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SAVING THROWS

y
5

Animal Handling wis

Acrobatics DEX

® _+3 Arcana INT
® +3 Athletics STR
® _+17 Deception CHA
® _+3  History INT
® _+12 |Insight wis
® +8 Intimidation CHA
® _+12 Investigation INT
® +3 Medicine wis
® +3 Nature INT
® +12  Perception WIS
@® _*8 Performance CHA
® _+11 Persuasion CHA
® _+3  Religion INT
® _+14 Sleight of Hand DEX
® +15 Stealth DEX
® _+3  Survival wis
o__
o__
o__

L SKILLS ),

Rogue 13/ Bard 2 / Warlock 5

EliasWindrider

CLASS & LEVEL PLAYER NAME
EIf City Watch / Investigator  (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+9 17 143 --
INITIATIVE CLASS \ HIT POINTS /
( 1 13d8 + 248 + 508 f \
Immunities - Magical Sleep, successes OO0
Critical Hits FAILURESO=O=O
\ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Disguise Kit, Poisoner's Kit, Thieves' Tools,
ABILITY SAVE DC | Tocken
o === LANGUAGES ===
7 N Common, Common Sign Language, Elvish,
30 ft. (Walking) Goblin, Orc, Sylvan, Thieves’ Cant
\§ SPEED )

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 ===
Bardic Inspiration « 5 / Long Rest

As a Bonus Action, you can inspire another
creature within 60 ft. that can see or hear you. That
creature gains one of your Bardic Inspiration dice
(1d6). Once within the next hour, when the creature
fails a D20 Test, the creature can roll the Bardic
Inspiration die and add the number rolled to the total,
potentially turnina the failure into a success.

ACTIONS

You can confer your Bardic Inspiration die 5 times per
Long Rest.

Cunning Action

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

Enhanced Dual Wielding

When you use your Attack action with a weapon
that has the Light property, you can make one extra
attack as a Bonus Action later on the same turn with a
different weapon, as long as it is a Melee weapon that
lacks the Two-Handed property. You don't add your
ability modifier to the extra attack's damaae unless

74
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PASSIVE PERCEPTION

PASSIVE INSIGHT

PASSIVE INVESTIGATION

Darkvision 120 ft.

SENSES 3

//

Moonblade Scimitar +9
Shortsword, +2 +11
Eldritch Blast +11
Unarmed Strike +6

WEAPON ATTACKS & CANTRIPS y

1d6+3 Slashing
1d6+5 Piercing
1d10 Force

1 Bludgeoning

\\

Martial, Finesse, Light, Nick, Booming Blade: 3d8 Thunder, 4d8 Thunder

Martial, Finesse, Light, Vex, Booming Blade: 3d8 Thunder, 4d8 Thunder

Count: 4, V/S
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Rogue 13/ Bard 2 / Warlock 5 EliasWindrider
CLASS & LEVEL PLAYER NAME
Elf City Watch / Investigator  (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
—————— e ——
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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 7d6 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

| Assassin
* 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

* Assassinate « PHB-2024 134
You gain the following benefits:

* You have Advantage on Initiative rolls.

« During the first round of each combat, you have
Advantage on attacks against any creature that hasn’t
taken a turn. If your Sneak Attack hits any target
during that round, the target takes an additional 13
damage of the weapon’s type.

| Sneak Attack: Assassinate: 1 Action

* Assassin’s Tools « PHB-2024 134
You gain a Disguise Kit and a Poisoner’s Kit, and you
have proficiency with them.

* 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 17 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 17 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 e 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

* Infiltration Expertise « PHB-2024 134
You're expert at the following techniques:

« You can unerringly mimic another person’s
speech, handwriting, or both if you've spent at least 1
hour studying them.

N

PUSH/DRAG/LIFT

300 Ib.

FEATURES & TRAITS
Boots of Elvenkind 1 -
Adamantine Half Plate 1 40 Ib.
Shortsword, +2 1 21b.
Gloves of Thievery 1 -
Cloak of Many Fashions 1 --
Decanter of Endless Water 1 21b.
Heward's Handy Haversack 1 5 lb.
Moonblade Scimitar 1 31b.
Periapt of Wound Closure 1 -
WEIGHT CARRIED Rope of Climbing 1 -
54 |b. Tocken 0 -
ENCUMBERED Thieves' Tools 2 21b
150 Ib.

