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Crimson Elf - Elf and Crimson Elf Traits.

Elf Weapon Training. Cantrip. Extra Language.

Find a Way Out. Once a day, if you are in a state of Audacity, you can 
focus for 1 minute to analyze your surroundings. If you do, you are able 
to find a way out, even in the most dangerous situations. 
You need to maintain your concentration for 1 minute to use this feature, 
and you cannot use other features that require it during that minute. If 
you take damage while you concentrate, you must succeed on your He-
roic Ability saving throw, with a DC equal to half the damage taken. On a 
failure, you lose concentration and don’t get any benefit.
When the minute of concentration is over, you can reroll your Blood Die 
and choose one of the following benefits:

	Ӻ Create a new Scenario in the Crossroad you are facing, which effect is “The 
Pack finds a solution that allows them to escape safely, but leaving the Loot 
behind and losing the chance to know the information not yet gathered.”

	Ӻ Flee automatically from a fight with a creature that allows the chance 
to make an Escape check.

Audacious Infiltrator. When you make a skill check or an attack roll in 
which you have advantage, you can reroll your Blood Die. Whether or 
not you rerolled it, you add any Pack’s Audacity to the result of the check 
or any damage dealt (your choice). You can use this feature a number of 
times equal to 1 + your Intelligence modifier.

Sneak Attack.

*Finesse, light, thrown (range 20/60)
** Ammunition (range 80/320 ft.), two-handed
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Strength

Dexterity

Constitution

Intelligence

Wisdom

Charisma

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)
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Attacks and SpellcastingAudacity

Shiver

Blood Die



“I was born in a tent made of mud and cobwebs in the Swamp. As a child, I watched my sister 
drown in a pit of putrid sludge while she was trying to gather withered berries, and from that 
moment on, I grew up sharpening my anger against the Magi of Krarth.
Until I decided to join the Guild, I only knew the misery of my people.
Back then, I was tired of hunting rats and milking larvae, listening to the elders whine about 
a wonderful valley they’d never seen and a time—before our people’s exodus from the Doo-
med Plain of Krarth—they’d never lived through.
The truth is, we are the descendants of those poor bastards left behind in “voluntary exile” to 
guard the ruins of an empire we’ll never be able to rebuild. Abandoned with nothing but a 
noble code, whose pages are so worn they’ve become unreadable even to us!
I taught myself to steal. First from the wretched peasants in the villages, then from merchant 
caravans that flood the squares of Kalugen’s citadel every year for the Labyrinth tournament. 
But it didn’t last long... soon enough, those bastards started hiring assassins to protect their 
loads of trinkets.
One night, I ended up with a knife in my back for trying to swipe some pelts. After returning 
to the Swamp and getting patched up, I was cast out for dishonoring the memory of our ghosts.
They couldn’t have given me a better gift: a few months later, without being recognized, I 
joined the same band of assassins who had wounded me.
I found them in an inn in Heldentor, waiting to set off the next morning to escort some pedd-
lers, and I offered to serve as their scullery maid during the journey in exchange for learning 
the art of killing. Those four idiots gladly accepted; after all, the merchants kept them as far 
away as possible, disgusted by their foul presence.
I slit their throats in their sleep halfway through the journey—before they could kill more 
poor thieves like me—and fled on a cart of goods that I soon sold to Guild fences.
After hearing my story, it didn’t take long for them to propose I become an Intrepid One: 
better to have me on their side than against.
If I’m here with you now, it’s because I’m tired of hunting bounties whose pay barely covers 
the cost of repairing my gear.”

Studded leather armor
(AC equal to 12 + Dex modifier)

Traveler’s clothes, a pole, a backpack,  
a bedroll, a tinderbox, 5 torches, 10 days 
of rations, a crowbar, and thieves’ tools or 
disguise kit. 

Training or Distinctive Mark

Traits and Sources of Courage

Traits and Sources of Fear

Proficiencies and Languages

Guild: Ebony Tower.

Training: Nose for Shortcuts.
Training Feature: Find a Way Out. Once a day, if you 
are in a state of Audacity, you can focus for 1 minute 
to analyze your surroundings. If you do, you are able to 
find a way out, even in the most dangerous situations. 
(See page 74 of the handbook)

Fear Trait: 
Walking into a trap is a hunter’s greatest humiliation.

Languages: Elvish, Fairy Language, and Selentine.

Courage Traits:
Even the Underworld has an entrance key.
There’s no alley without hideaways.
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