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One of my favourite parts of the 5th edition Player’s 
Handbook is the section on character backgrounds. 
They’re packed full of great ideas and interesting op-
tions that really get the juices flowing when it comes to 
developing new characters (and even NPCs).

Given the nature of the game, the backgrounds in 
the PHB are mostly geared towards good, heroic char-
acters. I wanted an option to speed up the creation of 
darker characters - and that’s where Dark Deeds came 
from.

This book presents new features, personality traits, 
bonds, ideals, and flaws for characters with a murkier 
past than your average hero. Fair warning: some of the 
backgrounds in this book touch on themes that some 
people might find distasteful (though there is nothing 
extreme amongst these pages).

I hope you enjoy the options presented here, and 
I’d love to hear from you if you’re used the material in 
your games - even if you hated it!

Thanks for reading, and enjoy Dark Deeds.

-Chris Bissette
@pangalactic

All of Loot The Room’s material is provided under a 
Pay What You Want model. If you have enjoyed this 
book, please consider leaving a review or purchasing 
a copy at DM’s Guild (if you received this book for 
free. If you’ve already bought a copy - thank you!). 
Reviews help me to reach more people like you, and 
even a dollar or two goes a long way towards allowing 
me to produce more content like this.

Any feedback or comments are always gratefully 
received. You can contact me through www.lootth-
eroom.uk or on Twitter.
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A storm is coming... A storm that will swallow the children. And I 
will deliver them from the kingdom of  Bane. I’ll deliver the children 

back to their doorsteps. I’ll send the monsters back to the under-
ground. I’ll send them back to a place where no one else can see them 

except for me.’
--Donnie Darko

Doomsayer
You have seen the end of the world, and it consumes 
you. Whether you saw it in a vision, unearthed the 
truth while poring over ancient texts, read it in the 
stars, or simply woke one day with the knowledge fully 
formed in your head, you know the truth about how 
everything will come to an end. You may be driven by 
a need to spread to the truth to all who will listen, or 
you may be driven to prevent the end at all costs - or to 
ensure that it comes about as you saw it.

Discuss what you know, and how you learned it, 
with your DM. You may want to decide between you 
whether the end you foresaw is a true one; alternative-
ly, you may prefer not to know whether your apoca-
lypse will come to pass.

Skill Proficiencies: History, Religion
Tool Proficiencies: Navigator’s tools
Languages: One of your choice
Equipment: Your tools of divination (could be a set 

of bone dice, astrology charts, runes, a deck of cards, 
etc.), a book of signs and omens, ink, pen, and paper, a 
set of fine clothes, and a pouch containing 15gp.

Feature: It’s An Omen
When you have a moment to your self, you can use the 
tools of your divination to observe an omen of your 
near future. While the signs are not always clear, you 
gain a strong impression about something that will af-
fect you soon - whether that is a sense of clarity regard-
ing a decision you should make, an idea of the weather 
over the next few days, or a sense of immediate safety 
or danger. The details are rarely clear, but very occa-
sionally you may receive more specific information.

You should decide what form your divination 
takes. You may cast the bones, read tea leaves, observe 
the stars, enter into a hallucinogenic trance, or some-
thing else.

Suggested Characteristics
Some doomsayers fear the knowledge they have 
gained, while others draw strength and purpose from 
it. Whether they wish to prevent or fulfill the prophe-
cy they have seen, or simply to warn others about its 
coming, their knowledge shapes their attitudes and 
ideals. Some doomsayers become incredibly nihilistic, 
believing that life has no purpose. More than a few are 
driven slightly mad by the things they have seen.

d8 Personality Trait
1 I have seen the death of  the world, and now my own 

death does not concern me.
2 I see omens in everything, and they are rarely good.
3 I attach great importance to seemingly insignificant 

details.
4 I distrust those who claim to know the future, unless 

they have seen the same future as me.
5 I am more comfortable with books than people, and 

can happily spend all my time digging through ancient 
tomes searching for a reference to the truth I have 
seen.

