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+4  Animal Handling wis

Acrobatics DEX

O _#1  Arcana INT

O +0 Athletics STR
O _+2  Deception CHA
O _+1  History INT

® _+7_ Insight wis

O +2 Intimidation CHA
® _*4  Investigation INT
O +1  Medicine wis

O _+1  Nature INT

® _+7_ Perception Wis
QO _+2_ Performance CHA
® _+8 Persuasion CHA
O _*1  Religion INT
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® _+7_ Survival wis
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30 ft. (Walking), 30 ft. (Climbing)

CLASS & LEVEL PLAYER NAME
EIf Artisan (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
y
ARMOR Max HP Current HP Temp HP
4 15 33 --
INITIATIVE CLASS \ HIT POINTS
f ( 6d8 7
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES
\
HEROIC INSPIRATION
j === ARMOR ===
Light Armor
j === WEAPONS ===

Crossbow, Hand, Longbow, Rapier, Scimitar,
Shortsword, Simple Weapons, Whip

=== TOOLS ===

Alchemist's Supplies, Carpenter's Tools,
Leatherworker's Tools, Thieves' Tools,
Tinker's Tools

=== LANGUAGES ===

Common, Dwarvish, Orc, Thieves’ Cant,
Undercommon

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

=== BONUS ACTIONS ===
Cunning Action

Hide.

Fast Hands: Sleight of Hand

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

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

Make a Dexterity (Sleight of Hand) check to pick a

pocket.

Fast Hands: Use Magic Item
Take the Magic action to use a magic item that
requires that action.

Fast Hands: Utilize
Take the Utilize action to use an object.

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.

74

lock or disarm a trap with Thieves’ Tools or to pick a === REACTIONS ===
N SKILLS / \ ACTIONS
4 N
17 PASSIVE PERCEPTION Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
17 Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INSIGHT
Shortbow +7 1d6+6 P|erc|ng Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
14 PASSIVE INVESTIGATION A n . ;
Shortsword +7 1d6+4 Piercing Martial, Finesse, Light, Vex
Darkvision 120 ft. Unarmed Strike +3 1 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS Y
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=== ROGUE FEATURES ===
* Core Rogue Traits « free-rules 129

* Expertise  free-rules 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack  free-rules 129

Once per turn you can deal an extra 3d6 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 « free-rules 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery e free-rules 129
* Cunning Action « free-rules 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 ¢ free-rules 130

| Thief
* Steady Aim e free-rules 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

* Fast Hands e free-rules 137
As a Bonus Action you can do one of the following:

» Make a Dex. (Sleight of Hand) check to pick a lock
or disarm a trap with Thieves’ Tools or to pick a
pocket.

* Take the Utilize action or take the Magic action to
use a magic item that requires that action.

| Fast Hands: Sleight of Hand: 1 Bonus Action
| Fast Hands: Utilize: 1 Bonus Action
| Fast Hands: Use Magic Item: 1 Bonus Action

* Second-Story Work « free-rules 137
You gain the following benefits:

* You gain a Climb Speed equal to your Speed.
* You can determine your jump distance using your
Dex. rather than your Str.

* Ability Score Improvement ¢ free-rules 130

* Cunning Strike « free-rules 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 15 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 15 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

| Sneak Attack: Withdraw (Cost: 1d6): 1 Action
* Uncanny Dodge ° free-rules 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 « free-rules 129
You gain Expertise in two more of your skill
proficiencies of your choice.

=== ELF SPECIES TRAITS ===

* Creature Type ¢ free-rules 190
You are a Humanoid.

* Size « free-rules 190
You are Medium.

* Speed ¢ free-rules 190
Your speed is 30 ft.

* Darkvision ¢ free-rules 190
You have Darkvision with a range of 60 ft.