EQUIPMENT
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« Your Speed isn’t reduced to 0 by using Steady
Aim.

| Masterful Mimicry: 1 Hour
| Steady Aim: Roving Aim: 1 Bonus 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

* Envenom Weapons « PHB-2024 134

When you use the Poison option of your Cunning
Strike, the target also takes 2d6 Poison damage
whenever it fails the saving throw and this damage
ignores Resistance to Poison damage.

| Sneak Attack: Poison (Envenom): 1 Action
=== WARLOCK FEATURES ===
* Core Warlock Traits « free-rules 153

* Eldritch Invocations « free-rules 153

You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a
prerequisite, you must meet it to learn that invocation.

| Eldritch Smite
Once per turn when you hit a creature with your pact
weapon, you can expend a Pact Magic spell slot to
deal an extra 1d8 Force damage, plus another 1d8 per
level of the spell slot, and you can give it target the
Prone condition if it's Huge or smaller.

| 1 Action

| Lessons of the First Ones « free-rules
You gain one Origin feat of your choice.

| Lessons of the First Ones « free-rules
You gain an Origin feat of your choice.

| Pact of the Blade *
As a Bonus Action, you can conjure a pact weapon in
your hand, or create a bond with a magic weapon you
touch. You can’t bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Whenever you attack with the bonded weapon, you
can use your Cha. instead of Str. or Dex.; and you can
cause it to deal Necrotic, Psychic, or Radiant damage
or its normal damage type.

Your bond with the weapons ends if you use this
feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the bond
ends.

| Pact of the Blade: Conjure: 1 Bonus Action
| Pact of the Blade: Bond: 1 Bonus Action
| Thirsting Blade «

You gain the Extra Attack feature for your pact weapon
only and can attack twice with the weapon instead of
once when you take the Attack action.
* Pact Magic ¢ free-rules 153
* Magical Cunning ¢ free-rules 154
Once per Long Rest, you can perform an esoteric rite

for 1 minute, regaining up to 1 expended Pact Magic
spell slots.

ADDITIONAL FEATURES & TRAITS

<\
| 1/ Long Rest ¢ 1 Minute

* Warlock Subclass - free-rules 154
| The Hexblade (XGtE)

* Expanded Spell List « XGtE
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse * XGtE

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+6 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 10 HP if it dies.

| 1/ Short Rest 1 Bonus Action

* Hex Warrior « XGtE

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special
* Ability Score Improvement « free-rules 155
=== BARD FEATURES ===
* Core Bard Traits « free-rules 59

* Bardic Inspiration « free-rules 59

ADDITIONAL EQUIPMENT
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As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d6). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success.

You can confer your Bardic Inspiration die 5 times per
Long Rest.

| 5/ Long Rest ¢ 1 Bonus Action

* Spellcasting  free-rules 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 19, Spell Attack +11). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

* Expertise * free-rules 60
You gain Expertise in two skill proficiencies of your
choice.

* Jack of All Trades ¢ free-rules 60

You can add half your Proficiency Bonus (3) to ability
checks you make that uses a skill proficiency you lack
and that doesn’t otherwise use your Proficiency Bonus.

=== 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.

* 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 e 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.

* Languages - free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases « free-rules

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

ADDITIONAL FEATURES & TRAITS

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

=== FEATS ===

* Ability Score Improvement « free-rules 202
Increase one ability score by 2 or two ability scores by
1.

* Dual Wielder « PHB-2024 203
Ability Score Increase. Increase your Str. or Dex. by 1.

Enhanced Dual Wielding. When you use your Attack
action with a weapon that has the Light property, you
can make one extra attack as a Bonus Action later on
the same turn with a different weapon, as long as it is
a Melee weapon that lacks the Two-Handed property.
You don't add your ability modifier to the extra attack's
damage unless that modifier is negative.

Quick Draw. You can draw or stow two weapons that
lack the Two-Handed property when you would
normally be able to draw or stow only one.

| Enhanced Dual Wielding: 1 Bonus Action

* Slasher « PHB-2024 208
Ability Score Increase. Str. or Dex. increased by 1.

Hamstring. Once per turn when you hit a creature with
an attack that deals Slashing damage, you can reduce
the Speed of that creature by 10 ft. until the start of
your next turn.

Enhanced Critical. When you score a Critical Hit that
deals Slashing damage to a creature , it has
Disadvantage on attack rolls until the start of your next
turn.

ADDITIONAL EQUIPMENT
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* Boon of the Night Spirit « free-rules 211

Ability Score Increase. One ability score increased by
1.

Merge with Shadows. While within Dim Light or
Darkness, you can give yourself the Invisible condition
as a Bonus Action. The condition ends on you
immediately after you take an action, a Bonus Action,
or a Reaction.

Shadowy Form. While within Dim Light or Darkness,
you have Resistance to all damage except Psychic
and Radiant.

| Merge with Shadows: 1 Bonus Action

* 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 « free-rules 200
Initiative Proficiency. When you roll Initiative, add +6 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.