6 I try to pass on my knowledge to everybody I meet.
7 I live my life to the full, knowing that there is no such 

thing as the afterlife.
8 I speak in riddles and cryptic clues that hint at the 

knowledge I hold.

d6 Ideal
1 Power. Knowledge is the path to power and domina-

tion. (Evil)

2 Knowledge. The path to preventing (or fulfilling) the 
end is through knowledge. (Neutral)

3 No Limits. In a finite world there are no true conse-
quences for our actions. (Chaotic)
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d6 Ideal
4 Redemption. The only way to prevent disaster is for 

good people to erase the evil in the world. (Good)

5 Destiny. Nothing and no one can steer me away from 
my higher calling. (Any)

6 Freedom. Everybody should be free to pursue his or 
her dreams, because this is their only chance. (Chaotic)

d6 Bond
1 I have seen the end of  the world, and I will do 

everything in my power to prevent it.

2 I have seen the end of  the world, and I will do 
everything in my power to see it come to pass.

3 I will someday get revenge on those who have brand-
ed me a lunatic.

4 I seek to spread the truth of  what I have seen to all 
who will listen.

5 I am desperately seeking proof  that the gods are still 
alive.

6 Knowledge of  what I have seen could bring ruin to 
the world. I must keep it safe.

d6 Flaw
1 I struggle to make decisions without first consulting 

the fates.

2 I talk about what I have seen to the detriment of  
everything else, making conversations quite difficult.

3 I openly mock the followers of  one or more religions 
for their lack of  understanding of  the truth.

4 My vision has driven me to the bottle.

5 I fear that everybody is laughing at me and am slow to 
trust, even with those I have known the longest.

6 I’d risk too much to uncover a lost bit of  knowledge.
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‘We should forgive our enemies, but not before they are hanged.’
--Heinrich Heine

‘Death by burning or death by drowning. Some choice.’
--Joe Abercrombie, Before They Are Hanged

Executioner
You killed people for a living. Whether you served at 
the pleasure of a powerful noble, beheading treason-
ous lords on the steps of palaces, or traveled between 
villages and towns on the edges of civilization, string-
ing up nooses from trees and and tavern eaves, you did 
the dirty work that the law demanded but nobody else 
was willing to do.

Your position in society made you a figure both re-
spected and feared - and, often, hated. You may have 
continued on the family trade, been appointed by roy-
al decree, or volunteered yourself for the position as 
a means to sate your particular needs without falling 
foul of the law yourself.

Skill Proficiencies: Athletics, Intimidation
Tool Proficiencies: Either carpenter’s or smith’s 

tools
Languages: One of your choice
Equipment: A scroll case containing documents 

that confirm your role and the jurisdiction of its pow-
ers, a custom mask, hood, or other symbol of your of-
fice, traveler’s clothes, a pouch containing 50gp

A Particular Set of Skills
There are many ways of taking a life, but you special-
ized in just one. Decide how you dispatched the con-
demns, or roll on the following table to determine your 
execution method.

d6 Execution Method
1 Beheading, with either an axe or a sword.

2 Hanging. There may have been a fixed execution site in 
your town, or you may have constructed a gallows each 
time your services were required.

3 Fire. You may have burned the condemned at the stake, 
or else boiled or roasted them.

4 Strangulation, either by hand or some other means.

5 Falling, throwing people from the tallest tower or off  
the high bridge.

6 Impalement, possibly using wooden stakes you sharp-
ened yourself, or with the use of  a spear or sword.

Feature: Your Reputation Precedes 
You
In your home town or the places you visited while on 
duty, you are a figure of some renown. Whatever peo-
ple may think of you on a personal level, they know 
that you have killed people they called neighbours. 
Your name is used to scare children into obedience, 
and prisoners in local jails shiver when they hear your 
name. When you are in a town where you have operat-
ed as an executioner, you pay less for goods and servic-
es and you are able to gain an audience with the local 
leader or leaders. Your documentation and credentials 
may also give you some leeway when you fall on the 
wrong side of the law, at your DM’s discretion.

Suggested Characteristics
Some executioners go about their business efficiently, 
without passion or regret. Others revel in it, delighting 
in the opportunity to commit such savagery in public 
without being condemned to the same fate. Still au-
thors are haunted by their actions, wracked with guilt 
over the lives they have taken. Whatever their view on 
the acts they undertake, all executioners have a strong 
stomach. They have made death their life’s work, and 
are not phased by the sight of blood and butchery.
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d8 Personality Trait
1 It’s a dirty job, but someone has to do it. I am unaf-

fected by the sight of  death, and remain calm when 
things get bloody.

