CHARACTER NAME

2 Rogue
LEVEL & CLASS

Charlatan
BACKGROUND

Dwarf, Mountain 300
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Rogue, level 2:
+ Expertise (Rogue 1, PHB 96) [with two skills]

| gain expertise with two skills/thieves' tools | am proficient with; two more at 6th level
+ Sneak Attack (Rogue 1, PHB 96) [1d6]

Once per turn, | can add damage to finesse/ranged attack if | have adv.

I don't need adv. if a conscious ally is within 5 ft of the target and | don't have disadv.
+ Thieves' Cant (Rogue 1, PHB 96)

| know the secret rogue language that | can use to convey messages inconspicuously
¢ Cunning Action (Rogue 2, PHB 96)

| can use a bonus action to take the Dash, Disengage, or Hide action
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False Identity

| have created a second identity that includes documentation,
established acquaintances, and disguises that allow me to assume
that persona. Additionally, | can forge documents, including official
papers and personal letters, as long as | have seen an example of
the kind of document or the handwriting | am trying to copy.

BACKGROUND FEATURE

Mountain Dwarf (+2 Strength, +2 Constitution)

Stonecunning:

Whenever | make an Intelligence (History) check related to the
origin of stonework, | am considered proficient in the History skill
and add double my proficiency bonus to the check, instead of my
normal proficiency bonus.
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ENCUMBERED
71-1401b
HEAVILY ENCUMBERED

141 -210Ib
PUSH/DRAG/LIFT

211 -4201b




