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Advantage to avoid or end the
charmed condition
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Animal Handling wis

O +3 Arcana INT
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® _+1  Deception CHA
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16 ® _+1 Intimidation CHA
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+1  Survival wis
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ARMOR Max HP Current HP Temp HP
+6 15 27 -
INITIATIVE CLASS \ HIT POINTS
( (. ads 7
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES
HEROIC INSPIRATION j ‘ —— ARMOR ——
Light Armor
j === WEAPONS ===

Crosshow, Hand, Rapier, Scimitar,
Shortsword, Simple Weapons, Whip

=== TOOLS ===
Calligrapher's Supplies, Forgery Kit, Thieves'
Tools

=== LANGUAGES ===

Common, Hadozee, Thieves’ Cant,
Thri-kreen

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.

Psychic Blades
After attacking with the psychic blade on your turn,

you can make a melee or ranged attack with a second

psychic blade as a Bonus Action on the same turn if
your other hand is free to create it. The blade vanishes
immediately after it hits or misses its target, and it
leaves no mark if it deals damage.

Starlight Step « 2 / Long Rest
You can magically teleport up to 30 ft. to an
unoccupied space you can see.

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.

=== SPECIAL ===

74

\ ACTIONS
4 N
15 PASSIVE PERCEPTION Shortsword +6 1d6+4 Piercing Martial, Finesse, Light, Vex
13 DASSIVE INSIGHT Unarmed Strike +1 0 Bludgeoning
Psychic Blades +6 1d6+4 Psychic
15 PASSIVE INVESTIGATION Psychic Blades +6 1d4+4 Psychic
Darkvision 60 ft.
SENSES g WEAPON ATTACKS & CANTRIPS /
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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 2d6 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.

| Special
* 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

| Soulknife
* 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

* Psionic Power »« PHB-2024 135

You harbor a wellspring of psionic energy within
yourself, represented by your Psionic Energy Dice,
which fuels powers you have from this subclass.

You have 1d6 Psionic Energy Dice, which are
expended when used. You regain one expended
Psionic Energy Die when you finish a Short Rest, and
regain all of them when you finish a Long Rest.

| Psionic Power: Psi-Bolstered Knack: Special
| Psionic Power: Psychic Whispers: 1 Action

| Psionic Power: Psionic Energy Dice: 4 / Long Rest ¢
Special

* Psychic Blades « PHB-2024 135

You can manifest blades of psychic energy. When you
take the Attack action or make an Opportunity Attack,
you can manifest a Psychic Blade in your free hand
and make the attack with that blade. The blade has the
following traits:

Weapon Category: Simple Melee

Damage on a Hit: 1d6 + the ability modifier used for
the attack Psychic damage.

Properties: Finesse, Thrown (range 60/120 ft.)
Mastery: Vex

The blade vanishes immediately after it hits or misses,
and it leaves no mark if it deals damage.

After you attack with the blade on your turn, you can
make a melee or ranged attack with a second psychic
blade as a Bonus Action, and the damage die of this

bonus attack is 1d4.
| 1 Action
| Vex (Psychic Blades): 1 Action
| 1 Bonus Action

* Ability Score Improvement « PHB-2024 130

=== ASTRAL ELF SPECIES TRAITS ===

* Languages * SAIS

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 ¢ SAIS 10
You are a Humanoid but are also considered an elf for
any prerequisite or effect that requires you to be an elf.

* Size « SAIS 10
You are Medium.

* Speed « SAIS 10
Your walking speed is 30 ft.

* Astral Fire « SAIS 10
You know one of the following cantrips of your choice:
dancing lights, light, or sacred flame.

Your spellcasting ability is either Intelligence, Wisdom,
or Charisma (choose when you select this race).

| Intelligence ¢
Your chosen spellcasting ability is Intelligence.

* Darkvision « SAIS 10
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

N

FEATURES & TRAITS
Wand of Magic Detection 1 - Traveler's Clothes 1 4 b.
Leather 1 10 Ib. Oil 7 7 Ib.
Dagger 1 1lb. Ball Bearings 1,000 2 b.
Dagger 1 1lb. Rations 5 10 Ib.
Dagger 1 1lb. Rope 1 51b.
Dagger 1 1lb. Bell 1 --
Shortbow 1 21b. Tinderbox 1 11b.
Shortsword 1 21b. Waterskin 1 51b.
Backpack 1 5 lb. Hooded Lantern 1 2 b.
WEIGHT CARRIED Pouch 1 11b. Candle 10 -
100 Ib. Pouch 1 11b. Crowbar 1 51b.
ENCUMBERED Quiver 1 1lb.
120 Ib. Thieves' Tools 1 11b.
PUSH/DRAG/LIFT Thieves' Tools 1 11lb.
240 Ib. Chest 1 25 Ib.

EQUIPMENT
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discerning colors in that darkness as shades of gray.

* Fey Ancestry « SAIS 10
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Keen Senses ¢« SAIS 10
You have proficiency in the Perception skill.

* Starlight Step « SAIS 10

As a bonus action, you can magically teleport up to 30
ft. to an unoccupied space you can see. You can use
this feature 2 times per long rest.

| 2/ Long Rest « 1 Bonus Action

* Astral Trance « SAIS 10

You don't need to sleep, and magic can'’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you gain proficiency in a
skill of your choice and one weapon or tool of your
choice from the Player's Handbook. This lasts until you
finish your next long rest.

=== FEATS ===

* Elven Accuracy * XGtE 74

Increase your DEX, INT, WIS, or CHA score by 1.
Whenever you have advantage on an attack roll using
one of those madifiers, you can reroll one of the dice
once.

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +2 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.

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

| Nick (Dagger): 1 Action

| Vex (Shortsword): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Crowbar

Arrows

20

51b.
11lb.

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Dancing Lights Astral Fire -- 1A 120 ft. V,S,M  concenuation, upto tminute - PHB-2024 259 D: 1m, V/S/M
=== 1st LEVEL ===
O Detect Magic Wand of Magic Detection - 1A Self/30 ft. Sphere  V,S Concenvation,upto 10 minutes - PHB-2024 262 1 Charge (3/3), D: 10m, 30 ft. Sphere, V/S
SPELLS
\\ {




