE

Hit Point Maximum

Total SUCCESSES

FAILURES

CHARACTER NAME

PROFICIENCY BONUS

SAVING THROWS

SKILLS

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma
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(PERCEPTION)

STRENGTH
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CONSTITUTION
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CHARISMA

RACE
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Acrobatics (Dex)

Animal Handling (Wis)

Arcana (Int)

Athletics (Str)

Computer Use (Int)

Deception (Cha)

Demolitions (Int)

Engineering (Int)

History (Int)

Insight (Wis)

Intimidation (Cha)

Investigation (Int)

Medicine (Wis)

Nature (Int)

Perception (Wis)

Performance (Cha)

Persuasion (Cha)

Religion (Int)

Science (Int)

Sleight of Hand (Dex)

Stealth (Dex)

Survival (Wis)

NEARFUTURE 5e

Skulker. You become one with the shadows:

• You can attempt to hide when you are 
only lightly obscured.

• When you are hidden and miss with a 
ranged weapon attack, you don’t reveal 
your position. 

• Dim light doesn’t impose disadvantage on 
Wisdom (Perception) checks relying on sight.

Sneak Attack. You know how to strike 
subtly and exploit a foe’s distraction. 
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. The attack must use a finesse or 
ranged weapon. You don’t need advantage 
on the attack roll if another enemy of 
the target is within 5 ft. of it, that enemy 
isn’t incapacitated, and you don’t have 
disadvantage on the attack roll.

Cunning Action/Fast Hands. As a bonus 
action on your turn, you can take the 
Dash, Disengage, or Hide action, make a 
Dexterity (Sleight of Hand) check, use your 
B&E tools to disarm a trap or open a 
lock, or take the Use an Object action.

Second Story Work. You can climb at your 
normal speed. Plus, when you make a 
running jump, you can add 3 ft. to the 
distance covered. 

As a Prowler, you rely on superior stealth 
and agility to break into secure places, 
evade detection, and strike at your 
enemies from the shadows. 

Light automatic pistol
mag (15 shots)
mag (15 shots)

Light armour

compound crossbow
bolts ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )

grappling hook

100 ft. of lightweight nylon cord

Katana

Knife

B&E Tools (glass cutter, lock picks, etc)

Proficiencies. Light armour; Pistols, simple 
weapons, martial weapons; B&E tools (+5)

Languages. Common

+1

+3

+0

+2

+2

-1

13

+2

16

10

14

14

8

14

Human

Medium

3rd-level Prowler

+5

+4

+7

+3

+4

+5

+4

+4

+7

18

3D8

Crossbow 1 +5 1D10+3 P 100/400

Katana 2 +3 1D8+2 S 5

Auto Pistol +5 1D6+3 P 50/150

Knife 3 +5 1D4+3 P 5

14 +3 30
FEET

1 You can fire your grappling hook attached to 
cord at an anchor point up to 100 ft. away 
with disadvantage on the attack roll. The DM 
will determine the AC of the anchor point. 

2 When weilding your katana with two hands, you 
deal 1d10+2 slashing damage instead.

3 You can throw a knife 20 ft., or up to 60 
ft. with disadvantage on the attack roll.