2 I have heard every excuse and every plea for mercy. 
Once my course is set, I am unmoved by appeals to my 
emotions.

3 I joke when faced with death and violence. The worse 
things get, the darker my humour becomes.

4 I am haunted by the faces of  those I have executed. I 
pray they will forgive me when we meet again.

5 I pity the poor and the desperate, because they are 
more likely to find themselves on the wrong side of  
me than those with money and power.

6 I feel no regret over the job I do. Criminals know the 
price they may pay when they turn to crime, and they 
should be prepared to face the consequences of  their 
actions.

7 I fear nobody, regardless of  their power or station. 
Power does not protect you from death.

8 I thrive on the fear that my name instills in people.

d6 Ideal
1 Fairness. No one should get preferential treatment 

before the law, and no one is above the law. (Lawful)

2 Sincerity. There’s no point pretending to be some-
thing I’m not. (Lawful)

3 Greed. I’m only in it for the money and the fame. 
(Evil)

4 Independence. I am the hand of  the law, and I am 
not bound by its shackles. (Chaotic)

5 People. I am loyal to people, not ideals. Following 
ideals leads people down a road that ends with me. 
(Neutral)

6 Aspiration. I work hard to be the best there is at my 
craft. (Any)

d6 Bond
1 My work has driven me to drink. If  I visit an inn or a 

tavern, I will drink until I black out.

2 I was sentenced to death, but fled rather than face the 
end I have meted out to so many other people.

3 I executed a relative of  somebody very powerful who 
now wants to see me dead in return.

4 I have repeated visions of  the death of  somebody I 
have never met, though I know I am destined to find 
them.

5 I enjoy killing a little too much, and I adventure be-
cause my work no longer fulfills my needs.

6 I have a warrant for the execution of  someone notori-
ous. Now all I need to do is locate them.

d6 Flaw
1 I use the influence of  my station as a means to get 

what I want.

2 I have a shameful secret that means I can never return 
home.

3 I assume that the people who do not fear me do not 
respect me, and I am quick to take offense from them.

4 I remember every insult I have ever received and 
long for the day that I will be able to deliver justice to 
those people.

5 I believe that people make their own fate, and am 
unlikely to step in to help somebody who has made a 
mistake.

6 Violence is my answer to most challenges.

Variant Background: Poisoner
The cliche of the hulking brute of a headsman exists 
for a reason, but not all executioners are created equal. 
Poisoners work at the highest levels of society, in the 
employ of lords, queens, or emperors. Civilized soci-
eties do not practice such barbarism as public execu-
tions - but there is still a need to remove those who 
would harm society. Poisoners are intelligent and sly. 
They may preside over formal executions in dungeons 
deep beneath the city, binding their victims and ad-
ministering toxins directly into the blood. Alternative-
ly they may be the dirty secret of the court, brewing 
noxious concoctions that can be slipped into a drink or 
a meal without anybody suspecting a thing.

Rather than proficiency in Athletics, you have in-
stead spent time studying Medicine. Replace carpen-
ter’s or smith’s tools with poisoner’s tools, and start 
with a poisoner’s kit rather than the hood or mask. 
Your credentials and documentation may not explicit-
ly state your role, though they should make it clear that 
you are a person of status.

If your position in court is a secret, you may choose 
the Poisoner’s Nose feature.

Variant Feature: Poisoner’s Nose
You have poisoned hundreds of people in hundreds 
of different ways. You know the tricks of the trade - 
distraction techniques, foods and drinks that are par-
ticularly good at masking unusual scents, and the like. 
It is impossible for somebody to slip you poison in a 
meal or drink without you noticing it, assuming you 
are conscious and able to observe your immediate en-
vironment.
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‘“Maybe,” he said hesitantly, “maybe there is a beast.” [...] “What I 
mean is, maybe it’s only us.”’

--William Golding, Lord of  The Flies

Feral
You were abandoned or otherwise left alone as an in-
fant. Against all odds you survived, though it was not 
until much later in your life that you rejoined socie-
ty. Emerging from your brutal, animalistic life to the 
world of people was difficult, and even now you strug-
gle to be around people for too long.

People from a feral background may be highly 
adaptive, having learned to fend for themselves in a 
hostile world at a very young age. In other much rar-
er cases, they find themselves taken in and cared for 
by wild animals. The settlements of civilized creatures 
are alien, hostile places to feral people, and those who 
have tried to rehabilitate themselves into the world of-
ten find they fight a constant battle between the rules 
of society and their base instincts.

