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ABILITY SAVE DC |
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30 ft. (Walking), 30 ft. (Climbing)
\§ SPEED Y

Shortsword, Simple Weapons, Whip

CLASS & LEVEL PLAYER NAME
Tabaxi Criminal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
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HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Crosshow, Hand, Longbow, Rapier, Scimitar,

=== TOOLS ===
Lute, Thieves' Tools

=== LANGUAGES ===

Common, Common Sign Language,
Draconic, Thieves’ Cant

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Cunning Action

On your turn, you can take one of the following
actions as a Bonus Actions: Dash, Disengage, or
Hide.

Steady Aim
You give yourself Advantage on your next attack
roll on the current turn, provided that you haven't

moved during this turn. After you use it, your Speed is
0 until the end of the current turn.

=== REACTIONS ===
Uncanny Dodge

When an attacker you can see hits you with an
attack, you can take a Reaction to halve the attack’s
damage against you (round down).

=== SPECIAL ===
Feline Agility « 1 / Other

When you move on your turn in combat, you can
double your speed until the end of the turn. Once
used, you can't use this trait again until you move O ft.
on one of your turns.
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Blindsight 10 ft., Darkvision 60 ft. Cat's Claws +4 1d6-1 Slashing
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=== ROGUE FEATURES ===

* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 129

Once per turn you can deal an extra 8d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn't
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| 1 Action
* Thieves’ Cant « PHB-2024 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery « PHB-2024 129
* Cunning Action « PHB-2024 130
On your turn, you can take one of the following actions
as a Bonus Actions: Dash, Disengage, or Hide.

| 1 Bonus Action
* Rogue Subclass * PHB-2024 130

| Arcane Trickster
* Steady Aim « PHB-2024 130

As a Bonus Action, you give yourself Advantage on
your next attack roll on the current turn, provided that

you haven’t moved during this turn. After you use it,
your Speed is 0 until the end of the current turn.

| 1 Bonus Action
* Spellcasting « PHB-2024 132

* Mage Hand Legerdemain « PHB-2024 133

When you cast Mage Hand, you can cast it as a Bonus
Action, and make it Invisible. You can control the hand
as a Bonus Action, and through it, you can make
Dexterity (Sleight of Hand) checks.

* Ability Score Improvement « PHB-2024 130

* Cunning Strike « PHB-2024 130

When you deal Sneak Attack damage you can add
one of the following Cunning Strike effects. Each effect
has a die cost, which is the number of Sneak Attack
damage dice you must forgo to add the effect. You
remove the die before rolling, and the effect occurs
immediately after the attack’s damage is dealt.

* Poison (Cost: 1d6). You add a toxin to your strike,
forcing the target to make a DC 18 Con. saving throw.
On a failed save, the target has the Poisoned condition
for 1 minute, and at the end of each of its turns, the
Poisoned target repeats the save, ending the effect on
itself on a success. You must have a Poisoner’s Kit on
your person to use this effect.

* Trip (Cost: 1d6). If the target is Large or smaller, it
must succeed on a DC 18 Dex. saving throw or have
the Prone condition.

» Withdraw (Cost: 1d6). Immediately after the attack,
you move up to half your Speed without provoking
Opportunity Attacks.

| Sneak Attack: Poison (Cost: 1d6): 1 Action

| Sneak Attack: Trip (Cost: 1d6): 1 Action

FEATURES & TRAITS

| Sneak Attack: Withdraw (Cost: 1d6): 1 Action

* Uncanny Dodge ¢ PHB-2024 131

When an attacker you can see hits you with an attack,
you can take a Reaction to halve the attack’s damage
against you (round down).

| 1 Reaction

* 6: Expertise « PHB-2024 129
You gain Expertise in two more of your skill
proficiencies of your choice.

* Evasion « PHB-2024 131

When you're subjected to an effect that allows you to
make a Dex. 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. You
can't use this feature if you have the Incapacitated
condition.

* Reliable Talent « PHB-2024 131

Whenever you make an ability check that uses one of
your skill or tool proficiencies, you can treat a d20 roll
of 9 or lower as a 10.

* 8: Ability Score Improvement « PHB-2024 130

* Magical Ambush « PHB-2024 133

If you have the Invisible condition when you cast a
spell on a creature, it has Disadvantage on any saving
throw it makes against the spell on the same turn.

* 10: Ability Score Improvement « PHB-2024 131

* Improved Cunning Strike « PHB-2024 131

You can use up to two Cunning Strike effects when
you deal Sneak Attack damage.

