



	Untitled

	Back_Character Name: Maisie Shortbottom
	Back_Distinguishing Marks: Floral tattoos
	Back_Weight: 43
	Back_Height: 3'0
	Back_Scars: None
	Back_Eyes: Green
	Back_Skin: Light Brown
	Back_Hair: Dyed Light Blue
	Back_Character Portrait: 
	Back_Personality Traits: Whenever I come to a new place, I collect local rumors and spread gossip.

	Back_Ideals: Honesty. Art should reflect the soul; it should come from within and reveal who we really are.
	Back_Bonds: I want to be famous, whatever it takes.

	Back_Flaws: I have trouble keeping my true feelings hidden. My sharp tongue lands me in trouble.

	Back_Background: Maisie is a member of The Shortbottom Players, a troupe of actors, dancers, and sideshow acts made up of the whole Shortbottom clan. Maisie is on a sabbatical from the troupe to "pursue other interests."

Maisie is in Whitecap hoping to lie low for the winter as one of her "very legitimate business ventures" went a little sideways.
	Back_Allies: 
	Back_Additional Features & Traits: You can always find a place to perform, usually in an inn or tavern but possibly with a circus, at a theater, or even in a noble’s court. At such a place, you receive free lodging and food of a modest or comfortable standard (depending on the quality of the establishment), as long as you perform each night. In addition, your performance makes you something of a local figure. When strangers recognize you in a town where you have performed, they typically take a liking to you.
	Back_Enemies: 
	Back_Amulet: 
	Back_Head: 
	Back_Cloak: 
	Back_Arms: 
	Back_Ring1: 
	Back_Ring2: 
	Back_Boots: Boots of the Winterlands
	Back_Armour: 
	Back_Belt: 
	Attune_Amulet: Off
	Attune_Cloak: Off
	Attune_Armour: Off
	Attune_Arms: Off
	Attune_Ring1: Off
	Attune_Ring2: Off
	Attune_Belt: Off
	Back_CP: 
	Attune_Boots: Yes
	Back_Item Name 01: Boots of the Winterlands
	Back_Item Effect 01: These furred boots are snug and feel quite warm. While you wear them, you gain the following benefits: You have resistance to cold damage. You ignore difficult terrain created by ice or snow. You can tolerate temperatures as low as −50 degrees Fahrenheit without any additional protection. If you wear heavy clothes, you can tolerate temperatures as low as −100 degrees Fahr
	Back_Item Effect 02: Use an action to cast silent image.
	Back_Item Name 02: Spell Scroll of Silent Image
	Back_Item Effect 03: 
	Back_Item Name 03: 
	Back_Item Name 04: 
	Back_Item Effect 04: 
	Back_Item Name 05: 
	Back_Item Effect 05: 
	Attune_Item 01: Yes
	Attune_Item 02: Off
	Attune_Item 03: Off
	Attune_Item 04: Off
	Attune_Item 05: Off
	Back_Backpack: A lute, love letter from an admirer, and a costume.

Backpack, ball bearings (100),s tring, candle (5), crowbar, hammer, piton (5), hooded lantern, flask of oil (2), rations (5), tinderbox, waterskin, hempen rope.

