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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 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 « 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

| Phantom (TCoE)
* 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

* Whispers of the Dead * TCoE

Whenever you finish a short or long rest, you can
choose one skill or tool proficiency that you lack and
gain it, as a ghostly presence shares its knowledge
with you. You lose this proficiency when you use this
feature to choose a different proficiency that you lack.

* Wails from the Grave « TCoE

Immediately after you deal your Sneak Attack damage
to a creature on your turn, you can target a 2nd
creature that you can see within 30 ft. of the 1st
creature and it takes 4d6 necrotic damage. [17th] You
also deal this necrotic damage to the first creature.
You can use this feature a number of times equal to
your proficiency bonus, and you regain all expended
uses when you finish a long rest.

| 5/Long Rest ¢ Special
* 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 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
| 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.

* Evasion « free-rules 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 « free-rules 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 ¢ free-rules 130

* Tokens of the Departed » TCoE
As a reaction when a creature you can see dies within

N
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Potion of Invisibility 1 - Chalk (1 piece) 1 --
Ring of Protection 1 -- Chest 1 25 1b.
Ring of Spell Storing 1 - Grappling Hook 1 4 b.
Studded Leather, +1 1 13 Ib. Mirror 1 0.5 Ib.
Potion of Healing (Greater) 1 0.5 Ib. Spyglass 1 11b.
Potion of Healing (Superior) 5 2.51b. Thieves' Tools 1 1lb.
Crossbow, Light, +1 1 51b. Caltrops 20 2 |b.
Rapier, +2 1 21b. Chain 0 -
Potion of Healing 2 1lb. Bolts 20 15 1b.
WEIGHT CARRIED Orb of Time 1 - Poisoner's Kit 1 2 |b.
127 Ib. Ring of X-ray Vision 1 - Basic Poison 1 --
ENCUMBERED Spell Scroll: Haste 1 -
120 Ib. Dagger 1 11b. Ring of Protection 1 -
PUSH/DRAG/LIFT Dagger 1 1lb. Ring of Spell Storing 1 -
240 |b. Backpack 1 51b. Ring of X-ray Vision 1 --
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30 feet of you, you can open your free hand and cause
a Tiny trinket to appear there, a soul trinket.

You can have a maximum of 5 soul trinkets, and you
can't create one while at your maximum. You can use
soul trinkets in the following ways:

- While a soul trinket is on your person, you have
advantage on death saving throws and Constitution
saving throws, for your vitality is enhanced by the life
essence within the object.

- When you deal Sneak Attack damage on your turn,
you can destroy one of your soul trinkets that’s on your
person and then immediately use Wails from the
Grave, without expending a use of that feature.

- As an action, you can destroy one of your soul
trinkets, no matter where it's located. When you do so,
you can ask the spirit associated with the trinket one
question. The spirit appears to you and answers in a
language it knew in life. It's under no obligation to be
truthful, and it answers as concisely as possible, eager
to be free. The spirit knows only what it knew in life, as
determined by the DM.

| Tokens of the Departed: Create Soul Trinket: 5/
Other « 1 Reaction

| Tokens of the Departed: Sneak Attack: Special
| Tokens of the Departed: Question Spirit: 1 Action
*10: Ability Score Improvement « free-rules 131
* Improved Cunning Strike  free-rules 131
You can use up to two Cunning Strike effects when
you deal Sneak Attack damage.
* 12: Ability Score Improvement « free-rules 130
* Ghost Walk « TCoE
As a bonus action, you assume a spectral form, in

which you have a flying speed of 10 ft., can hover, and
attack rolls have disadvantage against you. You can

also move through creatures and objects as if they
were difficult terrain, but you take 1d10 force damage if
you end your turn inside a creature or an object.

You stay in this form for 10 minutes or until you end it
as a bonus action.

To use this feature again, you must finish a long rest or
destroy one of your soul trinkets as part of the bonus
action you use to activate Ghost Walk.

| 1/Long Rest ¢ 1 Bonus Action

* Devious Strikes ¢ free-rules 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 « free-rules 131
You gain proficiency in Wisdom and Charisma saving

throws.

* 16: Ability Score Improvement « free-rules 131

ADDITIONAL FEATURES & TRAITS

=== YUAN-TI SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* 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 36
You are a Humanoid.

* Size « MotM 36
You are Medium or Small. You choose the size when
you select this race.

* Speed *« MotM 36
Your walking speed is 30 ft.

* Darkvision « MotM 36

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.

* Magic Resistance « MotM 36
You have advantage on saving throws against spells.

* Poison Resilience « MotM 36

You have advantage on saving throws you make to
avoid or end the poisoned condition and you have
resistance to poison damage.