N

FEATURES & TRAITS
Arrow-Catching Shield 1 61b Pouch 1 1lb.
Bracers of Archery 1 -- Pouch 1 1lb.
Mantle of Spell Resistance 1 - Quiver 1 11b.
Amulet of the Devout, +2 1 - Carpenter's Tools 1 6 Ib.
Potion of Healing 4 21b Thieves' Tools 1 1lb.
Scroll cantrip of mending 1 -- Arrows 20 1lb.
Bag of Holding 1 51b Traveler's Clothes 1 4 1b.
Scroll 2 Locate Obejct 1 - Ring of Mind Shielding 1 -
Scroll 6 move earth 1 - Potion of Heroism 1 -
WEIGHT CARRIED Leather 1 10 Ib. Potion of Invulnerability 1 --
86 Ib. Dagger 1 1lb. oil 7 71b
ENCUMBERED Dagger 1 1lb.
165 Ib. Shortbow 1 2 1b. Bracers of Archery 1 -
PUSH/DRAG/LIFT Shortsword 1 21b. Mantle of Spell Resistance 1 -
330 Ib. Backpack 1 5 lb.

EQUIPMENT
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* Elven Lineage  free-rules 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| Drow Lineage *
The range of your Darkvision increases to 120 ft. and
you gain the spells outlined in the Elven Lineages
table.

* Elven Lineage Spells « free-rules 189
| Drow Lineage - Charisma ¢

* Fey Ancestry « free-rules 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses - free-rules 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « free-rules 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

=== FEATS ===

* Ability Score Improvement « free-rules 202

Increase one ability score by 2 or two ability scores by

1.

* Artisan Ability Score Improvements « PHB-2024 178
| Increase two scores (+2 / +1) ¢

* Crafter « PHB-2024 200
Tool Proficiency. You gain proficiency with three

different Artisan's Tools.

Discount. When buying an nonmagical item, you
receive a 20 percent discount.

Fast Crafting. When you finish a Long Rest, you can
craft one piece of gear from the Fast Crafting table, if
you have the associated tools and are proficient with
those tools. The item lasts until you finish another
Long Rest, at which point the item falls apart.

* 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.

| Hand Crossbow (Vex) ¢
Vex. If you hit a creature with a Hand Crossbow 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 (Hand Crossbow): 1 Action
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Ball Bearings 1,000 2 1b.

Rations 5 10 Ib.

Rope 1 5 lb.

Bell 1 -

Tinderbox 1 11b.

Waterskin 1 51b.

Hooded Lantern 1 21b.

Candle 10 -

Crowbar 1 51b.

Spellwrought Tattoo, Cantrip 1 --

loun Stone of Protection 1 -

Elemental Gem (Red Corundum) 1 -

Pixie dust 1 -

Pixie dust 1 -

ADDITIONAL EQUIPMENT
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Female 22 Medium 167 cm 110
GENDER AGE HEIGHT WEIGHT
Chaotic Neutral Pale Color: hazel Red, copper c
ALIGNMENT FAITH EYES HAIR

E—— —

A

CHARACTER APPEARANCE

=== Allies ===

She could consider allies, her Friends or a lover

ALLIES & ORGANIZATIONS

o . \

Kallista has forged her personality through
her work as an artisan. She wasn't vey
outgoing and still isn't, but she understands
that to make more money she has to deal
with people.

PERSONALITY TRAITS
L~ 1
[ ~"1
Kallista doesn't have Big ideals, she is
content with having a warm meal and a cozy
bed. She always had to work to get those
and valies it verv miich She dnean't hate
IDEALS
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=== CANTRIPS === (At Will)
O Dancing Lights Elven Lineage Spells -- 1A 120 ft. V,S,M  Concentiation, upto 1 minute ~ free-rules 259 D: 1m, V/S/M
=== 1st LEVEL ===
QO Faerie Fire Elven Lineage Spells DEX 13 1A 60 ft./20 ft. Cube V Concenuation, up o tminute  free-rules 271 1/LR, D: 1m, 20 ft. Cube, V
O Faerie Fire Elven Lineage Spells DEX 13 1A 60 ft./20 ft. Cube V Concenation, upto 1 minute  free-rules 271 D: 1m, 20 ft. Cube, V
===2nd LEVEL ===
O Darkness Elven Lineage Spells -- 1A 60 ft./15 ft. Sphere  V/,M Concenration, upto 0 minues  free-rules 260 1/LR, D: 10m, 15 ft. Sphere, VIM
O Darkness Elven Lineage Spells -- 1A 60 ft./15 ft. Sphere  V/,M Concentraon,up o 1ominuees— free-rules 260 D: 10m, 15 ft. Sphere, VIM
SPELLS
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