Set of thieves' tools.
	Front_Character Name: 
	Back_Age: 37
	Front_Background: Entertainer
	Front_Race: Stout Halfling
	Front_Alignment: Neutral
	Front_XP: 
	Front_Archetype: Thief
	Front_Level: 6
	Front_Proficiency: +3
	Front_Inspiration: 
	Front_Passive Insight: 11
	Front_Str Mod: 14
	Front_Str Score: +2
	Front_Dex Mod: 19
	Front_Con Mod: 10
	Front_Dex Score: +4
	Front_Con Score: 0
	Front_Int Mod: 8
	Front_Int Score: -1
	Front_Wis Mod: 12
	Front_Cha Mod: 14
	Front_Cha Score: +2
	Front_Wis Score: +1
	Attune_Head: Off
	Front_Save Str: Off
	Front_Proficiency Athletics: Yes
	Front_Expertise Athletics: Off
	Front_Str Save Throw: +2
	Front_Skill Athletics: +5
	Front_Dex Save Throw: +7
	Front_Save Dex: Yes
	Front_Skill Acrobatics: +10
	Front_Skill Stealth: +10
	Front_Skill Sleight of Hand: +7
	Front_Proficiency Acrobatics: Yes
	Front_Expertise Acrobatics: Yes
	Front_Proficiency Stealth: Yes
	Front_Expertise Stealth: Yes
	Front_Proficiency Sleight of Hand: Yes
	Front_Expertise Sleight of Hand: Off
	Front_Con Save Throw: 0
	Front_Save Con: Off
	Front_Save Int: Yes
	Front_Int Save Throw: +2
	Front_Skill Arcana: -1
	Front_Proficiency Arcana: Off
	Front_Expertise Arcana: Off
	Front_Skill History: -1
	Front_Proficiency History: Off
	Front_Expertise History: Off
	Front_Skill Investigation: -1
	Front_Proficiency Investigation: Off
	Front_Expertise Investigation: Off
	Front_Skill Nature: -1
	Front_Proficiency Nature: Off
	Front_Expertise Nature: Off
	Front_Skill Religion: -1
	Front_Proficiency Religion: Off
	Front_Expertise Religion: Off
	Front_Save Wis: Off
	Front_Wis Save Throw: +1
	Front_Proficiency Animal Handling: Off
	Front_Skill Animal Handling: +1
	Front_Skill Medicine: +1
	Front_Proficiency Medicine: Off
	Front_Expertise Medicine: Off
	Front_Skill Perception: +7
	Front_Skill Insight: +1
	Front_Proficiency Insight: Off
	Front_Expertise Insight: Off
	Front_Proficiency Perception: Yes
	Front_Expertise Perception: Yes
	Front_Skill Survival: +1
	Front_Proficiency Survival: Off
	Front_Expertise Survival: Off
	Front_Cha Save Throw: +2
	Front_Save Cha: Off
	Front_Skill Deception: +2
	Front_Proficiency Deception: Off
	Front_Expertise Deception: Off
	Front_Skill Intimidation: +2
	Front_Proficiency Intimidation: Off
	Front_Expertise Intimidation: Off
	Front_Skill Performance: +5
	Front_Proficiency Performance: Yes
	Front_Expertise Performance: Off
	Front_Skill Persuasion: +2
	Front_Expertise Persuasion: Off
	Front_Racial Traits: When you roll a 1 on the d20 for an attack roll, ability check, or saving throw, you can reroll the die and must use the new roll.

You have advantage on saving throws against being frightened.

You can move through the space of any creature that is of a size larger than yours.

You can attempt to Hide even when you are obscured only by a creature that is at least one size larger than you.

	Front_Proficiency Persuasion: Off
	Front_Light Armour: Yes
	Front_Medium Armour: Off
	Front_Heavy Armour: Off
	Front_Simple Weapons: Yes
	Front_Martial Weapons: Off
	Front_Shields: Off
	Front_Languages: Common, Halfling, Thieves' Cant
	Front_Tools: Thieves' Tools (expertise)
Disguise Kit
Lute
	Front_Passive Perception: 17
	Front_AC: 16
	Front_Shield Bonus: 
	Front_Initiative: +4
	Front_Speed: 25
	Front_Current HP: 30
	Front_Temp HP: 
	Front_Max HP: 30
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Damage 1: 1d6+4 piercing
	Front_Used Hit Dice: 0
	Front_Total Hit Dice: 6
	Front_Weapon Name 1: Shortsword
	Front_Weapon Atk Bonus 1: +7
	Front_Fail 1: Off
	Back_SP: 
	Back_EP: 
	Back_GP: 20
	Back_PP: 
	Front_Weapon Name 2: Dagger
	Front_Weapon Atk Bonus 2: +7
	Front_Weapon Damage 2: 1d4+4 piercing; range 20/60
	Front_Weapon Name 3: Shortbow
	Front_Weapon Atk Bonus 3: +7
	Front_Weapon Damage 3: 1d6+4 piercing; range 80/320
	Front_Weapon Name 4: 
	Front_Weapon Atk Bonus 4: 
	Front_Weapon Damage 4: 
	Front_Additional Combat Features: 
	Front_Sneak Attack: 3d6
	Front_Roguish Archetype 3: Starting at 3rd level, 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.


	Front_Roguish Archetype 6: 
	Front_Roguish Archetype 13: 
	Front_Roguish Archetype 17: 
	Front_Expertise Animal Handling: Off