* Serpentine Spellcasting * MotM 36

Hammer

Oil (flask)
Piton

Rations (1 day)
Rope, Hempen (50 feet)
Waterskin

Ball Bearings
Bell

String
Tinderbox
Manacles

Lock

Candle
Crowbar

Ring of Evasion

1 31b. Potion of Healing 1 0.5 Ib.
2 21b. Eversmoking Bottle 1 --
10 251b. Iron Bands of Bilarro 1 1lb
5 10 Ib. Spell Scroll: Haste 1 --

1 10 Ib. Spell Scroll: Haste 1 --

1 5 lb. Bolsa 10 Caramelos Rojos Brillantes 10 --
1,000 2 lb. Shortbow 1 21b.
1 - Rapier 1 2 lb.
1 - Arrows 20 11lb.
1 11b. Lantern, Hooded 1 2 Ib.
1 6 Ib. Dancing Longsword 1 3lb.
1 11b. Stonespeaker Crystal(Ra,Attu) 1 --

1 - Elixir of Health 1 --

1 51b Spell Scroll: Passwall 1 --

1 - Spell Scroll: True Seeing 1 --

ADDITIONAL EQUIPMENT
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You learn poison spray. You can cast animal
friendship an unlimited number of times with this trait
but can only target snakes. At 3rd level you can cast
suggestion once per long rest. You can also cast it
normally using any spell slots of 2nd level or higher.

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

| Intelligence
Intelligence is your spellcasting ability for these spells
when you cast them with this trait.

=== FEATS ===

* 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.

* 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.

* Resilient « PHB-2024 206

Ability Score Increase. Choose one ability in which
you lack saving throw proficiency and increase the
chosen ability score by 1.

Saving Throw Proficiency. You gain saving throw
proficiency with the chosen ability.

| Constitution ¢
Increase your CON score by 1 and you gain
proficiency in CON saving throws.

* Mage Slayer « PHB-2024 205
Ability Score Increase. Increase your Str. or Dex. by 1.

Concentration Breaker. When you damage a creature
that is concentrating, it has Disadvantage on the
saving throw it makes to maintain Concentration.

Guarded Mind. If you fail an Int., Wis., or Cha. saving
throw, you can cause yourself to succeed instead. You
can't use this again until after a Short or Long Rest.

| Guarded Mind: 1/ Short Rest * Special

* Sentinel « PHB-2024 207
Ability Score Increase. Increase your Str. or Dex. by 1.

Guardian. Immediately after a creature within 5 ft. of
you takes the Disengage action or hits a target other
than you with an attack, you can make an Opportunity
Attack against that creature.

Halt. When you hit a creature with an Opportunity
Attack, the creature’s Speed becomes 0 for the rest of
the current turn.

* Magic Initiate (Wizard) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your

ADDITIONAL FEATURES & TRAITS

spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence «
* Weapon Mastery « PHB-2024 129

| Light Crossbow (Slow) ¢
Slow. If you hit a creature with a Light Crossbow and
deal damage to the creature, you can reduce its Speed
by 10 ft. until the start of your next turn. If the creature
is hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| 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

| Slow (Light Crossbow): 1 Action

N

ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE

— —
Medium

GENDER AGE SIZE HEIGHT WEIGHT
Neutral
ALIGNMENT FAITH SKIN EYES HAIR

— —

\
\
7 A\

ALLIES & ORGANIZATIONS

/Ialways have a plan for what to do
when things go wrong.
I am always calm, no matter what
the situation. | never raise my voice
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Redemption. There’s a spark of good in
everyone. (Good)
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Someone | loved died because of a
mistake | made. That will never
happen again.

BONDS
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If there’s a plan, I'll forget it. If | don’t
forget it, I'll ignore it.
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=== CANTRIPS === (At Will)
O Booming Blade Magic Initiate (Wizard) +7 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Green-Flame Blade Magic Initiate (Wizard) +7 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, S/IM
QO Poison Spray Serpentine Spellcasting CON 15 1A 10 ft. V,S Instantaneous  PHB 266  V/S
=== 1st LEVEL ===
O Absorb Elements Magic Initiate (Wizard) -- 1R Self S 1 round EE 150 1/LR, D: 1Rnd, S
O Animal Friendship Serpentine Spellcasting WIS 15 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
===2nd LEVEL ===
O Suggestion Serpentine Spellcasting WIS15 1A 30 ft. V.M Concentration. up o8 howrs - PHB 279 1/LR, D: 8h, VIM
O Suggestion Serpentine Spellcasting WIS 15 1A 30 ft. \AY Concentration. up o8 hows - PHB 279 D: 8h, VIM
SPELLS
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