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Advantage against being charmed,
and magic can't put you to sleep
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Rogue 13/ Bard 1/ Fighter 4 / Warlock 2 EliasWindrider
CLASS & LEVEL PLAYER NAME
Drow Half-Elf Faction Agent (Milestone)
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ARMOR Max HP Current HP Temp HP
+7 13 147 --
INITIATIVE CLASS \ HIT POINTS J
( (( 13d8 + 1d8 + 4d10 + 2d8 1 \
successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Pan Flute, Thieves' Tools
ABILITY SAVE DC |
— — === LANGUAGES ===
Common, Elvish, Sylvan, Telepathy, Thieves’
/7 N Cant
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Bardic Inspiration « 5/ Long Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d6). For 10 minutes, the creature can add it to one
ability check, attack roll, or saving throw. This can be
added after seeing the roll, but before knowing the
outcome.

Cunning Action
You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

Elegant Maneuver

You can use a bonus action on your turn to gain
advantage on the next Acrobatics or Athletics check
you make during the same turn.

Hexblade’s Curse ¢ 1/ Short Rest

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 vou reaain 7 HP if it dies.
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=== ROGUE FEATURES === against you for the rest of your turn.
| Special

* 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 7d6 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
| Swashbuckler
* Fancy Footwork « SCAG 47

During your turn, if you make a melee attack against a
creature, that creature can’t make opportunity attacks

* Rakish Audacity « SCAG 47

You add your CHA modifier (+5) to your initiative rolls.
You don’t need advantage on the attack roll to use
your Sneak Attack against a creature if you are within
5 ft. of it, no other creatures are within 5 ft. of you, and
you don’t have disadvantage on the attack roll.

* 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.

* Panache * SCAG 47
As an action, you can make a Persuasion check
contested by a creature’s Insight check.

On success, a hostile creature has disadvantage on
attack rolls against targets and can't make opportunity
attacks against targets other than you for 1 minute, or
until one of your allies engages it or it gets more than
60 ft. from you. If it isn't hostile, it is charmed by you
for 1 minute.

| 1 Action

* 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.

* Elegant Maneuver « SCAG 47
You can use a bonus action on your turn to gain
advantage on the next Acrobatics or Athletics check
you make during the same turn.
| 1 Bonus Action
=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Dueling « PHB
When you are wielding a melee weapon in one hand
and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.

| 1/ Short Rest « 1 Bonus Action
* Action Surge * PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype « PHB 72

| Echo Knight

* Manifest Echo « EGtW 183

FEATURES & TRAITS
Leather 1 10 Ib. Waterskin 1 51b.
Dagger 1 11b.
Dagger 1 11b.
Shortbow 1 2 1b.
Rapier 1 2 lb.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Thieves' Tools 1 11b.
WEIGHT CARRIED Bedroll 1 71b.
80.3 Ib. Mess Kit 1 1 Ib.
ENCUMBERED Rations (1 day) 10 20 Ib.
150 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 1lb.
300 Ib. Torch 10 10 Ib.

EQUIPMENT
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You can use a bonus action to magically manifest an
echo of yourself in an unoccupied space you can see
within 15 ft. of you. The echo lasts until it is destroyed,
you dismiss it as a bonus action, you manifest another
echo, or until you're incapacitated.

Your echo has AC 20, 1 hit point, and immunity to all
conditions. If it has to make a saving throw, it uses
your bonus for the roll. It is your size, and occupies its
space. If your echo is ever more than 30 ft. from you at
the end of your turn, it is destroyed.

You can use the echo in the following ways:

- You can mentally command the echo to move up to
30 ft. in any direction (no action required)

- As a bonus action you can teleport, magically
swapping places with your echo at a cost of 15 ft. of
your movement, regardless of the distance between
the two of you.

- When you take the Attack action, any attack you
make can originate from your or the echo's space. You
make this choice with each attack.

- When a creature you can see within 5 ft. of your echo
moves at least 5 ft. away from it, you can use your
reaction to make an opportunity attack as if you were
in the echo's space.

| 1 Bonus Action

| Manifest Echo - Teleport: 1 Bonus Action

| Manifest Echo - Attack: Special

| Manifest Echo - Opportunity Attack: 1 Reaction
* Unleash Incarnation « EGtW 183
You can heighten your echo’s fury. Whenever you take
the Attack action, you can make one additional melee

attack from the echo’s position.

