P
WHAT | LOOK LIKE

—— _P‘

__===—lCHARACTERNAME

e —— — N

éi/%@zmgue

,i

A

MY CLASS

LEVEL

ARMOUR

9

+3

INITIATIVE

(" SPEED

N\

25 ft

Y/ 4

Hit Point
Maximum J

9

N

% Temporary

k Hit Points .

. o L ]
HIT DICE DEATH SAVES
- -,
Used ¥ Total e O%\
1 d 8 raiLures O=(O=0)

“ EYES

/STRENGTH = 8

Halfling Criminal O
RACE AGE BACKGROUND XP
HAIR HEIGHT WEIGHT

-1.=»41

1]-1

[ DEXTERITY = 16 |

+3}+5

7 N
ﬂ:ONSTITUTION =12

+1/+1

1d20 SKILLS
® +5 ACROBATICS: I'm good at tumbling, flipping, and rolling.

O +0 ANIMAL HANDLNG: Animals really like me

O +1 ARCANA: | know about magic, spells, and weird things

O -1 ATHLETICS: I’'m good at running, jJumping, and climbing

® +5 DECEPTION: I’'m good at lying and playing tricks on people

O +1 HISTORY: | know about things that happened a long time ago
O #0 INSIGHT: | know how people feeland can tell whenthey’re lying
O +3 INTIMIDATION: I'm good at scaring people!

® +3 INVESTIGATION: | can find clues and secrets

&BONUS SAVE 4 A BONUS SAVE - . BONUS SAVE ;4 O ﬂ MEDICINE: | can help people when they’re sick
o A > 7 O +1 NATURE: | know all about plants and animals
INTELLIGENCE = 13 (“WISDOM = 10 ( CHARISMA =16 | O +0 PERCEPTION: I’'m good at finding and spotting things
1 ' f ‘ ' f ® *5 PERFORMANCE: I’'m good at putting on a show!
+ 1 + 3 | + O + O + 3 + 3 O *3 PERSUASION: |can get people to do what | want to do
| O +1 RELIGION: | know about the gods and prayers
L. BONUS SAVE a. BONUS SAVE _J a. BONUS SAVE © +5 SLEIGHT OF HAND: I'm good at hiding things and taking things
N +7 STEALTH: I’'m good at hiding and staying quiet
2 ) PROFICIENCY INSPIRATION 10) rercemic O : : e
PERCEPTION O +0 SURVIVAL: | can follow footprints and track animals
" '
L
{ NAME ATK BONUS pamace Y K STUFF 1 CAN DO MY STUFF h
Shortsword
Shortsword  1d20 + 45 | [ider3piercing Lucky. When you' tonI anatural 1 o'n
an attack roll, ability check, or saving
- throw, you can reroll the die and Shortbow
ShOf’tbOW* 1d20 iGN SR must use the new roll
20 arrows
1d20 + .
Brave. You have advantage on saving Leather armor
OO O0OO0OO0OO0OO0OO0OO0ODOo throws against being frightened.
ArTOWS(ZO)OOOOOOOOOO7 . ,
&, AMMUNITION A . . Thieves' tools
. Ha/fling Nimbleness. You can move
“ OTHER COMBAT STUFF B through the space of any creature 5 candles
*You can shoot your shortbow 80 feet, or up to 320 feet with that is of a size |arger than yours.
disadvantage on the attack roll. c b
rowbar
Sneak Attack. Once per turn, when you hit a creature with a Naturally Stealthy, You can attempt
Dexterity-based attack (such as with your shortsword or shortbow) and . 50 feet of rope
you have advantage on the attack roll, you can deal an extra Id6 damage to hide when IYOU are obscur?d by a P
to your target. You don't need advantage if another enemy of the target creature that is at least one size
is within 5 feet of it and isn't incapacitated. You can't deal the extra |arger than you. Hooded lantern
( damage, however, if you have disadvantage on the attack roll. ) k J
A .
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	Character Name: 
	Portrait: 
	Class: Rogue
	Level: 1
	Race: Halfling
	Age: 
	Background: Criminal
	XP: 0
	Eyes: 
	Hair: 
	Height: 
	Weight: 
	Str Bonus: -1
	Str Save: -1
	Dex Bonus: +3
	Dex Save: +5
	Con Bonus: +1
	Con Save: +1
	Int Bonus: +1
	Int Save: +3
	Wis Bonus: +0
	Wis Save: +0
	Cha Bonus: +3
	Cha Save: +3
	Proficiency Bonus: 2
	Inspiration: 
	Passive Perception: 10
	Acrobatics Tick: Yes
	Acrobatics Score: +5
	Animal Handling Tick: Off
	Animal Handling Score: +0
	Arcana Tick: Off
	Arcana Score: +1
	Athletics Tick: Off
	Athletics Score: -1
	Deception Tick: Yes
	Deception Score: +5
	History Tick: Off
	History Score: +1
	Insight Tick: Off
	Insight Score: +0
	Intimidation Tick: Off
	Intimidation Score: +3
	Investigation Tick: Yes
	Investigation Score: +3
	Medicine Tick: Off
	Medicine Score: +0
	Nature Tick: Off
	Nature Score: +1
	Perception Tick: Off
	Perception Score: +0
	Religion Tick: Yes
	Religion Score: +5
	Performance Tick: Off
	Performance Score: +3
	Sleight of Hand Tick: Off
	Sleight of Hand Score: +1
	Persuasion Tick: Yes
	Persuasion Score: +5
	Stealth Tick: Yes
	Stealth Score: +7
	Survival Tick: Off
	Survival Score: +0
	Front_AC: 14
	Front_Shield Bonus: 
	Front_Initiative: +3
	Front_Speed: 25 ft
	Front_Max HP: 9
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Total Hit Dice: 1d8
	Front_Hit Die: 
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: Shortsword
	Front_Weapon Atk Bonus 1: +5
	Front_Weapon Damage 1: 1d6 + 3 piercing
	Front_Weapon Name 2: Shortbow*
	Front_Weapon Atk Bonus 2: +5
	Front_Weapon Damage 2: 1d6 + 3 piercing
	Front_Weapon Name 3: 
	Front_Weapon Atk Bonus 3: 
	Front_Weapon Damage 3: 
	Ammunition: Arrows (20)
	Other Combat Stuff: *You can shoot your shortbow 80 feet, or up to 320 feet with disadvantage on the attack roll. 

Sneak Attack. Once per turn, when you hit a creature with a Dexterity-based attack (such as with your shortsword or shortbow) and you have advantage on the attack roll, you can deal an extra ld6 damage to your target. You don't need advantage if another enemy of the target is within 5 feet of it and isn't incapacitated. You can't deal the extra damage, however, if you have disadvantage on the attack roll. 
	Stuff I Can Do 01: Lucky. When you roll a natural 1 on an attack roll, ability check, or saving throw, you can reroll the die and must use the new roll. 

Brave. You have advantage on saving throws against being frightened. 

Ha/fling Nimbleness. You can move through the space of any creature that is of a size larger than yours. 

Naturally Stealthy. You can attempt to hide when you are obscured by a creature that is at least one size larger than you. 
	Stuff I Can Do 02: Shortsword

Shortbow 

20 arrows

Leather armor

Thieves' tools

5 candles

Crowbar

50 feet of rope 

Hooded lantern



