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	XP: 
	Race: Lightfoot Halfling
	Character Name: 
	Strength Score: 10
	AC: 13
	Current HP: 
	Hit Point Max: 10
	Hit Dice Total: 1d8
	Arcana: +3
	Constitution Saving Throw: +2
	Investigation: +7
	Religion: +3
	History: +3
	Perception: +3
	Survival: +1
	Weapon 3 Damage: 
	Weapon 3 Attack Bonus: 
	Weapon 1 Name: Shortsword
	Acrobatics: +2
	Strength Saving Throw: +0
	Insight: +5
	Performance: -1
	Athletics: +0
	Intelligence Saving Throw: +5
	Medicine: +1
	Sleight of Hand: +4
	Weapon 1 Damage: 1d6 + 2 piercing
	Weapon 1 Attack Bonus: +4
	Dexterity Saving Throw: +4
	Intimidation: -1
	Persuasion: +1
	Deception: -1
	Wisdom Saving Throw: +1
	Charisma Saving Throw: -1
	Nature: +3
	Stealth: +4
	Weapon 2 Damage: 1d4 + 2 piercing
	Weapon 2 Attack Bonus: +4
	Temporary HP: 
	Attacks and Spellcasting: Two-Weapon Fighting. When you make an attack with your shortsword you may also attack with your  dagger as a bonus action, but gain no bonus to the damage roll.

Sneak Attack (+1d6). 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 finesse or 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.

	Other Proficiencies and Languages: Proficiencies. Light armor, simple weapons, hand crossbows, longswords, rapiers, shortswords, thieves' tools

Languages. Common,  Halfling, Thieves' Cant

Expertise (Insight, Investigation). You add double your proficiency bonus to skill checks you have expertise with.
	Hit Dice: 
	Initiative: +2
	Speed: 25 ft.
	Personality Traits: I'm slow to trust. Those who seem the fairest often have the most to hide.
	Ideals: Redemption. I'll prove I'm a better person than my past suggests. 
	Bonds: I owe the cleric a great debt - they gave me a chance at an honest life. 
	Flaws: My fingers still itch when someone leaves their valuables on show.
	Features and Traits: Lucky. If you roll a 1 on an attack roll, ability check, or saving throw, you can reroll the die and must take the 
new result.

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

Halfling Nimbleness. You can move through a space occupied by a creature that is larger than you.

Naturally Stealthy. You can attempt to hide even when only obscured by a creature at least one size bigger than you .
	Charisma Score: 8
	Inspiration: 
	Proficiency Bonus: 2
	Passive Perception: 13
	Failure 1: Off
	Success 1: Off
	Acrobatics Check Box: Off
	Athletics Check Box: Off
	Insight Check Box: Yes
	Medicine Check Box: Off
	Performance Check Box: Off
	Sleight of Hand Check Box: Yes
	Animal Handling Check Box: Off
	Deception Check Box: Off
	Intimidation Check Box: Off
	Nature Check Box: Off
	Persuasion Check Box: Yes
	Stealth Check Box: Yes
	Arcana Check Box: Off
	History Check Box: Off
	Investigation Check Box: Yes
	Perception Check Box: Yes
	Religion Check Box: Off
	Survival Check Box: Off
	Intelligence Check Box: Yes
	Dexterity Check Box: Yes
	Wisdom Check Box: Off
	Charisma Check Box: Off
	Constitution Check Box: Off
	Failure 2: Off
	Success 2: Off
	Failure 3: Off
	Success 3: Off
	Copper: 
	Silver: 
	Electrum: 
	Gold: 95
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	Equipment: Shortsword, 4 daggers, leather armor, thieves' tools, backpack, bag of 1,000 ball bearings, 10 feet of string, bell, 5 candles, crowbar, hammer, 10 pitons, hooded lantern, 2 flasks of oil, 5 days of rations, tinderbox, waterskin, 50 feet of hempen rope, hooded common clothes, belt pouch
	Weapon 2 Name: Dagger
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	Strength Bonus: +0
	Dexterity Score: 15
	Dexterity Bonus: +2
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