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	ClassLevel: Rogue 2
	Background: Urchin
	PlayerName: 
	CharacterName: Scamper Tarrybrinkle
	Race : Halfling
	Alignment: Chaotic Good
	XP: 
	Inspiration: 
	STR: -1
	ProfBonus: 2
	AC: 15
	Initiative: 3
	Speed: 25
	PersonalityTraits : I keep my head down, keep quiet, and always look for a quick exit.
	STRmod: 8
	HPMax: 13
	ST Strength: -1
	DEX: +3
	HPCurrent: 
	Ideals: Looking after yourself is the number one priority in life
	DEXmod : 17
	HPTemp: 
	Bonds: To survive, I need friends, and I'm prepared to be a team player to get friends. 
	CON: +0
	HDTotal: 2
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 10
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d8
	Flaws: Trust no one. 

	INT: +2
	ST Dexterity: +5
	ST Constitution: +0
	ST Intelligence: +4
	ST Wisdom: +1
	ST Charisma: +1
	Acrobatics: +5
	Animal: +1
	Athletics: -1
	Deception : +3
	History : +2
	Insight: +3
	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: Dagger
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d4+3
	INTmod: 14
	Wpn Name 2: Shortbow
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d6+3
	Investigation : +2
	WIS: +1
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +2
	Wpn3 Damage : 
	Perception : +3
	WISmod: 13
	CHA: +1
	Nature: +1
	Performance: +1
	Medicine: +1
	Religion: +2
	Stealth : +5
	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: Yes
	Check Box 30: Off
	Check Box 31: Off
	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: +5
	CHamod: 13
	Survival: +1
	AttacksSpellcasting: Sneak Attack +1d6 

Dagger, 1d4, finesse, light, thrown (20/60) 
Shortbow 1d6, light, two-handed (80/320)







	Passive: 13
	CP: 
	ProficienciesLang: Languages
Common
Halfing
Thieves cant

Proficiencies
Light armor
Simple weapons
Hand crossbows
Longswords
Rapiers
Shortswords
Thieves tools (doubled for expertise)


	SP: 
	EP: 
	GP: 0
	PP: 
	Equipment: Disguise kit, thieves tools. A small knife, map of Bittern, locket with mother's inscription, commoner's clothes, belt pouch.

Leather armor, silver dagger








	Features and Traits: City secrets: you know your way around Bittern like the back of your hand - all the safe routes and kindlier souls. You can lead your allies through Bittern at twice the normal speed.

Lucky: you can re-roll any 1 on a attack roll, saving throw or ability check.

Brave: you have advantage on saving throws versus fear.

Halfling Nimbleness: you can move through the space of any creature larger than you.

Naturally Stealthy: you can hide behind any creature larger than you.

Expertise: your proficiency bonus is doubled with Stealth and thieves tools.

Sneak Attack: once per turn you deal 1d6 extra damage if you have advantage on attack roll or an ally is within 5 feet of the opponent.

Cunning Action: you can use one bonus action in each turn of combat to dash, disengage or hide.