Skill Proficiencies: Athletics, Perception, Survival
Tool Proficiencies: Herbalism kit
Languages: You only know one language. You do 

not speak it well, and you are unable to learn any oth-
ers even if you are granted additional languages by 
your class or race.

Equipment: A crude stone or wooden tool that 
you made yourself (a hammer, pick, basic spear, etc.) 
or a trinket from your pre-abandonment childhood (a 
baby’s rattle, or a stuffed toy, or the like), ragged cloth-
ing, and a pouch you made yourself containing 10gp

Rehabilitated
It’s not often the case that those who have grown up 
outside of civilization return to society. Think about 
what drove you to emerge from your isolation, or roll 
on the following table to determine the reason.

d6 Rehabilitated
1 The place you have survived in and called home your 

whole life is under threat. You seek a means to end the 
threat so you can return to the safety of  your seclusion.

2 You are haunted by the briefest memory of  your par-
ents before you were separated. You don’t know who 
or where they are, but you are determined to find them.

3 You watched the people of  the city coming and going 
for years, people who look like you and not the beasts 
you call family. It has taken an age, but now you have 
gained the courage to go amongst them.

4 The gods spoke to you, and told you that you have 
been chosen for a great purpose. Your test in the wilds 
is over; now you are to be tested in new ways.

5 You found a lost baby in the wilderness. Knowing 
it could not survive as you have, you took it upon 
yourself  to return it to its world. It was only once you 
arrived that you realized you had not been surviving 
alone either.

6 You made your home in an ancient ruin. Then the 
adventurers came, looting and pillaging, and brought 
chaos to your life. Now you want revenge.

Feature: Weather Sense
You lived your formative years with no kind of fixed 
shelter. You have learned to read the winds and the sky, 
so that you always know what the weather will do over 
the next 24 hours. You can always find adequate shel-
ter from naturally-occurring bad weather for you and 
your companions, unless you are in a place where such 
shelter would be impossible (for example, if you are 
adrift at sea).

Suggested Characteristics
A feral upbringing imbues a wildness in a person that 
is difficult to disguise. Someone with the feral back-
ground might communicate more in gestures and 
grunts than words, might mistrust being indoors, or 
may be incredibly territorial and possessive of their 
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friends and belongings (if they have any of either). A 
life of adventure offers a chance to forget the social ni-
ceties they have been forced to learn and revert back 
to a violent, simple way of life that makes more sense 
to them.

d8 Personality Trait
1 Urban areas are unnatural and make me nervous. I am 

much happier out of  sight of  so-called civilized places.
2 I don’t understand what gods are or why people wor-

ship them.
3 Money doesn’t interest me as much as useful things, 

and food.
4 Language fascinates me, and I repeat words and phrases 

that I hear even if  I don’t understand them.
5 I am shy around people and very slow to trust.
6 I am curious about this new world of  people and can’t 

help but study and question everything around me.
7 Fire scares me.
8 I have a deep respect for - and healthy fear of  - animals 

and nature, and do my best not to bring unnecessary 
harm to them.

d6 Ideal
1 Survival. I would rather flee and live to fight another 

day than fight to the death out of  pride. (Any)

2 Aspiration. I’m determined to prove that I’m more 
than the savage people say I am. (Any)

3 Freedom. Laws are chains on the true nature of  peo-
ple and the world, and I will not be chained. (Chaotic)

4 Live and Let Live. Meddling in the affairs of  others 
only causes trouble. (Neutral)

5 Change. Life, like the seasons, is in constant flux, and 
we must learn to change with it. (Chaotic)

6 Nature. The natural world is more precious and im-
portant than anything created by people. (Neutral)

d6 Bond
1 Any threat to my home is a threat to me.

2 The gods have a plan for me, and I will do everything 
in my power to fulfill it.

3 Whatever it takes, I will be reunited with the family I 
never got a chance to know.

4 My friends are the only family I know, and I will defend 
them with my life.

5 Now that I have discovered civilization, I want to see 
as much of  it as possible.

6 I owe my life to the animals that saved me from death 
in the wilderness.

d6 Flaw
1 I think in terms of  short-term survival, and find it 

difficult to focus on long-term goals.

d6 Flaw
2 I’m suspicious of  strangers and do not hide it well.