* 12: Ability Score Improvement « PHB-2024 130

N

Bag of Holding
Bracers of Archery
Headband of Intellect
Studded Leather, +1
Alegria (Estoque +2)
The Mark of Thilathrod
Giant Slayer Longbow

Carbon de cositas

Dagger
WEIGHT CARRIED Dagger
175 Ib Arrows
ENCUMBERED Backpack
120 Ib. Chest

PUSH/DRAG/LIFT Component Pouch

240 Ib. Pouch

1 151b Poisoner's Kit 1 2 |b.
1 - Thieves' Tools 1 11b.
1 - Clothes, Traveler's 1 4 lb.
1 13 Ib. Oil of Etherealness 1 --

1 2 1b. Potion of Climbing 1 --

1 - Potion of Fire Giant Strength 1 --

1 21b Potion of Radiant Resistance 1 --

1 - scroll of summon of undead 1 -

1 11b. Scroll 6: Summon Fiend 1 --

1 11b. Potion of Invulnerability 1 --
20 11b. Talking Doll 1 --

1 5 1b.

1 25 Ib. Bracers of Archery 1 -

1 2 1b. Headband of Intellect 1 -

1 11b. Carbén de cositas 1 -

EQUIPMENT
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* Versatile Trickster « PHB-2024 133

When you use the Trip option of your Cunning Strike
on a creature, you can also use it on another creature
within 5 ft. of the Mage Hand.

| Sneak Attack: Trip (Mage Hand): 1 Action

* Devious Strikes « PHB-2024 131
The following effects are now among your Cunning
Strike options:

« Daze (Cost: 2d6). The target must succeed on a
DC 18 Con. saving throw, or on its next turn, it can
only do one of the following: move, take an action, or
take a Bonus Action.

« Knock Out (Cost: 6d6). The target must succeed
on a DC 18 Con. saving throw, or it has the
Unconscious condition for 1 minute or until it takes
damage.The Unconscious target repeats the save at
the end of its turns, ending the effect on itself on a
success.

« Obscure (Cost: 3d6). The target must succeed on
a DC 18 Dex. saving throw, or it has the Blinded
condition until the end of its next turn.

| Sneak Attack: Daze (Cost: 2d6): 1 Action
| Sneak Attack: Knock Out (Cost: 6d6): 1 Action
| Sneak Attack: Obscure (Cost: 3d6): 1 Action
* Slippery Mind » PHB-2024 131
You gain proficiency in Wisdom and Charisma saving

throws.

* 16: Ability Score Improvement « PHB-2024 131

=== TABAXI SPECIES TRAITS ===

* Languages ¢ MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 33
You are a Humanoid.

* Size « MotM 33
You are Medium or Small. You choose the size when
you select this race.

* Speed *« MotM 33
Your walking speed is 30 ft., and you have a climbing
speed equal to your walking speed.

* Cat’s Claws ¢ MotM 33

You can use your claws to make unarmed strikes.
When you hit with them, you deal 1d6-1 slashing
damage.

| 1 Action

* Cat’s Talent « MotM 33
You're proficient in Perception and Stealth.

* Darkvision « MotM 33

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Feline Agility « MotM 33

When you move on your turn in combat, you can
double your speed until the end of the turn. Once
used, you can't use this trait again until you move 0 ft.
on one of your turns.

| 1/ Other « Special

=== FEATS ===

ADDITIONAL FEATURES & TRAITS

* Piercer » PHB-2024 206
Ability Score Increase. Increase your Str. or Dex. by 1.

Puncture. Once per turn, when you hit a creature with
an attack that deals Piercing damage, you can reroll
one of the attack's damage dice, and you must use the
new roll.

Enhanced Critical. When you score a Critical Hit that
deals Piercing damage to a creature, you can roll one
additional damage die when determining the extra
Piercing damage the target takes.

* Fey-Touched ¢
| Fey Magic (Intelligence) ¢

* Skill Expert « PHB-2024 207
Ability Score Increase. Increase one ability score of
your choice by 1.

Skill Proficiency. You gain proficiency in one skill of
your choice.

Expertise. Choose one skill in which you have
proficiency but lack Expertise. You gain Expertise with
that skill.

* Skulker « PHB-2024 208
Ability Score Increase. Dex. increased by 1.

Blindsight. You have Blindsight with a range of 10 ft.

