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	 	 Stealth (Dex)

	 	 Survival (Wis)
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	ClassLevel: Rogue 8
	Background: Criminal
	PlayerName: 
	CharacterName: Lidda
	Race : Halfling
	Alignment: Neutral
	XP: 
	Inspiration: 
	STR: 10
	ProfBonus: +3
	AC: 17
	Initiative: +5
	Speed: 25 ft.
	PersonalityTraits : You are always calm, no matter what the situation.
	STRmod: +0
	HPMax: 59
	ST Strength: +0
	DEX: 20
	HPCurrent: 59
	Ideals: Everyone should be free to pursue his or her own livelihood.
	DEXmod : +5
	HPTemp: 
	Bonds: You are loyal to your friends, not
to any ideals.
	CON: 14
	HDTotal: 8d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 8d8
	Flaws: When you see something valuable, you can’t think of anything but how to steal it.
	INT: 14
	ST Dexterity: +8
	ST Constitution: +2
	ST Intelligence: +5
	ST Wisdom: +1
	ST Charisma: -1
	Acrobatics: +8
	Animal: +1
	Athletics: +0
	Deception : +2
	History : +2
	Insight: +1
	Intimidation: -1
	Check Box 11: Off
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: S.sword
	Wpn1 AtkBonus: +8
	Wpn1 Damage: 1d6+5
	INTmod: +2
	Wpn Name 2: Dagger
	Wpn2 AtkBonus : +8
	Wpn2 Damage : 1d4+5
	Investigation : +8
	WIS: 12
	Wpn Name 3: Shortbow
	Wpn3 AtkBonus  : +8
	Arcana: +2
	Wpn3 Damage : 1d6+5
	Perception : +7
	WISmod: +1
	CHA: 9
	Nature: +2
	Performance: -1
	Medicine: +1
	Religion: +2
	Stealth : +11
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Yes
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Yes
	Check Box 39: Yes
	Check Box 40: Off
	Persuasion: -1
	SleightofHand: +8
	CHamod: -1
	Survival: +1
	AttacksSpellcasting: Two-Weapon Fighting. When you take the Attack action with a shortsword in one hand, you can use a bonus action to attack with a dagger in the other hand. You don’t add your ability modifier to the damage of the bonus attack. You can instead throw the dagger instead of making a melee attack with it.
	Passive: 
	CP: 
	ProficienciesLang: 
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Shortsword, shortbow, quiver with 20 arrows, daggers (2), studded leather, burglar’s pack (silk rope), thieves’ tools, caltrops, dice set, chalk (5), soap (2), steel mirror, dark common clothes with a hood, antitoxin, slippers of spider climbing, potion of healing (3), belt pouch.
	Features and Traits: Halfling Nimbleness. You can move through the space of any creature that is of a size larger than yours.

Lucky. When you roll a 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. 

Naturally Stealthy. You can attempt to hide even when you are obscured by a creature that is at least one size larger than you.

Cunning Action. You can take a bonus action on each of your turns in combat, only to take the Dash, Disengage, or Hide action.

Fast Hands. You can use the bonus action granted by your Cunning Action to make a Dexterity (Sleight of Hand) check, use your thieves’ tools to disarm a trap or open a lock, or take the Use an Object action.

Evasion. When you are subjected to an effect that allows you to make a Dexterity saving throw to take only half damage, you instead take no damage if you succeed on the saving throw, and only half damage if you fail.

Second-Story Work. Climbing does not cost you extra movement. In addition, when you make a running jump, the distance you cover increases by a number of feet equal to your Dexterity modifier. 

Sneak Attack. Once per turn, you can deal an extra 4d6 damage to one creature you hit with an attack if you have advantage on the attack roll. The attack must use a finesse or a ranged weapon. You don’t need advantage on the attack roll if another enemy of the target is within 5 feet of it, that enemy isn’t incapacitated, and you don’t have disadvantage on the attack roll. 

Uncanny Dodge. When an attacker that you can see hits you with an attack, you can use your reaction to halve the attack’s damage against you.