3 I see nothing wrong with taking the things you want 

4 Weak or sick people are of  no use to me, and I will 
discard them without thought.

5 I get angry around people who are more intelligent 
than me, because I assume they are mocking me.

6 If  I spend too long around lots of  people I start to 
get anxious and aggressive.
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‘This thing, which seemed instinct with a fearsome and unnatural 
malignancy, was of  a somewhat bloated corpulence, and squatted 

evilly on a rectangular block or pedestal covered with indecipherable 
characters’

--H.P. Lovecraft, The Call of  Cthulhu

Fiendtouched
At some point in your past, you had a brush with pure 
evil. You may have had a glimpse into the Nine Hells, 
come too close to an Abyssal portal, or witnessed a 
dark ritual beyond your understanding. Whatever the 
nature of your experience, it left an indelible mark on 
you.

A brush with the fiendish is not the same as com-
ing from a fiendish bloodline. While those descend-
ed from demons gain dark abilities and powers, those 
who have simply come too close to madness are left 
worse-off for the experience. You may have lost your 
comprehension of morality, be consumed by a thirst 
for death and destruction, or be driven by the desire 
to gain enough power to become a Lord of Hell. Con-
versely, what you have seen might have broken you, 
leaving you mentally fragile or living in constant fear.

Although rare, some fiendtouched are so affected 
by what they have seen that they develop a deep em-
pathy for all those suffering and in pain. These fiend-
touched may well be moved to take up holy orders, and 
to fight to eradicate suffering from the world. They are 
very much the exception.

Skill Proficiencies: Arcana, Intimidation
Languages: Abyssal or Infernal (choose one), one 

other language of your choice
Equipment: A slim diary containing details of 

your experience and your musings on it, possibly writ-
ten in a code of your own devising, traveler’s clothes 
with hood, a pouch containing 15gp

Feature: Dark Presence
Those who spend even a little bit of time with get a 
strong sense that you are not like other people, and 
may go out of their way to remove themselves from 
your presence. Officials might let you off with warn-
ings for bad behaviour so that they can get away from 
you without having to arrest you, or merchants may 
not haggle as enthusiastically as with other people 
simply to get rid of you faster. On the other hand, you 
may not be welcome at all in some inns and shops, and 
employers might not always spend time explaining the 
finer details of your job, preferring to give you broad 
instructions and send you on your way.

Suggested Characteristics
The fiendtouched are damaged individuals. They have 
seen madness, and it has permanently scarred them. 
They may be unable to experience joy, see faces in the 
shadows around them, or hear whispers on the edge of 
their mind telling them to act on their darkest fanta-
sies. They often find themselves pushed to the fringes 
of society, shunned by those who can feel the wrong-
ness that consumes them. Some attract followers who 
sense the darkness within them and mistake it for 
power. 

d8 Personality Trait
1 I am utterly without joy, seeing only the negative in 

every situation.
2 I crave power and will do anything to attain it.
3 Very little shocks me or makes me uncomfortable. I 

have seen true horror; nothing in this world comes 
close.

4 I can not abide to see suffering, and will do everything 
in my power to end it wherever I experience it.

5 People can sense the darkness within me, and actively 
avoid being in my company.

6 If  you are not with me you are against me, and I will 
crush you.

7 I don’t believe in good and evil. There is only weakness 
and strength.

8 I am fascinated by the Outer Planes and seek out every 
scrap of  knowledge I can find.
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d6 Ideal
1 Mastery. The weak will bow before me, and I will 

take my rightful place in the world. (Evil)

2 Greater Good. I have seen true evil, and I know it 
must be eradicated. (Good)

3 Live and Let Live. Nobody’s pain is too much to 
endure, and their burdens are not mine to carry. 
(Neutral)

4 Might. The strong survive at the expense of  the 
weak, and that is the way of  things. (Evil)

5 People. I help the people who help me. I crush those 
who try to hinder me. (Neutral)

6 No Limits. There is no end to the depravity that ex-
ists within us, and nothing will ever fetter it. (Chaotic)

d6 Bond
1 I saw a specific demon during my experience, and now 

I seek a way to communicate with it.