You can use this feature 2 time(s). You regain all

expended uses when you finish a long rest.
| 2/ Long Rest ¢ Special

* Ability Score Improvement « PHB 72

=== WARLOCK FEATURES ===

* Hit Points « PHB 106

* Proficiencies « PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Hexblade

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 19, Spell Attack +11).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 55
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse * XGtE 55

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 7 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE 55

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,

ADDITIONAL FEATURES & TRAITS

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

* Eldritch Invocations « PHB 107
You learn fragments of forbidden knowledge that
imbue you with an abiding magical ability.

| Devil's Sight « PHB 110
You can see normally in darkness, both magical and
nonmagical, to a distance of 120 ft.

| Mask of Many Faces « PHB 111
You can cast disguise self at will, without expending a
spell slot.

=== BARD FEATURES ===
* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 19, Spell Attack +11)
and known bard spells as rituals if they have the ritual
tag. You can use a musical instrument as a
spellcasting focus.

* Bardic Inspiration « PHB 53

As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration die (1d6).
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

| 5/ Long Rest ¢ 1 Bonus Action

ADDITIONAL EQUIPMENT
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=== 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 ===

* Telepathic (Charisma) « TCoE 81

You are able to speak telepathically to any creature, as
long as you share a language. You also learn the
detect thoughts spell and can cast this spell without
expending a spell slot, recharging on a long rest. You
can also cast this spell using spell slots you have of
the appropriate level.

* Skilled « PHB 170
You gain proficiency in any combination of three skills
or tools of your choice.

* 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.

* Ritual Caster (Wizard) « PHB

When you choose this feat, you acquire a ritual book
holding two 1st-level ritual spells from the wizard's
spell list. If you come across a spell in written form,
such as a magical spell scroll or a wizard's spellbook,
you can add it to your ritual book if it's on that spell list,
the spell's level can be no higher than half your level
(rounded up), and it must have the ritual tag. The
process of copying the spell into your ritual book takes
2 hours per level of the spell, and costs 50 gp per

level.

ADDITIONAL FEATURES & TRAITS
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Bard / Warlock

SPELL SAVE DC

SPELL ATTACK
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=== CANTRIPS === (At Will)
O Minor lllusion Bard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Mage Hand Bard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Booming Blade Warlock +11 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
QO Eldritch Blast Warlock +11 1A 120 ft. V,S Instantaneous  PHB 237 Count: 4, VIS
O Dancing Lights <C> Drow Magic - 1A 120 ft. V,S,M  concentration, upto 1minute - PHB 230 D: 1m, V/SIM
=== 1st LEVEL === 2 Slots OO | 2 Pact OO
O Feather Fall Bard - iR 60 ft. V.M 1 minute PHB239 D:1m,V/IM
O Healing Word Bard -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
QO Silvery Barbs Bard - 1R 60 ft. \% Instantaneous  SACoC 38 V
O Tasha’s Hideous Laughter <C> Bard WwWIS19 1A 30 ft. V,S,M  concentation, upro1minwe - PHB 280 D: 1m, V/S/M
O Armor of Agathys Warlock -- 1A Self V,S,M 1 hour PHB 215  D:1h, V/SIM
O Hellish Rebuke Warlock DEX19 1R 60 ft. V.S Instantaneous  PHB 250 VIS
O Find Familiar [R] Ritual Caster (Wizard) -- th+1om 10 ft. V,S,M Instantaneous PHB 240  V/S/M
O Identify [R] Ritual Caster (Wizard) - 11m Touch V,S,M Instantaneous PHB 252  V/S/M
O Detect Magic [R]<C> Ritual Caster (Wizard) - 1A+10m  Self/30 ft. Sphere V,S concentraion, upo tominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Faerie Fire <C> Drow Magic DEX19 1A 60 ft./20 ft. Cube V Concenuation, po 1minte - PHB 239 1/LR, D: 1m, 20 ft. Cube, V
O Disguise Self Eldritch Invocations - 1A Self V,S 1 hour PHB 233 D:1h, VIS
===2nd LEVEL ===
O Detect Thoughts <C> Telepathic (Charisma) WIS19 1A Self V,S,M  concentiation, spro1minwe - PHB 231 1/LR, D: 1m, V/SIM
O Darkness <C> Drow Magic - 1A 60 ft./15 ft. Sphere  V/,M concenraion,po 1omnutes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
R SPELLS N
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