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Rogue 3 Eikof
CLASS & LEVEL PLAYER NAME
Halfling Criminal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+7 14 24 --
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
3d8 successes O=O=0O
FAILURES( H >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Rapier, Scimitar,
~ Shortsword, Simple Weapons, Whip
— — === TOOLS ===
ABILITY SAVE DC | Thieves' Tools, Vehicles (Water)
o === LANGUAGES ===
7 N Common, Goblin, Halfling, Thieves’ Cant,
30 ft. (Walking) Undercommon
A SPEED )
PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Cunning Action

On your turn, you can take one of the following
actions as a Bonus Actions: Dash, Disengage, or
Hide.

Steady Aim
You give yourself Advantage on your next attack
roll on the current turn, provided that you haven't

moved during this turn. After you use it, your Speed is
0 until the end of the current turn.

74

\ ACTIONS
7 N
13 PASSIVE PERCEPTION Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Shortbow +5 1d6+3 P|erc|ng Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
11 PASSIVE INSIGHT
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light, Vex
10 PASSIVE INVESTIGATION . .
Unarmed Strike +1 0 Bludgeoning
SENSES L N\ WEAPON ATTACKS & CANTRIPS Y
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=== ROGUE FEATURES ===
* Core Rogue Traits « free-rules 129

* Expertise  free-rules 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack  free-rules 129

Once per turn you can deal an extra 2d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn’t
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| 1 Action
* Thieves’ Cant « free-rules 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery e free-rules 129
* Cunning Action « free-rules 130
On your turn, you can take one of the following actions
as a Bonus Actions: Dash, Disengage, or Hide.

| 1 Bonus Action
* Rogue Subclass ¢ free-rules 130

| Swashbuckler (SCAG)
* Steady Aim ¢ free-rules 130

As a Bonus Action, you give yourself Advantage on
your next attack roll on the current turn, provided that

you haven’t moved during this turn. After you use it,
your Speed is 0 until the end of the current turn.

| 1 Bonus Action

* Fancy Footwork « SCAG

During your turn, if you make a melee attack against a
creature, that creature can’t make opportunity attacks
against you for the rest of your turn.

* Rakish Audacity « SCAG

You add your CHA modifier (+2) to your initiative rolls.
You don’t need advantage on the attack roll to use
your Sneak Attack against a creature if you are within
5 ft. of it, no other creatures are within 5 ft. of you, and
you don't have disadvantage on the attack roll.

=== HALFLING SPECIES TRAITS ===

* Creature Type ¢ free-rules 193
You are Humanoid.

* Size « free-rules 193
Your Size is Small.

* Speed ¢ free-rules 193
Your Speed is 30 ft.

* Brave ¢ free-rules 193
You have Advantage on saving throws you make to
avoid or end the Frightened condition.

* Halfling Nimbleness « free-rules 193

You can move through the space of any creature that
is a size larger than you, but you can't stop in the
same space.

* Luck e free-rules 193
When you roll a 1 on the d20 of a D20 Test, you can
reroll the die, and you must use the new roll.

* Naturally Stealthy « free-rules 193

You can take the Hide action even when you are
obscured only by a creature that is at least one size
larger than you.

* Languages - free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179
| Increase two scores (+2/ +1) ¢
* Weapon Mastery « PHB-2024 129

| Shortbow (Vex)
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next

FEATURES & TRAITS
Leather 1 10 Ib. Traveler's Clothes 1 4 b.
Dagger 1 1lb. (e]] 7 7 Ib.
Dagger 1 1lb. Ball Bearings 1,000 2 b.
Dagger 1 1lb. Rations 5 10 Ib.
Dagger 1 1lb. Rope 1 51b.
Shortbow 1 21b. Bell 1 -
Shortsword 1 21b. Tinderbox 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Pouch 1 11b. Hooded Lantern 1 2 |b.
WEIGHT CARRIED Pouch 1 11b. Candle 10 -
75 Ib. Quiver 1 1lb. Crowbar 1 51b.
ENCUMBERED Thieves' Tools 1 11b.
120 Ib. Thieves' Tools 1 1lb.
PUSH/DRAG/LIFT Arrows 20 1lb.
240 |b. Crowbar 1 5 lb.

EQUIPMENT
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turn.

| Vex (Shortbow): 1 Action

| Vex (Shortsword): 1 Action

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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Male 40 Small 110cm 60
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good None Branca Azuis Castafio
ALIGNMENT FAITH SKIN EYES HAIR