2 Everything I do leads to one goal: remaking the world 
in the image of  hell.

3 One day I will return to the chaos that I saw, and this 
time it will fear me.

4 I must rid the world of  evil so that civilization can 
continue to survive.

5 I can’t sate my appetite for blood. I have left a trail 
of  destruction behind me, and one day I will have to 
answer for it.

6 I need to understand what I saw so that I can begin to 
undo the damage it did to me.

d6 Flaw
1 I harbour a craving for the flesh of  my own kind. 

Only I know if  I have acted on it.

2 I gain pleasure from feeling pain, and actively try to 
put myself  in harm’s way.

3 I enjoy tempting good people to do things they would 
normally find abhorrent.

4 I am a compulsive liar. I enjoy both the thrill of  
deceiving people, and the anger and hurt they direct at 
me when I am discovered.

5 I delight in the suffering of  others.

6 I will use whatever means necessary to ensure power 
for myself, with no regard for the people I pass on my 
way up.
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‘That is the eternal folly of  man. To be chasing after the sweet flesh, 
without realizing that it is simply a pretty cover for the bones.’

--Neil Gaiman, American Gods

Mortician
You look after the dead, preparing their bodies for the 
afterlife. You have seen it all, from babies who died in 
their sleep for no reason whatsoever, to the seas of mu-
tilated soldiers during the wars, to seemingly immor-
tal pillars of society finally given up the ghost. People 
expect you to be stoic, caring, calm - and if they notice 
something a little off about you, well, that’s to be un-
derstood. You spend all day around dead bodies, after 
all.

Morticians possess a variety of skills, from em-
balming techniques to knowledge of makeup, the in-
tricacies of a variety of religious burial rites, and, in 
some cases, carpentry. Your work undoubtedly has an 
effect on your view of the world - nobody can see death 
every single day and maintain an entirely optimistic 
outlook, and for some it is more than just a job. Some 
morticians see themselves as shepherds leading the 
way into the next world, while others use the role as a 
means to sate some of their darker urges.

Skill Proficiencies: Medicine, Religion
Tool Proficiencies: Undertaker’s tools

Equipment: A scroll case containing your creden-
tials and qualifications as a mortician, a book of the 
funeral rites of most common religions, undertaker’s 
supplies, fine clothes, a pouch containing 20gp

Feature: The Secrets of Death
You know the funeral rites of most major religions, 
and their myths and stories regarding what happens 
after death. Your trade allows you to maintain a com-
fortable lifestyle. You have a good working relationship 
with local temples, and may have contacts in local law 
enforcement.

During your career you have been privy to infor-
mation that some people would rather be kept quiet. 
You may have overheard a conversation whispered 
at the side of the casket, buried a coffin full of dirt as 
though it contained a body, or masked the marks of 
a terrible beating administered to a now-dead child. 
Whatever it is, you know something that somebody 
wishes you didn’t. Decide what that secret is, or roll on 
the following table to determine it.

d8 Secrets of  Death
1 The local jail has a secret crypt deep in the cellars, 

where the warden quietly buries the bodies of  inmates 
who die while in custody.

2 You were forced to embalm a person who was not yet 
dead. You know who was responsible, but not why, and 
have never spoken of  it for fear of  reprisals.

3 The local Lady has delivered stillborn children every 
year for the past decade. Not even her husband knows, 
but you have prepared and buried each of  them.

4 After seeing the bodies left behind after the big 
collapse at the mines, you noticed that each of  them 
seemed to have been mutilated in ways not typical of  
falling rocks.

5 Local legends speak of  a unique birthmark that will 
mark a great hero. You have buried three people bear-
ing it within the last year.

6 You regularly sold bodies to people who required them 
- be that experimenting wizards, healers practicing their 
trade, or shady people whose motivations you would 
rather not question. Only you know which burial plots 
are actually empty.

7 You found a note on a recently-murdered body that 
gave a strong hint towards the identity of  their killer. 
You have not yet come forward with the information.

8 The local noble’s family has a grand mausoleum that 
houses generations of  their dead. You know that it is 
empty, and why it will remain so.
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Suggested Characteristics
If not necessarily held in high regard, morticians are 
usually at least respected. They do the job that nobody 
wants to do, handling death and dressing it up so that 
it can be looked on without disgust. As a mortician you 
see people at their most exposed, naked and cold, and 
while that earns a certain level of respect it also raises 
questions about the kind of person who could do that 
job. Most morticians are calm, softly-spoken people, a 
quality that is often admired in people but spoken of 
as something creepy and off-putting when combined 
with such a deep association with death.

