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	ClassLevel: Inquisitive Rogue 10
	Background: 
	PlayerName: 
	CharacterName: Artur Herk, a Titokvadász
	Race : Variant Human
	Alignment: Lawful Neutral
	XP: 
	Inspiration: +4
	STR: +0
	ProfBonus: 
	AC: 16
	Initiative: +5
	Speed: 30
	PersonalityTraits : Nem szabad kapkodni, a dolgokra rá kell szánni az időt. A logika, az ésszerűség a kulcs a problémák megoldásához.
	STRmod: 11
	HPMax: 73
	DEX: +4
	HPCurrent: 
	Ideals: Gyűlölöm a hazugságot és a hazug embereket. De tűz ellen néha tűzzel kell küzdeni....
	DEXmod : 18
	HPTemp: 
	Bonds: Mások titka olyan számomra, mint egy ellenállhatatlan kihívás. Muszáj a végére járnom,
	CON: +2
	HDTotal: 10 x (D8 + 2)
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 14
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: Azt mondják, mindenbe beleütöm az orromat. Csak mert szeretek segíteni és rendbetenni mások dolgait helyettük.
	INT: +2
	Wpn Name: Rapier (+1)
	Wpn1 AtkBonus: +9
	Wpn1 Damage: D8 + 5 / MP
	INTmod: 14
	Wpn Name 2: Shortbow (+1) (80/320)
	Wpn2 AtkBonus : +9
	Wpn2 Damage : D6 + 5 / MP
	WIS: +2
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Wpn3 Damage : +sneak atk
	WISmod: 14
	CHA: +0
	CHamod: 10
	AttacksSpellcasting: Sneak Attack: Once per turn, you can deal an extra 5d6 damage to one creature you hit with an attack if you have advantage on the attack roll. The attack must use a finesse or a ranged weapon. You don’t need advantage on the attack roll if another enemy of the target is within 5 feet of it, that enemy isn’t incapacitated, and you don’t have disadvantage on the attack roll.Insightful Fighting: As a bonus action, you can make a Wisdom (Insight) check against a creature you can see that isn't incapacitated, contested by the target's Charisma (Deception) check. If you succeed, you can use your Sneak Attack against that target even if you don't have advantage on the attack roll, but not if you have disadvantage on it. This benefit lasts for 1 minute or until you successfully use this feature against a different target.
	Passive: 26/31
	ProficienciesLang: Languages: Common, dwarf, elfArmor Proficiencies: Light armorWeapon Proficiencies: Simple weapons, hand crossbows, longswords, rapiers, shortswordsTool Proficiencies: Thieves’ tools, Poisoner's kit
	Equipment: Kincsek: Rapier +1, Shortbow +1, Goggles of Night, Stone of Good LuckFelszerelés: Studded leather armor, magnifying glass, thieves' toolsGoggles of night: While wearing these dark lenses, you have darkvision out to a range of 60 feet.Thieves' Cant: During your rogue training you learned thieves’ cant, a secret mix of dialect, jargon, and code that allows you to hide messages in seemingly normal conversation. Only another creature that knows thieves’ cant understands such messages. It takes four times longer to convey such a message than it does to speak the same idea plainly. In addition, you understand a set of secret signs and symbols used to convey short, simple messages, such as whether an area is dangerous or the territory of a thieves’ guild, whether loot is nearby, or whether the people in an area are easy marks or will provide a safe house for thieves on the run.
	Features and Traits: Cunning Action: You can take a bonus action on each of your turns in combat. This action can be used to take the Dash, Disengage or Hide action.Uncanny Dodge:  When an attacker that you can seehits you with an attack, you can use your reaction tohalve the attack’s damage against you.Evasion: When you are subjected to an effect that allows you to make a Dexterity saving throw to take only half damage, you instead take no damage if you succeed on the saving throw, and only half damage if you fail.Ear for Deceit: Whenever you make a Wisdom (Insight) check to determine whether a creature is lying, treat a roll of 7 or lower on the d20 as an 8.Eye for Detail: You can use a bonus action to make a Wisdom (Perception) check to spot a hidden creature or object or to make an Intelligence (Investigation) check to uncover or decipher clues.Steady Eye: You have advantage on any Wisdom(Perception) or Intelligence (Investigation) check if you move no more than half your speed on the same turn. (This means +5 on passive checks.)Observant: You have a +5 bonus to your passive Wisdom (Perception) and passive Intelligence (Investigation) scores.If you can see a creature’s mouth while it is speaking a language you understand, you can interpret what it’s saying by reading its lips.
	Athletics: +5
	SavingThrows: +1
	Check Box 18: Off
	SleightofHand: +9
	Stealth: 13
	ChBx Athletics: Yes
	ST Strength: Off
	ChBx Sleight: Yes
	ChBx Stealth: Yes
	ST Dexterity: Yes
	SavingThrows2: +9
	SavingThrows3: +3
	ST Constitution: Off
	ChBx Acrobatics: Yes
	Acrobatics: +9
	ChBx Nature: Off
	ST Intelligence: Yes
	ChBx Arcana: Off
	ChBx History: Off
	ChBx Investigation: Yes
	SavingThrows4: +7
	Arcana: +3
	History: +3
	ChBx Religion: Off
	Investigation: 11
	Nature: +3
	Religion: +3
	Survival: +3
	ChBx Survival: Off
	Animal Handling: +3
	Medicine: +3
	ST Wisdom: Off
	ChBx Animal: Off
	ChBx Insight: Yes
	ChBx Perception: Yes
	Perception: 11
	SavingThrows5: +3
	SavingThrows6: +1
	Deception: +1
	Intimidation: +1
	Performance: +1
	Persuasion: +1
	ST Charisma: Off
	ChBx Deception: Off
	ChBx Intimidation: Off
	ChBx Performance: Off
	ChBx Persuasion: Off
	Insight: 11
	ChBx Medicine: Off