Fog of War. You exploit the distractions of battle,
gaining Advantage on any Dexterity (Stealth) check
you make as part of the Hide action during combat.

Sniper. If you make an attack roll while hidden and the
roll misses, making the attack roll doesn't reveal your
location.

N

Wand of Pyrotechnics
bottle of endless coffee
magician puppet
Bedroll

Mess Kit

Rope, Hempen (50 feet)
Tinderbox

Waterskin

Hat of Disguise

Sun Blade

Shortbow, +1

Sending Stones
Rogue's Mantle

Eyes of Minute Seeing

Staff of Frost

1 - Dragon's Wrath Rapier (Stirring) 1 2 lb.
1 - Leather 1 10 Ib.
1 - tattoo level 1 proteccion contra el bien y el mal 1 --

1 7 Ib. Quarterstaff 1 41b.
1 11b. Hunting Trap 1 25 Ib.
1 10 Ib. Rations (1 day) 10 20 Ib.
1 11b. Torch 10 10 Ib.
1 5 Ib. golden skull (300 GP) 1 -

1 - golden skull (300 GP) 1 --

1 31b. bottle of endless coffee 1 -

1 2 1lb. magician puppet 1 --

1 - tattoo level 1 proteccion contra el bien y el mal 1 --

1 -

1 -

1 -

ADDITIONAL EQUIPMENT
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* Sharpshooter « PHB-2024 207

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +5 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179
| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 129

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Rapier (Vex) ¢
Vex. If you hit a creature with a Rapier and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Rapier): 1 Action

| Nick (Dagger): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Male Medium
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Selune
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=== Allies === I'm driven by a wanderlust that led me
Darlon'ma away from home.

ALLIES & ORGANIZATIONS

I'm always picking things up, absently
fiddling with them, and sometimes

PERSONALITY TRAITS
L~ 1
[ ~"1
Change. Life is like the seasons, in
constant change, and we must
change with it. (Chaotic)
IDEALS
L~ —~
[ ~"1
BONDS
L~ —~
[N "]

Violence is my answer to almost
any challenge.

\\ FLAWS //

"

CHARACTER BACKSTORY

un punto en extenuacion

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Booming Blade Rogue +9 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Ray of Frost Rogue +9 1A 60 ft. V.S Instantaneous ~ PHB-2024 311 V/S
QO Green-Flame Blade Rogue +9 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, SIM
O Mage Hand Mage Hand Legerdemain -- 1BA 30ft. V.S 1 minute PHB-2024 293 D: 1m, V/S

=== 1st LEVEL === 4 Slots OO00
O Charm Person Rogue WIS 17 1A 30 ft. V.S 1 hour PHB-2024 249 D: 1h, V/S
O Disguise Self Rogue -- 1A Self V.S 1 hour PHB-2024 262 D: 1h, V/S
O Comprehend Languages [R] Rogue -- 1A Self V,S,M 1 hour PHB-2024 252 D: 1h, V/SIM
P Bless Fey-Touched (Always Prepared) -- 1A 30 ft. V,S,M  Concentiation, upto 1 minwte - PHB-2024 247 1/LR, D: 1m, V/S/M

===2nd LEVEL === 3 Slots 000
O Invisibility Rogue - 1A Touch V,S,M  Concenation, upto 1 hour - PHB-2024 289  D: 1h, V/S/M
O Shadow Blade Rogue -- 1BA  Self V.S Concenuation po 1minte - XGtE 164 D: 1m, VIS
O Detect Thoughts Rogue WIS 17 1A Self V,S,M  Concentaiion, upto Lminute  PHB-2024 262 D: 1m, V/S/M
O Mirror Image Rogue -- 1A Self V.S 1 minute PHB-2024 299 D: 1m, V/S
O Knock Rogue - 1A 60 ft. \% Instantaneous ~ PHB-2024290
P Misty Step Fey-Touched (Always Prepared) -- 1BA  Self \Y Instantaneous ~ PHB-2024299 1/LR,V

=== 3rd LEVEL === 3 Slots 000
O Counterspell Rogue CON17 1R 60 ft. S Instantaneous ~ PHB-2024258 S
O Summon Undead Rogue - 1A 90 ft. V,S,M  Concenation, upto 1 hour PHB-2024 328  Special: Use the spell slot's level for the spell's level in the stat block.*, D: 1h, V/S/M
O Animate Dead Rogue - im 10 ft. V,S,M Instantaneous  PHB-2024 240 V/S/M

SPELLS
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