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	ClassLevel: Rogue Level 1
	Background: Criminal
	PlayerName: 
	CharacterName: Plim Ganderwood
	Race : Lightfoot Halfling
	Alignment: Chaotic Neutral
	XP: 
	Inspiration: 
	STR: 0
	ProfBonus: +2
	AC: 15
	Initiative: +3
	Speed: 25ft
	PersonalityTraits : Aims to makes friends out of

enemies. 



Seeks fortune to help others.


	STRmod: 10
	HPMax: 10
	ST Strength: +0
	DEX: +3
	HPCurrent: 
	Ideals: Doing it 'cause infamy is cool


	DEXmod : 17
	HPTemp: 
	Bonds: Gives money to orphans




	CON: +2
	HDTotal: 1
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 14
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 1d8
	Flaws: Overconfident


	INT: +1
	ST Dexterity: +5
	ST Constitution: +2
	ST Intelligence: +3
	ST Wisdom: -1
	ST Charisma: +1
	Acrobatics: +5
	Animal: -1
	Athletics: +2
	Deception : +3
	History : +1
	Insight: -1
	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: Crossbow
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d8+5
	INTmod: 13
	Wpn Name 2: Spear (m)
	Wpn2 AtkBonus : +2
	Wpn2 Damage : 1d6+2
	Investigation : +1
	WIS: -1
	Wpn Name 3: Spear (r)
	Wpn3 AtkBonus  : +5
	Arcana: +1
	Wpn3 Damage : 1d6+5
	Perception : +1
	WISmod: 8
	CHA: +1
	Nature: +1
	Performance: +1
	Medicine: -1
	Religion: +1
	Stealth : +7
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Yes
	Check Box 28: Off
	Check Box 29: Off
	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: +7
	CHamod: 13
	Survival: _1
	AttacksSpellcasting: 

Sneak Attack: 

Once per turn, when you hit a creature with a dexterity-based attack (such as with a shortsword or crossbow) and you have advantage on the attack roll, you can deal an extra 1d6 damage to your target. You don't need advantage if another enemy of the target is within 5 feet of it and isn't incapacitated. You can't deal the extra damage, however, if you have disadvantage on the attack roll.
	Passive: 11
	CP: 
	ProficienciesLang: Proficiencies:

Light armor, simple weapons, hand crossbow, longsword, rapier, shortsword, gaming/dice, thieves' tools



Languages: 

Common, Thieves' Cant, Halfling




	SP: 
	EP: 
	GP: 3
	PP: 
	Equipment: Studded leather armor (AC12+ dexterity modifier)
spear
light crossbow + 5 bolts












	Features and Traits: Alignment: Chaotic Neutral. 

I follow my shifting whims with little concern about rules or later consequences.



Criminal Background

 Feature: Criminal Contact.

 

Lightfoot Halfling Traits

 Age: 26 years old

 Small Size (3' 0", 40 lbs.)

 Brave (adv. fear saves)

 Halfling Nimbleness (through occupied

spaces)

 Lucky (reroll 1s on d20s)

 Naturally Stealthy (hide behind others)



Rogue Expertise: 

 Thieves' Cant (slang / code)

 Sneak Attack 
























	CharacterName 2: Plim Ganderwood
	Age: 26
	Height: 3'
	Weight: 40lb
	Eyes: Green
	Skin: Tan
	Hair: Red
	Faction Symbol Image: 
	Allies: 1. The City Watch.

2. Criminals in Port Perro quickly come and go, but Plim still has a few contacts from her old days on the street. 














	FactionName: 
	Backstory: Plim was born in jail.
Her mother had been a respectable maid in a wealthy household and was wrongly accused of theft.  When Plim was 6 years old, her mother died in the prison and Plim was alone.
  
She doesn't talk about what happened to her on the streets, but she came out of it a stealthy and skilled thief.  She is tough and streetwise but full of heart with a soft spot for orphans and most of what she stole was to give away to those in need.

After getting caught pickpocketing  a merchant, Plim was arrested and returned to the jail where she was born. It was here that she was approached by Lyza, the Captain of the Guard, and who persuaded her that she needed to make changes to her life. Offering her an early release, Lyza recruited Plim to join The City Watch.






	Feat+Traits: 
Highly skilled acrobat (used to perform circus show for crowds on the streets for small change).
Very impressive sleight of hand (from years of picking pockets).

Halflings have a knack for finding the most straightforward solution to a problem, and have little patience for dithering.
As a lightfoot halfling, she can easily hide from notice, even using other people as cover.



ENCUMBRANCE
Lifting & Carrying: 150 lbs. max. carrying
capacity; 300 lbs. pushing or dragging (speed
-5 ft.); 300 lbs. max. lift.






	Treasure: 
	CHARACTER IMAGE: 