E—— —

A

7 \
The best way to get me to do
something is to tell me | can’t do
it.
PERSONALITY TRAITS
L~ —~J
[ "]
Freedom. Chains are meant to be
broken, as are those who would
forge them. (Chaotic)
IDEALS
L~ 1
[ "]
| will become the greatest thief
that ever lived.
BONDS
L~ 1
[N "]
When | see something valuable, | can't think
about anything but how to steal it.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS V.
) { {
/ \
Descofiece a sua orixe xa que foi criado e
adestrado por un feiticeiro malvado do underdark
para empregalo como espia e ladrén. Cando se
sentiu preparado e reuniu o valor necesario
aproveitou unha das misions que lle encomendou
0 seu captor para fuxir.
Dende que fuxiu o seu obxectivo é perfeccionar as
suas habilidades para poder enfontarse ao
feiticeiro se algun dia o atopa. Actualmente forma
parte da liga de aventureros onde pensa que se
atopa a salvo do seu antigo amo e pode seguir
perfeccionando as suas habilidades.
CHARACTER BACKSTORY ADDITIONAL NOTES
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	CharacterName: Felgo
	CLASS  LEVEL: Rogue 3
	PLAYER NAME: Eikof
	RACE: Halfling
	BACKGROUND: Criminal
	EXPERIENCE POINTS: (Milestone)
	STR: 8
	STRmod: -1
	DEX: 17
	DEXmod : +3
	CON: 14
	CONmod: +2
	INT: 10
	INTmod: +0
	WIS: 12
	WISmod: +1
	CHA: 14
	CHamod: +2
	StrProf: 
	ST Strength: -1
	DexProf: •
	ST Dexterity: +5
	ConProf: 
	ST Constitution: +2
	IntProf: •
	ST Intelligence: +2
	WisProf: 
	ST Wisdom: +1
	ChaProf: 
	ST Charisma: +2
	Defenses: 
	SaveModifiers: Advantage to avoid or end the Frightened condition
	AcrobaticsProf: P
	Acrobatics: +5
	AcrobaticsMod: DEX
	AnimalHandlingProf: 
	Animal: +1
	AnimalMod: WIS
	ArcanaProf: 
	Arcana: +0
	ArcanaMod: INT
	AthleticsProf: 
	Athletics: -1
	AthleticsMod: STR
	DeceptionProf: P
	Deception: +4
	DeceptionMod: CHA
	HistoryProf: 
	History: +0
	HistoryMod: INT
	InsightProf: 
	Insight: +1
	InsightMod: WIS
	IntimidationProf: 
	Intimidation: +2
	IntimidationMod: CHA
	InvestigationProf: 
	Investigation: +0
	InvestigationMod: INT
	MedicineProf: 
	Medicine: +1
	MedicineMod: WIS
	NatureProf: 
	Nature: +0
	NatureMod: INT
	PerceptionProf: P
	Perception: +3
	PerceptionMod: WIS
	PerformanceProf: 
	Performance: +2
	PerformanceMod: CHA
	PersuasionProf: P
	Persuasion: +4
	PersuasionMod: CHA
	ReligionProf: 
	Religion: +0
	SleightOfHandProf: E
	SleightofHand: +7
	StealthProf: E
	Stealth : +7
	SurvivalProf: 
	Survival: +1
	CustomProf1: 
	Custom Skill Bonus 1: 
	CustomSkill1: 
	CustomProf2: 
	Custom Skill Bonus 2: 
	CustomSkill2: 
	CustomProf3: 
	Custom Skill Bonus 3: 
	CustomSkill3: 
	Passive1: 13
	Passive2: 11
	Passive3: 10
	AdditionalSenses: 
	Init: +7
	AC: 14
	ProfBonus: +2
	AbilitySaveDC: 
	AbilitySaveScore1: 
	AbilitySaveScore2: 
	AbilitySaveDC2: 
	Speed: 30 ft. (Walking)
	MaxHP: 24
	CurrentHP: 
	TempHP: --
	Total: 3d8
	HD: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	ProficienciesLang: === ARMOR === 
Light Armor 

=== WEAPONS === 
Crossbow, Hand, Rapier, Scimitar, Shortsword, Simple Weapons, Whip 

=== TOOLS === 
Thieves' Tools, Vehicles (Water) 

=== LANGUAGES === 
Common, Goblin, Halfling, Thieves’ Cant, Undercommon
	ReligionMod: INT
	SleightofHandMod: DEX
	StealthMod: DEX
	SurvivalMod: WIS
	Actions1: === ACTIONS === 
Standard Actions 
     Attack, Magic, Dash, Disengage, Dodge, Help, Hide, Ready, Search, Utilize, Opportunity Attack, Grapple, Shove, Improvise, Two-Weapon Fighting, Interact with an Object, Study, Influence 

=== BONUS ACTIONS === 
Cunning Action 
     On your turn, you can take one of the following actions as a Bonus Actions: Dash, Disengage, or Hide. 

Steady Aim 
     You give yourself Advantage on your next attack roll on the current turn, provided that you haven’t
	Actions2: moved during this turn. After you use it, your Speed is 0 until the end of the current turn.
	Wpn Name: Dagger
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	Wpn1 Damage: 1d4+3 Piercing
	Wpn Notes 1: Simple, Finesse, Light, Thrown, Nick, Range (20/60)
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	Wpn Notes 2: Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
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	Wpn3 Damage : 1d6+3 Piercing
	Wpn Notes 3: Martial, Finesse, Light, Vex
	Wpn Name 4: Unarmed Strike
	Wpn4 AtkBonus: +1
	Wpn4 Damage: 0 Bludgeoning
	Wpn Notes 4: 
	Wpn Name 5: 
	Wpn5 AtkBonus: 
	Wpn5 Damage: 
	Wpn Notes 5: 
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	Wpn6 AtkBonus: 
	Wpn6 Damage: 
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