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=== ROGUE FEATURES ===

* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96
Your proficiency bonus is doubled for any ability check
you make that uses any of the chosen proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 8d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don't have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves' cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.
| 1 Bonus Action
* Roguish Archetype « PHB 96
| Mastermind
* Master of Intrigue « SCAG 46

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 46

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 « PHB 96

* Uncanny Dodge « PHB 96

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

| 1 Reaction

* Evasion « PHB 96

When you are 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.

* Insightful Manipulator « SCAG 46

If you spend at least 1 minute observing or interacting
with another creature outside combat, you can learn
whether it is your equal, superior, or inferior in any two
of its INT, WIS, CHA scores, or class levels (if any).

| 1 Minute
* Reliable Talent « PHB 96
Whenever you make an ability check that lets you add
your proficiency bonus, you can treat a d20 roll of 9 or
lower as a 10.

| Special

* Misdirection « SCAG 46

When you are targeted by an attack while a creature
within 5 ft. is granting you cover against that attack,
you can use your reaction to have the attack target
that creature instead of you.

| 1 Reaction
* Blindsense « PHB 96
If you are able to hear, you are aware of the location of
any hidden or invisible creature within 10 ft. of you.
* Slippery Mind « PHB 96
You gain proficiency in Wisdom saving throws.
=== DROW HALF-ELF RACIAL TRAITS ===
* Ability Score Increase * BR 39

* Darkvision ¢ BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Languages * BR 39

* Drow Magic * SCAG

You know the dancing lights cantrip. [3rd] You can cast
faerie fire once per long rest. [5th] You can cast the
darkness spell once per long rest. CHA is your
spellcasting ability.

=== FEATS ===

* Dungeon Delver « PHB 166
You have advantage on Perception and Investigation

N

EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib. Piton 10 251b.
Dagger 1 1lb. Lantern, Hooded 1 2 b.
Rapier 1 21b. Oil (flask) 2 2 1b.
Shortsword 1 2 1b. Rations (1 day) 5 10 Ib.
Dagger 1 1lb. Tinderbox 1 1lb.
Pistol 1 31b. Waterskin 1 51b.
Backpack 1 51b. Rope, Hempen (50 feet) 1 10 Ib.
Ball Bearings (bag of 1,000) 1,000 21b. Thieves' Tools 1 11b.
Bell 1 - Pick, Miner's 1 10 Ib.
WEIGHT CARRIED Candle 5 - Shovel 1 5 Ib.
108.5 Ib. Crowbar 1 51b. Tent, Two-Person 1 20 Ib.
ENCUMBERED Hammer 1 31b.
0lb. Lantern, Bullseye 1 21b.
PUSH/DRAG/LIFT Clothes, Traveler's 1 4 1b.
0 Ib. String 10 .
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checks made to detect the presence of secret doors
and on saving throws made to avoid or resist traps.
You have resistance to the damage dealt by traps and
traveling at a fast pace doesn't impose the normal -5
penalty on your passive Wisdom (Perception) score.

* Gunner » TCoE 80

Ignore the loading property of firearms. Being within 5
ft. of a hostile creature doesn't impose disadvantage
on your ranged attack rolls.

| No Action

* Fighting Initiate « TCoE 80
You learn one Fighting Style option of your choice from
the fighter class.

| Unarmed Fighting » TCoE 42
Your unarmed strikes can deal bludgeoning damage
equal to <strong>1d6</strong>+3 on a hit. If you aren’t
wielding any weapons or a shield when you make the
attack roll, the <strong>d6</strong> becomes a
<strong>d8</strong>.
At the start of each of your turns, you can deal
<strong>1d4</strong> bludgeoning damage to one
creature grappled by you.

| Fighting Style: Unarmed Fighting: 1 Action

| Fighting Style: Unarmed Fighting (grapple): Special

| Fighting Style: Unarmed Fighting (armed): 1 Action
* Inspiring Leader « PHB 167
You can spend 10 minutes inspiring your companions.
Choose up to 6 allies (including yourself) that can see
or hear and can understand you within 30 ft. Each

creature gains 16 temp HP once per short rest.

| 10 Minutes
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=== CANTRIPS === (At Will)
Dancing Lights <C> Drow Magic -- 1A 120 ft. V,S,M  concenuation, upto tmine - PHB 230 D: 1m, V/SIM
=== 1st LEVEL ===
Faerie Fire <C> Drow Magic DEX 13 1A 60 ft./20 ft. Cube V Concentration, upto L minue  PHB 239 1/LR, D: 1m, 20 ft. Cube, V
===2nd LEVEL ===
Darkness <C> Drow Magic -- 1A 60 ft./15 ft. Sphere  \/,M Concenration, upto 0minwtes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
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