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Tommy Bone

2nd level Halfling Rogue

Experience Points: 1,000



Strength

  7
- 2

Dexterity

19
+4

Constitution

  8
- 1

Intelligence

14
+2

Wisdom

10
+0

Charisma

12
+1



Hit Points

  8

Armour Class
15

· Armour

+0

· Touch

+5

Base Attack Bonus
+1

Initiative

+8

Movement Rate
20’

Fortitude Save
+0

Reflex Save

+8

Will Power Save
+1



Small: Being small, halflings receive a +1 size bonus to armour class, a +1 size bonus to hit and a +4 size bonus on hide checks, although lifting and carrying limits are only ¾ and halflings must use smaller weapons.

Skill Bonus: Halflings receive a +2 bonus to the following skills climb, jump and move silently, due to them being agile, surefooted and athletic. They also have extremely good hearing and receive a +2 bonus to listen checks.

Lucky Buggers: Notoriously lucky, halflings receive a +1 bonus to all saving throws this stacks with any other benefit gained.

Fearless: Despite being small, halflings are exceedingly brave, receiving a +2 bonus to all saving throws against fear and fear-like effects.

Natural Shot: Halflings are a natural shot with thrown weapons and slings, receiving a +1 bonus to hit with these weapons.



Balance





DEX
2
+6

Bluff






CHA
5
+6

Diplomacy





CHA
1
+2 (+4)

Disable Device




INT
5
+7 (+9)

Escape Artist





DEX
3
+7

Gather Information




CHA
2
+3

Hide






DEX
4
+8 (+12)

Knowledge, Local History



INT
2
+4

Listen






WIS
4
+4 (+6)

Move Silently




DEX
5
+9 (+11)

Open Lock





DEX
5
+9 (+11)

Search






INT
4
+6

Sleight of Hand




DEX
5
+9 (+11)

Tumble





DEX
3
+7



Languages: Dwarven, Elvish, Faerunian Common, Halfling



Natural Feats: Simple Weapons (including hand crossbow, rapier, short bow and short sword), Light Armour.

1st Level: Improved Initiative.

3rd Level: 

6th Level: 

9th Level: 

12th Level: 

15th Level: 

18th Level: 



Sneak Attack
+1d6 sneak attack damage when someone loses their dexterity bonus or is flanked

Trapfinding

Can use Search to locate traps with DC20 and higher

Evasion
No damage is received on a successful reflex save

Trap Sense
+1 bonus to reflex saves and AC against traps. Increases by +1 for every 3 levels

Uncanny Dodge
Retain dexterity adjustment to AC even if caught flat-footed or struck by an invisible attacker. At 8th level, a rogue can no longer be flanked

Special Abilities
At 10th, 13th, 16th and 19th, rogues may choose from a list of special abilities. See PHB for the list



Masterwork Blade

Adj. +0
Damage 1d3 -2
19-20 x2
10’

Throwing Blades (3)

Adj. +7
Damage 1d3 -2
19-20 x2
10’

Sling



Adj. +7
Damage 1d3 -2
20 x2

50’
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	Total Weight:
	
	




Equipment that changes regularly and notes
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