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Lightfoot Halfling U rch | N ® +7 ACROBATICS: I'm good at tumbling, flipping, and rolling.
RACE AGE BACKGROUND XP O -1 ANIMAL HANDLING: Animals really like me

O +2 ARCANA: | know about magic, spells, and weird things
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40 DECEPTION: I'm good at lying and playing tricks on people

+2 HISTORY: | know about things that happened a long time ago
=1 INSIGHT: | know how people feel and can tell when they’re lying
40 INTIMIDATION: I’'m good at scaring people!

+4 INVESTIGATION: | can find clues and secrets

-1 MEDICINE: | can help people when they’re sick

y . y . y . O +2 NATURE: | know all about plants and animals
( INTELLIGENCE\ ( WISDOM \ ( CHARISMA \ ® +1 PERCEPTION: I'm good at finding and spotting things

@ +0 PERFORMANCE: I'm good at putting on a show!
1 +2 +4 1 - 1 - 1 & 1 +O +O O +0 PERSUASION: | can get people to do what | want to do

O +2 RELIGION: | know about the gods and prayers
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WHAT T LOOK LIKE | . BONUS SAVE J . BONUS SAVE J . 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
RO G U E PROFICIENCY INSPIRATION 1 11) PASSIVE O - - e
PERCEPTION ® 1 SURVIVAL: | can follow footprints and track animals
— Mvcass LEVEL =
p o [ namve ATK BONUS pavace Y [ STUFF | CAN DO N
ARMOUR INITIATIVE SPEED CUNNING ACTION | LUCKY |
14 Hand Crossbow 30/120ft  1d20 + 5 1d6 +3 Piercing You can take a bonus action on each of your | When you roll a 1 on the d20 for an attack
+3 25 ft. turns to take the Dash, Disengage or Hide roll, ability check, or saving throw, you can
O )) Sh OrtSWO rd 1d20 + 5 1d6+3 Piercing action. reroll the die and must use the new roll.
15 Vistmom, ) M EGEED : _ SNEAK ATTACK | BRAVE |
Unarmed Strike ~ 1d20 + +3 2 Bludgeoning Once per turn, you can deal an extra 1d6 You have advantage on saving throws
 — damage to one creature you hit with an against being frightened.
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20 Bo ItS 7 attack with a finesse or ranged weapon if
A\ AMMUNITION ©00000O0O0O0O0 O/ you have advantage on the attack roll. HALFLING NIMBLENESS |
You can move through the space of any
7 OTHER COMBAT STUFF N You don't need advantage on the attack roll | creature that is of a size larger than yours.
INVENTORY: Backpack, Bedroll, Mess Kit, Rations (1 iffa.not:er enemvlof'th.e targeF is woilthindsft.
day), 50ft. Hempen Rope, Tinderbox, Torch, of it, t alt enemy.lsn t incapacitated, an NATURALLY STEALTHY |
" kin. Di ise Kit. Poi 's Kit. Th " Tool you don't have disadvantage on the attack You can attempt to hide even when you are
=0 T aterskin, Disguise Kit, Poisoner's Kit, Thieves’ Tools. roll. obscured only by a creature that is at least
HIT DICE DEATH SAVES one size larger than you.
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Used Total swecesses OO0 LANGUAGES: Common, Halfling, Thieves' Cant EXPERTISE |
You gain double proficiency with two skills
N @ raivres OO0 GP: SP: CP: < that you already have proficiency in.
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	Front_Weapon Damage 3: 2 Bludgeoning
	Front_Weapon Name 3: Unarmed Strike
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	Stuff I Can Do 01: CUNNING ACTION | 

You can take a bonus action on each of your turns to take the Dash, Disengage or Hide action.



SNEAK ATTACK |

Once per turn, you can deal an extra 1d6 damage to one creature you hit with an attack with a finesse or ranged weapon if you have advantage on the attack roll.



You don't need advantage on the attack roll if another enemy of the target is within 5ft. of it, that enemy isn't incapacitated, and you don't have disadvantage on the attack roll. 



EXPERTISE |

You gain double proficiency with two skills that you already have proficiency in.
	Stuff I Can Do 02: LUCKY |

When you roll a 1 on the d20 for 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.



HALFLING 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 even when you are obscured only by a creature that is at least one size larger than you. 
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