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Goblins are Small creatures.

FEATURES & TRAITS

Tool: none

Languages: Common, Elvish,
Goblin, Orc

Armor: none

Weapons: none

OTHER PROFICIENCIES & LANGUAGES /,

a holy symbol (a gift to you when you entered the priesthood), a

prayer book or prayer wheel, 5 sticks of incense, vestments, a set
of common clothes, and a belt pouch containing 2 gp, ball

bearings (1,000)

leather armor, dagger, 2 darts

EQUIPMENT & CHARACTER NOTES
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Goblins are known throughout Sharn,
and in many cases their presence is
accepted or at least tolerated. For some
goblin clans in the Cogs, though, this is
not the case - they are often faced with
severe adversity and outright hostility;
the environment of the Cogs is not
known for peaceful living.

Flash was surrendered to the Church of
the Silver Flame as an infant, and has
spent his life in contemplation and in
pursuit of peaceful resolution to life's
problems. During a particularly stirring
sermon, Flash muttered to himself that
he wished that he could be rid of all the
ne'er-do-wells in the Cogs, and two
things happened: he knew it was false
when he said it (he didn't honestly wish
ill of anyone), and one of his teeth fell
out. Whether this was because he was
still a child and his adult teeth were
growing in or because the gods saw fit
to punish him for his idle wish is not
entirely clear.

Since that day, Flash has been keeping
his teeth in a bag as they fall out and
will sometimes consult them for
whatever messages they might impart.
Most recently, he discerned that he
should be on the lookout for a motley
group on a mission for Morgrave
University.

CHARACTER BACKSTORY

Feature: Shelter of the Faithful

As an acolyte, you command the respect of those who share your faith, and
you can perform the religious ceremonies of your deity. You and your
adventuring companions can expect to receive free healing and care at a
temple, shrine, or other established presence of your faith, though you must
provide any material components needed for spells. Those who share your
religion will support you (but only you) at a modest lifestyle.

You might also have ties to a specific temple dedicated to your chosen deity
or pantheon, and you have a residence there. This could be the temple
where you used to serve, if you remain on good terms with it, or a temple
where you have found a new home. While near your temple, you can call
upon the priests for assistance, provided the assistance you ask for is not
hazardous and you remain in good standing with your temple.

ADDITIONAL FEATURES & TRAITS

a bag containing forty-seven goblin teeth, one of which is rotten.

pole of collapsing (common magic item, Xanathar's Guide to
Everything)

While holding this 10-foot pole, you can use an action to speak a
command word and cause it to collapse into a 1-foot-long rod, for ease
of storage. The pole’s weight doesn’t change. You can use an action
to speak a different command word and cause the rod to revert to a
pole; however, the rod will elongate only as far as the surrounding
space allows.

TREASURE
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