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FEATURES & TRAITS

Tools: disguise kit, forgery Kkit,
thieves' tools, brewer's supplies
Armor: light, medium

Weapons: simple weapons, hand
crosshows, longswords, rapiers,
swordswords

Languages: common, Dwarvish,
thieves' cant

\ OTHER PROFICIENCIES & LANGUAGES

set of fine clothes, disguise Kkit, tools of the con of your choice(ex: weighted dice,

deck of marked cards, vials of colored liquid;

15gp

), pouch containing

burglar's pack: backpack, a bag of 1,000 ball bearings, 10 feet of string, a bell, 5
candles, a crowbar, a hammer, 10 pitons, a hooded lanterns, 2 flasks of oil, 5 days
of rations, a tinderbox, waterskin, 50 feet of hempen rope

leather armor

EQUIPMENT & CHARACTER NOTES




	ClassLevel: Rogue 1
	Background: Charlatan
	PlayerName: 
	CharacterName: Garriden
	Race : Mountain Dwarf
	Alignment: Chaotic Good
	XP: 0
	Inspiration: +2
	STR: +0
	ProfBonus: 
	AC: 13
	Initiative: +2
	Speed: 25
	PersonalityTraits : I keep multiple holy symbols on me and invoke whatever deity might come in useful at any given moment.
	STRmod: 10
	HPMax: 9
	DEX: +2
	HPCurrent: 
	Ideals: Aspiration. I'm determined to make something of myself.
	DEXmod : 14
	HPTemp: 
	Bonds: I swindled and ruined a person who didn't deserve it. I seek to atone for my misdeeds but might never be able to forgive myself.
	CON: +1
	HDTotal: 1
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 12
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d8
	Flaws: I can't resist a pretty face.
	INT: +1
	Wpn Name: rapier
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 1d8 + 2
	INTmod: 13
	Wpn Name 2: shortsword
	Wpn2 AtkBonus : +4
	Wpn2 Damage : 1d6 + 2
	WIS: +1
	Wpn Name 3: dagger
	Wpn3 AtkBonus  : +4
	Wpn3 Damage : 1d4 + 2
	WISmod: 12
	CHA: +2
	CHamod: 15
	AttacksSpellcasting: Sneak Attack. Once per turn, you can deal an extra 1d6 damage to one creature you hit with an attack if you have advantage on the attack roll. The attack must use a ranged or finesse 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.

A dagger is a light melee weapon can be used in melee or thrown (range 20/60, same numbers as above).

If the shortsword is in your main hand and a dagger is in your off hand, you can use your bonus action to strike with the dagger when you use the Attack action to attack with your shortsword. If you do, the attack bonus is +4 and you deal 1d4 damage (no bonus).

	Passive: 15
	ProficienciesLang: Tools: disguise kit, forgery kit, thieves' tools, brewer's supplies
Armor: light, medium
Weapons: simple weapons, hand crossbows, longswords, rapiers, swordswords
Languages: common, Dwarvish, thieves' cant
	Equipment: set of fine clothes, disguise kit, tools of the con of your choice(ex: weighted dice, deck of marked cards, vials of colored liquid; ____________ ), pouch containing 15 gp
burglar's pack: backpack, a bag of 1,000 ball bearings, 10 feet of string, a bell, 5 candles, a crowbar, a hammer, 10 pitons, a hooded lanterns, 2 flasks of oil, 5 days of rations, a tinderbox, waterskin, 50 feet of hempen rope
leather armor


	Features and Traits: Darkvision, Dwarven Resilience, Dwarven Toughness, Stonecunning

Schemer. I put on new identities like clothes.

False Identity. You have created a second identity that includes documentation, establish acquaintances, and disguises that allow you to assume that persona. Additionally, you can forge documents including official papers and personal letters, as long as you have seen an example of the kind of document or the handwriting you are trying to copy.

Expertise. Double your proficiency bonus with 2 skills (Perception, Deception; already figured in).

Thieves Cant. This secret, coded language is known only to other rogues. It consists of simple messages sent using dialect, jargon, and had signals, and it takes four times the time to communicate this way.
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	Survival: 
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