Some morticians take a dark turn, interfering with 
dead bodies, making use of their clothing, or desecrat-
ing them by some other means. Some turn to magic, 
attempting to resurrect corpses for their own ends, or 
trying to bind the souls of the departed in order to gain 
power. Whether they were drawn to the trade because 
they already harbored those urges or whether they de-
veloped after spending so much time surrounding by 
death differs from person to person. You should talk to 
your DM before deciding to go down this route with 
your character, as it may well have an effect on the tone 
and themes of the campaign that not everybody will be 
comfortable with.

d8 Personality Trait
1 The secrets we take to the grave are the only ones that 

are truly ours, and I will never betray what I know.
2 I am more at ease around the dead than the living.
3 I take quiet pleasure in making people appear more 

beautiful in death than they were in life.
4 I will not tolerate disrespect for the dead, or for their 

places of  rest.
5 I take a trinket from each person I bury, so that they 

will never be forgotten.
6 I’m in it for the money. This is the one trade there will 

always be a demand for.
7 The more time I spend around dead bodies, the more 

I realise that I should be out there creating them, not 
caring for them.

8 I am adept at putting people at ease, even when they are 
deeply hurt or upset.

d6 Ideal
1 Tradition. The ancient traditions of  worship and 

sacrifice must be upheld. (Lawful)

2 Fairness. Everyone deserves a decent burial, even if  
their family can not afford it. (Good)

3 Might. I have tended to death, but one day I will 
become its master. (Evil)

d6 Ideal
4 Aspiration. I work hard to be the best there is at my 

craft. (Any)

5 Responsibility. I do what I must and obey just au-
thority. (Lawful)

6 Change. Death takes us all, and we can not prepare 
for it. We must simply adapt. (Chaotic)

d6 Bond
1 Death will never claim me. Whatever it takes, I will 

find a way to live forever.

2 I will never reveal what to I know to anybody, no 
matter what happens.

3 I know secrets about someone powerful that I will use 
to overthrow them and claim their seat for myself.

4 Someone has been stealing bodies to use in their 
nefarious plans. I will bring them to justice.

5 Death disgusts me. I need to understand it so that I 
can prevent it, both for myself  and the rest of  the 
world.

6 I have been well-paid by a local luminary to keep what 
I know secret, but the money is no longer enough.

d6 Flaw
1 I can’t help but see what people will look like once 

they are dead, and often comment on it to them.

2 My calm, quiet exterior masks a dark, violent anger 
that reveals itself  at times of  immense stress.

3 I have spent so much time around the dead that I 
have forgotten how to properly interact with the 
living.

4 The people I deal with regularly are deeply hurt 
and upset, and I have almost forgotten how to feel 
positive emotions. Visibly happy people make me very 
uncomfortable.

5 I often hold hypothetical conversations with myself  
aloud, both to fill the silence and to distract myself  
from the grisly acts I am performing.

6 I find religions that promise an afterlife distasteful and 
their followers weak and stupid, and I am very vocal 
about these opinions.
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‘The world is twisted beyond hope, when lowborn smugglers must 
vouch for the honour of  kings.’

--George R. R. Martin, A Clash of  Kings

Smuggler
If people want things, they should be able to have 
them, no matter what those in charge say. Your job is 
to ensure the people get what they want.

Smugglers operate on large and small scales. 
Whether you ran illegal goods across borders in the 
dead of night, paid off customs agents to ensure your 
cargo was never searched, or funneled luxuries - and, 
perhaps, weapons - into a prison, your job was to get 
things to the people who wanted them. You have faced 
danger and possibly made yourself an enemy of the 
state, but that’s what’s needed to turn a profit.

