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FEATURES & TRAITS

NAME ATK BONUS DAMAGE/TYPE

 

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

  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)

  Deception (Cha)

  History ( Int)

  Insight ( Wis)

  Intimidation (Cha)

  Investigation ( Int)

  Medicine ( Wis)

  Nature ( Int)

  Perception ( Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion ( Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival ( Wis)

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma

PASSIVE WISDOM

(PERCEPTION)

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA
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RACE

SIZE DESCRIPTION PLAYER

LEVEL & CLASS

Pre-generated character sheet and recontextualized Steampunk rules prepared by joe.nittoly.ca

Sneak Attack

Once per turn, you can deal an extra 
2d6 damage to one creature you hit if 
you either have advantage on the 
attack roll or the creature is within 
5 ft. of an ally. You must be using a 
finesse or ranged weapon.

Cunning Action

You can Dash, Disengage, Hide, make a 
Sleight of Hand check, use thieves’ 
tools to disarm a trap or open a 
lock, or Use an Object as a bonus 
action on your turn in combat.

Second-story Work

You can climb 30 ft. per turn and you 
can leap an extra 3 ft. after a 
running jump.

Feat: Alert

You are always alert to danger:

• You gain a +5 bonus to Initiative 
(already noted on your sheet).

• You can’t be surprised while you are 
conscious.

• Other creatures don’t gain 
advantage on attacks rolls against 
you as a result of being unseen by you.

Cutlass
Revolver
Leather Armour
Daggers x 2
Thieves’ Tools

1 You can fire your Revolver 30 ft., or up to 
90 ft. with disadvantage on the attack roll.

2 You can throw your dagger 30 ft., or up to 60 
ft. with disadvantage on the attack roll.

Proficiencies. Light armour, simple 
weapons, hand crossbows, rapiers, 
shortswords, handguns, thieves’ tools (+7).

Languages. Common, Aionian, Oxonian, 
Batavian
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Human

Medium

3rd-Level Prowler

+5

+1

21

3D8

Cutlass +5 1D8+3 SLASHING

Dagger 2 +5 1D4+3 PIERCING

Revolver 1 +5 1D6+3 PIERCING

14 +8 30
FEET

You’re a Prowler, a cunning scoundrel and 
stealthy thief with quick hands and even 
quicker reflexes.

*The Prowler is a recontextualized Rogue.
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