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Thorn Tumblebottom
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CLASS & LEVEL PLAYER NAME
Stout Halfling Soldier 900
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INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Crosshow, Hand, Longsword, Rapier,

=== TOOLS ===
Dice Set, Thieves' Tools, Vehicles (Land)

=== LANGUAGES ===
Common, Halfling

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Cunning Action

Skirmisher

=== BONUS ACTIONS ===

=== REACTIONS ===

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

You can move up to half your speed as a reaction
when an enemy ends its turn within 5 ft. of vou without

provoking opportunity attacks.

=== SPECIAL ===
Sneak Attack

Once per turn, you can deal an extra 2d6 damage
to one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.
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SKILLS \ ACTIONS
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10 PASSIVE WISDOM (PERCEPTION) Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)

Shortbow +4 1d6+2 Piercing  Simple, Ammunition, Range, Two-Handed, Range (80/320)
10 PASSIVE WISDOM (INSIGHT)

Shortsword +4 1d6+2 Piercing Martial, Finesse, Light

PASSIVE INTELLIGENCE (INVESTIGATION . .

11 ( ) Unarmed Strike +2 1 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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CLASS & LEVEL PLAYER NAME
Thorn Tumblebottom
Stout Halfling Soldier 900
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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=== ROGUE FEATURES === when an enemy ends its turn within 5 ft. of you without
provoking opportunity attacks.
* Hit Points « PHB 95
| 1 Reaction
* Proficiencies « PHB 95
* Survivalist « XGtE 47
* Expertise « PHB 96 You gain proficiency in the Nature and Survival skills
Your proficiency bonus is doubled for any ability check and your proficiency bonus is doubled for any ability
you make for two chosen proficiencies. [6th] Choose check you make that uses either of them.
two additional proficiencies.
* Sneak Attack « PHB 96 === STOUT HALFLING RACIAL TRAITS ===
Once per turn, you can deal an extra 2d6 damage to
one creature you hit with an attack with a finesse or * Lucky « PHB 28
ranged weapon if you have advantage on the attack When you roll a 1 on the d20 for an attack roll, ability
roll. You don’t need advantage on the attack roll if check, or saving throw, you can reroll the die and must
another enemy of the target is within 5 ft. of it, that use the new roll.
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll. * Brave » PHB 28
You have advantage on saving throws against being
| Special frightened.
* Thieves’ Cant « PHB 96 * Halfling Nimbleness « PHB 28
You have learned thieves’ cant, a secret mix of dialect, You can move through the space of any creature that
jargon, and code that allows you to hide messages in is of a size larger than yours.
seemingly normal conversation. It takes four times
longer to convey such a message than it does to * Stout Resilience « PHB 28
speak the same idea plainly. You have advantage on saving throws against poison,
and you have resistance against poison damage.
* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96
| Scout
* Skirmisher « XGtE 47
You can move up to half your speed as a reaction
FEATURES & TRAITS
Leather 1 10 Ib. Thieves' Tools 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Dagger 1 11b.
Shortbow 1 2 1b.
Shortsword 1 2 1b.
Arrows 20 11b.
Backpack 1 51b.
Bedroll 1 7 Ib.
Clothes, Common 1 31b.
WEIGHT CARRIED
63 b Mess Kit 1 1lb.
ENCUMBERED Rations (1 day) 10 20 Ib.
150 Ib. Tinderbox 1 11b. Cloak of the Crow 1 -
PUSH/DRAG/LIFT Torch 2 2 b.
300 Ib. Waterskin 1 51b.




CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Male 33 Small 39" 85
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Brandobaris Youthful Green Brown
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| can stare down a hell hound
without flinching.

I'm always polite and respectful.
PERSONALITY TRAITS
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Independence. When people follow
orders blindly, they embrace a kind
of tyranny. (Chaotic)
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My honor is my life.
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The monstrous enemy we faced in battle still
leaves me quivering with fear.
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CHARACTER BACKSTORY

Cloak of the Crow -

Created by the rogue-priests of Brandobaris, this
short, hooded, black cloak is adorned with crow
feathers fully covering each shoulder. If you are not
a halfling and are seen wearing this cloak, you can
expect to be the target of pick-pocketing, pranks and
other mischievous happenings. Any social
interactions between a non-halfling wearer and
halflings will begin as hostile.

While wearing this cloak, you have the ability to
activate [spell]feather fall[/spell] 3/day as a reaction.
If there are any charges left and the wearer is
[condition]incapacitated[/condition], the cloak will
automatically activate the [spell]feather fall[/spell] if a
fall of greater than 10" occurs.

The secondary ability of the cloak is to summon an
illusory, raucous, murder of crows as a bonus action
within the same square as the wearer. The wearer
does not have to remain stationary after activating
this ability. Any foe within base-to-base combat with
the wearer must make a Wisdom save against DC
14 or become [condition]stunned[/condition]. Those
affected can make another save at the end of their
turn to overcome the condition. This ability can be
used 1/day.

ADDITIONAL NOTES
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=== 1st LEVEL ===
O Feather Fall Cloak of the Crow - 1R  Self 1 minute PHB 239 1 Charge (3/3), Will activate if unconcious
O Summon Crows Cloak of the Crow W14 1B Self 1 minute 1/day
R SPELLS .
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