D&D
1B ENOINID)

Diantha Faeprint

CHARACTER NAME

N
©

+6  Dexterity

STRENGTH ‘

8

+2  Constitution
+6_ Intelligence

+0  Wisdom

(ONOINONN®)

+0  Charisma

DEXTERITY

Advantage Made to avoid or end
the Charmed condition

N\
Strength \

/7

Immunities - Magical Sleep

N——="

L SAVING THROWS )’

17
L
——

J N\
CONSTITUTION ® +6 Acrobatics DEX \

\ O _+0_ Animal Handling wis
® +9 Arcana INT
® _+5 Athletics STR
O _+0  Deception CHA
(_\ ® _+9  History INT
INTELLIGENCE
® _+3  Insight wis

Intimidation CHA

Investigation INT

Medicine wis

O _*3 Nature INT
WISDOM ® _+3  Perception WIS

® _+3  Performance CHA
10 QO _+0_ Persuasion CHA
e O _+3  Religion INT
V N QO _*3  Sleight of Hand DEX

QO _*3  Stealth DEX

CHARISMA ® _+3  Survival wis
10 | [o——
O
O

_

\{ DEFENSES
=
HEROIC INSPIRATION j
o
N
PROFICIENCY BONUS j
y-
= =
ABILITY SAVE DC |
N VN
// \\
30 ft. (Walking), 50 ft. (Flying)
\§ SPEED Y

e — —
Rogue 4 / Wizard 3 FreaKazaN
CLASS & LEVEL PLAYER NAME
EIf Sage (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+3 13 49 -
INITIATIVE CLASS \ HIT POINTS J

4d8 + 3d6 successes O=O=0O

FAILURES( )=( >=( >

N\
N\
/4

\ HIT DICE \ DEATH SAVES /
\

=== ARMOR ===

Light Armor

=== WEAPONS ===

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

=== TOOLS ===
Calligrapher's Supplies, Dice Set, Disguise
Kit, Forgery Kit, Thieves' Tools

=== LANGUAGES ===

Celestial, Common, Common Sign
Language, Elvish, Infernal, Sylvan, Thieves’
Cant

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== 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 ===
Bladesong * 3/ Long Rest

3 times per long rest, you can use a bonus action
to start a Bladesong, which lasts for 1 minute and
grants you the following benefits:

You gain a +3 bonus to your AC, your walking speed
increases by 10 ft., you have advantage on Acrobatics
checks, and vou gain a +3 bonus to any CON savina

throw you make to maintain your concentration on a
spell.

It ends early if you are incapacitated, if you don
medium or heavy armor or a shield, or if you use two
hands to make an attack with a weapon. You can also
dismiss the Bladesong at any time you choose (no
action required).

Cunning Action

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

Master of Tactics
You can use the Help action as a bonus action.

ACTIONS

74

13 PASSIVE PERCEPTION
13 PASSIVE INSIGHT
13 PASSIVE INVESTIGATION

Darkvision 60 ft.

SENSES

Dagger +6
Dagger +6
Dart +6
Rapier +6
Shortsword +6
Sun Blade +8

'WEAPON ATTACKS & CANTRIPS

1d4+3 Piercing
1d4+3 Piercing
1d4+3 Piercing
1d8+3 Piercing
1d6+3 Piercing

1d8+5 Radiant

\\

Simple, Finesse, Light, Thrown, Nick, Range (20/60), Booming Blade: 1d8 Thunder, 208 Thunder

Simple, Finesse, Light, Thrown, Nick, Range (20/60), Booming Blade: 1d8 Thunder, 248 Thunder

Simple, Finesse, Thrown, Vex, Range (20/60)

Martial, Finesse, Vex, Booming Blade: 1d8 Thunder, 2d8 Thunder

Martial, Finesse, Light, Vex, Booming Blade: 1d8 Thunder, 2d8 Thunder

+1d8 Radiant, Martial, Versatile, Sap, Finesse, Booming Blade: 18 Thunder, 2d8 Thunder

.
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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 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.

| 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

| Mastermind (SCAG)
* Steady Aim ¢ 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
* Master of Intrigue « SCAG
You gain proficiency with the disguise kit, the forgery
kit, and one gaming set of your choice. You also learn
two languages of your choice, and you can unerringly
mimic the speech patterns and accent of a creature
that you hear speak for at least 1 minute.
* Master of Tactics « SCAG
You can use the Help action as a bonus action. When
you use the Help action to aid an ally in attacking a
creature, the target of that attack can be within 30 ft. of
you if it can see or hear you.

| 1 Bonus Action
* Ability Score Improvement ¢ free-rules 130
=== WIZARD FEATURES ===
* Core Wizard Traits « free-rules 165
* Spellcasting « free-rules 165
* Ritual Adept « free-rules 166
* Arcane Recovery ¢ free-rules 166
When you finish a Short Rest, you can choose
expended spell slots to recover. The spell slots can
have a combined level equal to 2, but none of the slots
can be level 6 or higher.
You can use this feature once per Long Rest.

| 1/Long Rest ¢ Special

* Scholar « free-rules 166

You can choose one of the skills in which you're
proficient and gain Expertise in it.

* Wizard Subclass « free-rules 167
| Bladesinging (SCAG)

* Training in War and Song * SCAG

You gain proficiency with light armor, one type of
one-handed melee weapon of your choice, and the
Performance skill if you don’t already have it.

* Bladesong * SCAG

3 times per long rest, you can use a bonus action to
start a Bladesong, which lasts for 1 minute and grants
you the following benefits:

You gain a +3 bonus to your AC, your walking speed
increases by 10 ft., you have advantage on Acrobatics
checks, and you gain a +3 bonus to any CON saving
throw you make to maintain your concentration on a
spell.

