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Advantage against being charmed,
and magic can't put you to sleep
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CLASS & LEVEL PLAYER NAME
Eladrin (Variant) Haunted One (Milestone)
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INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS
@ j Crosshow, Hand, Longbow, Longsword,
~ Rapier, Shortsword, Simple Weapons
— e— === TOOQOLS ===
ABILITY SAVE DC | Thieves' Tools
=== LANGUAGES ===
/7 N Common, Draconic, Elvish

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,

Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Cunning Action

ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

You can take a bonus action on each of your turns

to take the Dash, Disengage, or Hide action.

=== SPECIAL ===
Sneak Attack

Once per turn, you can deal an extra 2d6 damage
to one creature vou hit with an attack with a finesse or
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Darkvision 60 ft.

SENSES

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

Dagger +5
Dagger +5
Rapier +5
Shortbow +5
Unarmed Strike +1

'WEAPON ATTACKS & CANTRIPS

1d4+3 Piercing
1d4 Piercing

1d8+3 Piercing
1d6+3 Piercing

0 Bludgeoning

\\

Simple, Finesse, Light, Thrown, Range (20/60)
Simple, Dual Wield, Finesse, Light, Thrown, Range (20/60)

Martial, Finesse

Simple, Ammunition, Range, Two-Handed, Range (80/320)
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=== ROGUE FEATURES ===

* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 2d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96

| Arcane Trickster

* Spellcasting « PHB 98
You can cast known wizard spells using INT as your

spellcasting modifier (Spell DC 11, Spell Attack +3).

* Mage Hand Legerdemain « PHB 98

When you cast mage hand, you can make the spectral
hand invisible, stow or retrieve objects, or use thieves’
tools to pick locks and disarm traps at range. You can
disguise this with a Sleight of Hand check, and you
can use the bonus action granted by your Cunning
Action to control the hand.

* Ability Score Improvement « PHB 96

=== ELADRIN (VARIANT) RACIAL TRAITS ===

* Darkvision « PHB 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses « PHB 23
You have proficiency in the Perception skill.

* Fey Ancestry « PHB 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance « PHB 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Fey Step » PHB
Once per short rest, you can cast the misty step spell.
=== FEATS ===

* Lucky » PHB 167
You have 3 luck points per long rest. Whenever you

make an attack roll, an ability check, or a saving throw
(or when an attack roll is made against you), you can
spend one to roll an additional d20 and you choose
which die to use. You can choose to spend luck points
after you roll the die, but before the outcome is
determined.

| 3/ Long Rest « No Action

N

EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib. Manacles 1 6 Ib.
Dagger 1 1lb. Mirror, Steel 1 0.51b.
Dagger 1 11b. Oil (flask) 3 31b.
Shortbow 1 2 1b. Piton 10 251b.
Rapier 1 2 1b. Rations (1 day) 5 10 Ib.
Arrows 20 1lb. Rope, Hempen (50 feet) 1 10 Ib.
Backpack 1 5 lb. Tinderbox 2 2 b.
Ball Bearings (bag of 1,000) 1,000 21b. Torch 3 31b.
Bell 1 - Waterskin 1 51b.
WEIGHT CARRIED Candle 1 - Thieves' Tools 1 1lb.
111 Ib. Chest 1 25 Ib. String 10 -
ENCUMBERED Crowbar 2 10 Ib.
0lb. Hammer 2 6 1b.
PUSH/DRAG/LIFT Holy Water (flask) 1 11lb.
0 Ib. Lantern, Hooded 1 2 1b.
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ADDITIONAL FEATURES & TRAITS

\\

Stake (Wooden)

Holy Symbol

Obie's Pole

Necklace, Simple

Sending Stone

Fibblestib's Coin Dispenser

Dabbledob's Lamp Ring

The Packpack of Always Essentials and Non-Excessive Storay
Scout Bros and Gang Signs

Mystery Key

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Mage Hand Rogue -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Minor lllusion Rogue -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
QO Prestidigitation Rogue - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
=== 1st LEVEL === 3 Slots OO0
O Disguise Self Rogue -- 1A Self V,S 1 hour PHB 233 D: 1h, VIS
O Find Familiar Rogue - 1h 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O silent Image <C> Rogue -- 1A 60 ft./15 ft. Cube V,S,M  concenvaion, wproromines  PHB 276~ D: 10m, 15 ft. Cube, V/ISIM
===2nd LEVEL ===
O Misty Step Eladrin (Variant) -- 1BA  Self \Y Instantaneous  PHB 260  1/SR,V
SPELLS
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