

	Player Name: 
	Experience Points: 
	Background: Criminal
	Class & Level: 3 Rogue (Arcane)
	Ancestry: Aasimar (Male 22)
	Flaws: My loyalty follows coin
	Bonds: I'm trying to pay off an old debt
	Equipment: - Leather Armour (11+Dex)
- Thieves' tools (lockpicks, small file and pliers, tiny mirror)
- Belt pouch
- Crowbar
- Set of dark common clothes with a hood
	Features and Traits: Spell Attack Modifier +4   //   Spell Save DC 12
Cantrips Known: Mage Hand, Prestidigitation, True Strike

Prepared Spells
1st Level (2 slots): Detect Magic, Burning Hands, Mage Armor

Mage Hand Legerdemain
Starting at 3rd level, when you cast mage hand, you can make the spectral hand invisible, and you can perform the following additional tasks with it:
- You can stow one object the hand is holding in a container worn or carried by another creature.
- You can retrieve an object in a container worn or carried by another creature.
- You can use thieves' tools to pick locks and disarm traps at range.
	Proficiencies & Languages: Celestial Resistance. You have resistance to necrotic damage and radiant damage.
Healing Hands. As an action, you can touch a creature and cause it to regain a number of hit points equal to your level. Once you use this trait, you can't use it again until you finish a long rest.

Radiant Soul. You can use your action to unleash the divine energy within yourself, your transformation lasts for 1 minute or until you end it as a bonus action. During it, you have a flying speed of 30 feet, and once on each of your turns, you can deal extra radiant damage to one target when you deal damage to it with an attack or a spell. The extra radiant damage equals your level. Once you use this trait, you can't use it again until you finish a long rest.
	Spellcasting & Attacks: Sneak Attack: Once per turn, deal +2d6 extra damage to one creature hit if attack with advantage using finesse or ranged weapon. Don't need advantage if an enemy of the target is within 5 feet of it, enemy isn't incapacitated, and you don't have disadvantage on attack.
	Alignment: Chaotic Neutral
	Character Name: Idris
	Initative: +2
	Speed: 30ft
	Armor Class: 13
	Prof Bonus: +2
	Inspiration Checkbox: Off
	Passive Perception: 12
	HPTemp: 
	HP: 
	Hit Dice Total: 3d8
	HP Max: 21
	Hit Dice: 
	Attack Name 2: Shortbow
	Attack Name 3: Dagger
	Attack Name 4: 
	Attack Name 1: Rapier
	Attack Bonus 2: +4
	Attack Bonus 3: +4
	Attack Bonus 4: 
	Attack Bonus 1: +4
	Damage 2: 1d6+2
	Damage 3: 1d4+2
	Damage 4: 
	Damage 1: 1d8+2
	Resrouce 2: 
	Resrouce 1: 
	Big Resrouce 2: 
	Total Resrouce 2: 
	Total Resrouce 1: 
	Dexterity Big: +2
	Con Big: +1
	Wis Big: +0
	Int Big: +2
	Cha Big: +2
	Strength Big: -1
	Strength Small: 8
	Int Small: 14
	Con Small: 13
	Wis Small: 11
	Cha Small: 14
	Dex Small: 15
	Str Save: -1
	Dex Save: +4
	Con Save: +1
	Int Save: +4
	Wis Save: +0
	Cha Save: +2
	Skill Bonus 1: +2
	Skill Bonus 2: +0
	Skill Bonus 3: +2
	Skill Bonus 4: +1
	Skill Bonus 5: +4
	Skill Bonus 6: +2
	Skill Bonus 7: +2
	Skill Bonus 8: +2
	Skill Bonus 9: +2
	Skill Bonus 10: +0
	Skill Bonus 11: +2
	Skill Bonus 12: +2
	Skill Bonus 14: +2
	Skill Bonus 15: +2
	Skill Bonus 16: +6
	Skill Bonus 13: +2
	Skill Bonus 17: +6
	Skill Bonus 18: +0
	Strength Check: Off
	Dex Check: Yes
	Con Check: Off
	Int Check: Yes
	Cha Check: Off
	Wis Check: Off
	Skill Prof 1: Off
	Skill Prof 2: Off
	Skill Prof 3: Off
	Skill Prof 4: Yes
	Skill Prof 5: Yes
	Skill Prof 6: Off
	Skill Prof 7: Yes
	Skill Prof 8: Off
	Skill Prof 9: Off
	Skill Prof 10: Off
	Skill Prof 11: Off
	Skill Prof 12: Yes
	Skill Prof 13: Off
	Skill Prof 14: Off
	Skill Prof 15: Off
	Skill Prof 16: Yes
	Skill Prof 18: Off
	Skill Prof 17: Yes
	Death Save 2: Off
	Death Save 3: Off
	Death Save 1: Off
	Death Save 5: Off
	Death Save 4: Off
	Death Save 6: Off
	Big Resrouce 1: 
	SP: 
	EP: 
	GP: 
	CP: 
	PP: 
	Personality Traits: Goal is to make contact with an elf named Hedington, offering safety for work
	Ideals: Freedom. Chains are meant to be broken