It ends early if you are incapacitated, if you don
medium or heavy armor or a shield, or if you use two
hands to make an attack with a weapon. You can also
dismiss the Bladesong at any time you choose (no
action required).

| 3/ Long Rest « 1 Bonus Action

=== ELF SPECIES TRAITS ===

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

* Size « free-rules 190
You are Medium.

* Speed ¢ free-rules 190

N

FEATURES & TRAITS
Armor of Cold Resistance, Leather 1 10 Ib. Parchment (one sheet) 1 --
Arcane Grimoire, +1 1 - Backpack 1 51b.
Potion of Healing 1 0.5 Ib. Thieves' Tools 1 1lb.
Potion of Healing 3 1.51b. Climber's Kit 1 12 Ib.
Potion of Healing 4 2 1b. Ball Bearings (bag of 1,000) 1,000 2 |b.
Broom of Flying 1 - Bell 1 --
Sun Blade 1 31b. Candle 5 -
Leather 1 10 Ib. Crowbar 1 51b.
Dagger 1 1lb. Hammer 1 3b.
WEIGHT CARRIED Dagger 1 1lb. Lantern, Hooded 1 2 b.
99 Ib. Dart 10 251b. Oil (flask) 2 2 1b.
ENCUMBERED Rapier 1 2 1b.
120 Ib. Shortsword 1 21b. Broom of Flying 1 -
PUSH/DRAG/LIFT Whip 1 31b. Sun Blade 1 3 1b.
240 |b. Ink (1 ounce bottle) 1 --
EQUIPMENT )
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Your speed is 30 ft.

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

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

| High EIf Lineage
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can
replace the cantrip at level 1 with a different cantrip
from the Wizard spell list.

* Elven Lineage Spells ¢ free-rules 189
| High EIf - Intelligence ¢

* 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.

* 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
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 ¢
* Sage Ability Score Improvements « PHB-2024 183

| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 129

| Longsword (Sap) ¢
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

| Whip (Slow) ¢
Slow. If you hit a creature with a Whip 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.

| Slow (Whip):

ADDITIONAL FEATURES & TRAITS

<\
| Sap (Longsword): 1 Action

ADDITIONAL EQUIPMENT
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Piton 10 251b.
Rations (1 day) 5 10 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
Tinderbox 1 11b.
Waterskin 1 51b.
String 10 --
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=== CANTRIPS ===
Booming Blade

Ray of Frost

Create Bonfire
Mage Hand
Mending

OO0OO0O0OO0O0

Prestidigitation

=== 1st LEVEL ===
Identify [R]

Feather Fall

Shield

Unseen Servant [R]
Absorb Elements
Longstrider

Mage Armor

Detect Magic

OO0OO0OO0O0O0OO0OO0O0

Detect Magic

===2nd LEVEL ===
Invisibility

Enhance Ability
Web

Locate Object

Misty Step

Misty Step

OO0OO0O0OO0OO0

(At will)

Wizard

Wizard

Wizard

Magic Initiate (Wizard)
Magic Initiate (Wizard)

Elven Lineage Spells

4 Slots 0000

Wizard

Wizard

Wizard

Wizard

Wizard

Wizard

Magic Initiate (Wizard)
Elven Lineage Spells

Elven Lineage Spells

2 Slots OO

Wizard

Wizard

Wizard

Wizard

Elven Lineage Spells

Elven Lineage Spells

+6
+6
DEX 14

1A
1A
1A
1A
im

1A

im
1R
1R
1A
1R
1A
1A
1A
1A

1A
1A
1A
1A
1BA
1BA

Self/5 ft. Sphere  S,M
60 ft. V.S
60 ft./5 ft. Cube V,S

30 ft. V,S
Touch V,S,\M
10 ft. V,S
Touch V,S,\M
60 ft. V,M
Self V,S
60 ft. V,S\M
Self S
Touch V,S,\M
Touch V,S,\M

Self/30 ft. Sphere  V,S

Self/30 ft. Sphere  V,S

Touch V,S,M

Touch V,S,\M

60 ft./20 ft. Cube V,S,M

Self V,S,M

Self \Y

Self \%
SPELLS

1 round
Instantaneous
Concentation, up o 1 minute
1 minute
Instantaneous

1 hour

Instantaneous
1 minute

1 round

1 hour

1 round

1 hour

8 hours

Concentaton, up 0 10 minutes

Concentration, up to 10 mintes

Concentration, up to 1 hour
Concentration, up to 1 hour
Concentration, up to 1 hour
Concentration, up to 10 minutes
Instantaneous

Instantaneous

SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
free-rules 311 V/S

EE 152 D: 1m, 5 ft. Cube, V/S
free-rules 293 D: 1m, V/S

free-rules 297 V/SIM

free-rules 307 D: 1h, V/S

free-rules 287 V/SIM
free-rules 271 D: 1m, VIM
free-rules 316 D: 1Rnd, V/S
free-rules 336 D: 1h, V/S/M
EE 150 D:1Rnd, S

free-rules 293 D: 1h, V/S/M

free-rules 293 1/LR, D: 8h, V/IS/M

free-rules 262 1/LR, D: 10m, 30 ft. Sphere, V/S

free-rules 262 D: 10m, 30 ft. Sphere, V/S

free-rules 289 D: 1h, V/S/M

free-rules 268 D: 1h, V/S/M

free-rules 340 D: 1h, 20 ft. Cube, V/S/IM
free-rules 293 D: 10m, V/S/M

free-rules 299 1/LR, V

free-rules 299 V/
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