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Hit Point Maximum
	 	 Strength

	 	 Dexterity

	 	 Constitution

	 	 Intelligence

	 	 Wisdom

	 	 Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

	 	 Acrobatics (Dex)

	 	 Animal Handling (Wis)

	 	 Arcana (Int)

	 	 Athletics (Str)

	 	 Deception (Cha)

	 	 History (Int)

	 	 Insight (Wis)

	 	 Intimidation (Cha)

	 	 Investigation (Int)

	 	 Medicine (Wis)

	 	 Nature (Int)

	 	 Perception (Wis)

	 	 Performance (Cha)

	 	 Persuasion (Cha)

	 	 Religion (Int)

	 	 Sleight of Hand (Dex)

	 	 Stealth (Dex)

	 	 Survival (Wis)
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	ClassLevel: Rogue 3
	Background: Scholar
	PlayerName: 
	CharacterName: Zaharia Sumerki
	Race : Yuan-ti
	Alignment: Neutral Good
	XP: 
	Inspiration: 
	STR: 10
	ProfBonus: 2
	AC: 14
	Initiative: 3
	Speed: 30
	PersonalityTraits : 
	STRmod: 0
	HPMax: 19
	ST Strength: +0
	DEX: 16
	HPCurrent: 
	Ideals: 
	DEXmod : 3
	HPTemp: 
	Bonds: 
	CON: 10
	HDTotal: 2 1d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 0
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: 
	INT: 14
	ST Dexterity: +5
	ST Constitution: +0
	ST Intelligence: +4
	ST Wisdom: +2
	ST Charisma: +0
	Acrobatics: +3
	Animal: +2
	Athletics: +0
	Deception : +0
	History : +6
	Insight: +4
	Intimidation: +0
	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: SS
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d6+3
	INTmod: 2
	Wpn Name 2: Shortbow
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d6+3
	Investigation : +4
	WIS: 14
	Wpn Name 3: Dagger
	Wpn3 AtkBonus  : +5
	Arcana: +2
	Wpn3 Damage : 1d4+3
	Perception : +2
	WISmod: 2
	CHA: 11
	Nature: +2
	Performance: +2
	Medicine: +2
	Religion: +4
	Stealth : +7
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Yes
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Yes
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Yes
	Check Box 40: Off
	Persuasion: +0
	SleightofHand: +3
	CHamod: 0
	Survival: +2
	AttacksSpellcasting: Sneak Attack - 2d6
	Passive: 12
	CP: 
	ProficienciesLang: Thieves' Tools
Common
Undercommon
Elvish
Draconic
	SP: 
	EP: 
	GP: 36
	PP: 
	Equipment: Borrowed choral
Writing Kit
Scholar's Robes
Pouch
Thieves' Tools
Ball Bearings
10 ft of String
Bell
5 Candles
Crowbar
Hammer
10 Pitons
2 Flasks of Oil
5 Days Rations
Tinderbox
Waterskin
50 ft Hempen Rope
	Features and Traits: Venomous Spit: You can use your bonus action to spit a 5 by 20 ft. line of poison. When you use this action, each creature in the area of the exhalation must make a dex. saving throw. The DC for this saving throw equals 8 + your Dexterity modifier + your proficiency bonus. A creature takes 2d6 damage on a failed save, and half as much damage on a successful one. The damage increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th level. After you use your spit, you can’t use it again until you complete a short or long rest.

Cunning Action: Your quick thinking and agility allow you to move and act quickly. You can take a bonus action on each of your turns in combat. This action can be used only to take the Dash, Disengage, or Hide action.

Fast Hands: You can use the bonus action granted by your Cunning Action to make a Dexterity (Sleight of Hand) check, use your thieves’ tools to disarm a trap or open a lock, or take the Use an Object action.

Second-Story Work: you gain the ability to climb faster than normal; climbing no longer costs you extra movement. In addition, when you make a running jump, the distance you cover increases by a number of feet equal to your Dexterity modifier.