Skill Proficiencies: Deception, Stealth
Tool Proficiencies: Choose one: Vehicles (row-

boat), any land vehicle, or forgery kit
Languages: One of your choice
Equipment: Spyglass, navigational charts or maps 

marked with your smuggling routes, hand crossbow, a 
rowboat or land vehicle of your choice

Niche in the Market
While some smugglers will take anything they can get 
their hands on, gathering up stocks of illicit goods and 

hoping to sell them on later, others prefer to specialise 
in a particular product. You should decide what you 
made your living smuggling, or else roll on the follow-
ing table.

d12 Niche in the Market
1 Herbs and spices

2 Fine cloths, silks, and garments

3 Drugs and/or alcohol

4 Historical or religious relics

5 Magic items

6 Weapons

7 Rare or endangered animal products

8 Stolen goods and art

9 People

10 Banned or heretical books and writings

11 Precious metals and gems

12 Information (the Agitator variant background explores 
this idea in more detail)

Feature: Contacts
You have contacts in each town or city that you op-
erated in. You may be able to call on them for help - 
whether you need a place to lay low, someone to fence 
your goods, or need to pay off some guards - but their 
help is not always reliable, and they will generally not 
put themselves in direct danger for you without truly 
special circumstances.

You may wish to work with your DM to determine 
exactly who your contacts are and what your relation-
ships with them are like. At a minimum you should 
decide what form your smuggling took and where you 
operated.

Suggested Characteristics
Smugglers are often paranoid, and for good rea-
son - those in power know who they are and will use 
everything in their power to put a stop to their oper-
ations. Smugglers may seem bold and brash at time, 
but they are rarely stupid - everything they do is cal-
culated, everything they say might potentially lead to 
their downfall if they are not careful, and everyone 
they meet might potentially sell them out if the price 
is right.

d8 Personality Trait
1 I thrive under pressure.
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d8 Personality Trait
2 I prefer not to be noticed and find it uncomfortable to 

be the center of  attention.
3 I know what people want, and am an expert at provid-

ing them with it.
4 I am always asking questions and observing things. I like 

to know the lay of  the land wherever I am.
5 I don’t use my real name, preferring to operate under 

the shroud of  anonymity.
6 Money drives me above everything else. I am always 

thinking in terms of  profit and loss.
7 I am not impulsive. I only take measured risks.
8 I have surrounded myself  with people who would sell 

me out for the right price, and as a result I find it diffi-
cult to trust people.

d6 Ideal
1 Greed. I’m only in it for the money. (Evil)

2 Independence. I am a free spirit - no one tells me 
what to do. (Chaotic)

3 Sincerity. There’s no point to pretend to be some-
thing I’m not. (Neutral)

4 Fairness. We all do the work, so we all share in the 
rewards. (Lawful)

5 People. I help people who help me. That’s what keeps 
us alive. (Neutral)

6 Honour. I don’t steal from others in the trade. (Law-
ful)

d6 Bond
1 I promised my family I would return with riches and 

lift them up out of  poverty. The thought of  being 
reunited with them is what keeps me going.

2 My word is my bond. I have never cheated or betrayed 
anyone, and I expect those I deal with to conduct 
themselves with honesty and respect.

3 I am on the run from people I owe money to. I can 
never stay in one place long enough for them to catch 
up to me.

4 I was an honest merchant until an unjust law de-
stroyed my livelihood. Now I smuggle because I 
refuse to give up on the trade I built my life around.

5 I am slowly building my empire so that I may one day 
use it to crush the person who screwed me over.

6 I will never forget the monks who took me in after my 
ship broke apart on the rocks, and I make sure to send 
them a portion of  my profits.

d6 Flaw
1 Against all of  my better instincts, I get high on my 

own supply.

d6 Flaw
2 Some people find my constant paranoia and mistrust 

hard to be overbearing and difficult to deal with.

3 The first thing I do when meeting new people is 
figure out how much it would cost me to put them 
firmly under my control.

4 Nothing passes through my hands without me taking 
a cut.

5 Nobody opens with the price they are expecting to 
take. I will haggle over anything and everything.

6 If  I’m not winning, I’m miserable.

Variant Background: Agitator
Not all smugglers deal in contraband. Instead, some 
deal in information. Whether you distribute a rebel 
newspaper or feed information from the inside of the 
government to people in a position to utilise it, you live 
a life of constant paranoia. Those in power are out to 
get you, keen to take you down at any cost. You could 
be under constant surveillance without knowing it; 
everybody you speak to is a potential government in-
formant. Tread carefully.

Variant Feature: Ear To The 
Ground
You have a finger on the pulse of the city. You know 
how to sniff out scandal and which threads to pull to 
unearth the truth. When you are in a city you know 
well, you are almost always able to unearth informa-
tion about people of interest that may not be available 
to those without your network of contacts and ability 
to connect seemingly unrelated details (assuming such 
damaging information actually exists).
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