* Lucky « PHB-2024 201

Luck Points. You have 6 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an

attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 6 / Long Rest « Special

* Magic Initiate (Druid) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Druid 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 Druid
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.

| Charisma
* Weapon Mastery « PHB-2024 129

| Scimitar (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.

ADDITIONAL FEATURES & TRAITS

| Vex (Shortsword): 1 Action

| Nick (Scimitar): 1 Action

N

ADDITIONAL EQUIPMENT
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ALLIES & ORGANIZATIONS

| can stare down a hell
hound without flinching.

PERSONALITY TRAITS
L~ ]

[ ~"1
Greater Good. Our lot is to lay down our lives in
defense of others. (Good)

IDEALS
L~ —~
[ ~"1
| fight for those who cannot fight for
themselves.
| fight for those who cannot fight for
themselves.
BONDS
L~ —~
[N "]
N FLAWS -/
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CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS ===
Prestidigitation
Vicious Mockery
Eldritch Blast
Booming Blade
Mage Hand
Guidance

Shape Water
Dancing Lights

=== 1st LEVEL ===
Faerie Fire

Silvery Barbs
Healing Word
Feather Fall

Shield

Faerie Fire

Faerie Fire

Faerie Fire

===2nd LEVEL ===
Darkness
Suggestion
Darkness

Darkness

=== 3rd LEVEL ===
Hypnotic Pattern
Fly

Counterspell

(At will)

Bard

Bard

Warlock

Warlock

Warlock

Magic Initiate (Druid)
Magic Initiate (Druid)

Elven Lineage Spells

3 Slots 000

Bard

Bard

Bard

Bard

Warlock

Magic Initiate (Druid)
Elven Lineage Spells

Elven Lineage Spells

Warlock
Warlock
Elven Lineage Spells

Elven Lineage Spells

2 Pact OO
Warlock
Warlock
Warlock

WIS 19
+11
+11

DEX 19
DEX 19
DEX 19

WIS 19

CON 19

1A
1A
1A
1A
1A
1A
1A
1A

1A
1R
1BA
1R
1R
1A
1A
1A

1A
1A
1A
1A

1A
1A
1R

10 ft.

60 ft.

120 ft.

Self/5 ft. Sphere
30 ft.

Touch

30 ft./5 ft. Cube
120 ft.

V.S

V.S
SM
V.S
V.S

V,S,\M

60 ft./20 ft. Cube V

60 ft.
60 ft.
60 ft.
Self

60 ft./20 ft. Cube V

60 ft./20 ft. Cube V

60 ft./20 ft. Cube V

60 ft./15 ft. Sphere
30 ft.
60 ft./15 ft. Sphere

60 ft./15 ft. Sphere

120 ft./30 ft. Cube
Touch

60 ft.

SPELLS

V.M
V.M

V.M

V.M

S\M
V,S,\M

1 hour
Instantaneous
Instantaneous
1 round

1 minute
Concentration, up to 1 minute
Instantaneous

Concentration, up to 1 minute

Concentation, up to 1 minute
Instantaneous
Instantaneous
1 minute

1 round
Concentation, up to 1 minute
Concentation, up to 1 minute

Concentration, up to 1 minute

Goncentration, up 10 10 minutes
Concentration, up to 8 hours
Concentraton, up to 10 minutes

Concentration, up to 10 minutes

Concentration, up to 1 minute
Concentration, up to 10 minutes

Instantaneous

free-rules 307
free-rules 337
free-rules 267
SCAG 142
free-rules 293
free-rules 282
EE 164

free-rules 259

free-rules 271
SACoC 38
free-rules 284
free-rules 271
free-rules 316
free-rules 271
free-rules 271

free-rules 271

free-rules 260
free-rules 320
free-rules 260

free-rules 260

free-rules 287
free-rules 276

free-rules 258

D: 1h, VIS

\%

Count: 4, VIS

D: 1Rnd, 5 ft. Sphere, S/IM
D: 1m, VIS

D: 1m, VIS

5 ft. Cube, S

D: 1m, V/ISIM

D: 1m, 20 ft. Cube, V

\Y

\%

D: 1m, VIM

D: 1Rnd, VIS

1/LR, D: 1m, 20 ft. Cube, V
1/LR, D: 1m, 20 ft. Cube, V
D: 1m, 20 ft. Cube, V

D: 10m, 15 ft. Sphere, VIM

D: 8h, VIM

1/LR, D: 10m, 15 ft. Sphere, VIM
D: 10m, 15 ft. Sphere, VIM

D: 1m, 30 ft. Cube, S/IM
D: 10m, V/SIM
S

> 4
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SPELL ATTACK
BONUS




