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Thief, level 20:
+ Expertise (Rogue 1, PHB 96) [with four skills]

| gain expertise with two skills/thieves' tools | am proficient with; two more at 6th level
+ Sneak Attack (Rogue 1, PHB 96) [10d6]

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

| 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
+ Fast Hands (Thief 3, PHB 97)

As a bonus action, | can do one of the following:

- Make a Dexterity (Sleight of Hand) check

- Use my thieves' tools to disarm a trap or open a lock

- Take the Use an Object action
+ Second-Story Work (Thief 3, PHB 97)

| climb at my normal speed; | add my Dex modifier to the distance of a running jump
+ Uncanny Dodge (Rogue 5, PHB 96)

As a reaction, | halve the damage of an attack from an attacker that | can see
+ Evasion (Rogue 7, PHB 96)

My Dexterity saves vs. areas of effect negate damage on success and halve it on failure
+ Supreme Sneak (Thief 9, PHB 97)

| have advantage on Dexterity (Stealth) checks when moving no more than half speed
+ Reliable Talent (Rogue 11, PHB 96)

If I make an ability check where | add my proficiency bonus, rolls of 9 or lower are 10
+ Use Magic Device (Thief 13, PHB 97)

| can use magic items even if | don't meet the class, race, and/or level requirements
+ Blindsense (Rogue 14, PHB 96)

With my hearing, | can locate hidden or invisible creatures that are within 10 ft of me
+ Slippery Mind (Rogue 15, PHB 96)

| am proficient with Wisdom saving throws
+ Thief's Reflexes (Thief 17, PHB 97)

Unless surprised, | can take two turns on the first round of any combat

The first turn is at my regular initiative, and the second is at my initiative - 10
« Elusive (Rogue 18, PHB 96)

Attackers do not gain advantage on attacks vs. me, unless | am incapacitated
o Stroke of Luck (Rogue 20, PHB 97) [1x per short rest]

| can turn a missed attack into a hit or a failed ability check into a natural 20
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City Secrets

| know the secret patterns and flow to cities and can find passages
through the urban sprawl that others would miss. When | am not in
combat, | (and companions | lead) can travel between any two
locations in the city twice as fast as my speed would normally allow.
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Lightfoot Halfling (+2 Dexterity, +1 Charisma)

Lucky: When | roll a 1 on an attack roll, ability check, or saving
throw, | can reroll the die and must use the new roll.

Halfling Nimbleness: | can move through the space of any creature
that is of a size larger than me.

Naturally Stealthy: | can attempt to hide even when | am obscured
only by a creature that is at least one size larger than me.
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