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ABILITY SAVE DC | Disguise Kit, Thieves' Tools
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/7 N Common, Draconic, Elvish, Gnomish,
30 ft. (Walking), 30 ft. (Climbing) Thieves’ Cant
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=== ACTIONS ===
Standard Actions === BONUS 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

Psychic Veil » 1 / Long Rest

As a Magic action, you gain the Invisible condition
for 1 hour, or until you dismiss the effect. This
invisibility ends early after you deal damage to a
creature or force a creature to make a saving throw.

Once used, you can’t do so again until you finish a
Long Rest, unless you expend a Psionic Energy Die to
restore your use of it.

Cunning Action

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

Psychic Blades

After attacking with the psychic blade on your turn,
you can make a melee or ranged attack with a second
psychic blade as a Bonus Action on the same turn if
your other hand is free to create it. The blade vanishes
immediately after it hits or misses its target, and it
leaves no mark if it deals damage.

Psvchic Teleportation

Darkvision 60 ft.
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=== ROGUE FEATURES ===

* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 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 « PHB-2024 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery « PHB-2024 129
* Cunning Action « PHB-2024 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 * PHB-2024 130

| Soulknife
* Steady Aim « PHB-2024 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

* Psionic Power »« PHB-2024 135

You harbor a wellspring of psionic energy within
yourself, represented by your Psionic Energy Dice,
which fuels powers you have from this subclass.

You have 1d10 Psionic Energy Dice, which are
expended when used. You regain one expended
Psionic Energy Die when you finish a Short Rest, and
regain all of them when you finish a Long Rest.

| Psionic Power: Psi-Bolstered Knack: Special
| Psionic Power: Psychic Whispers: 1 Action

| Psionic Power: Psionic Energy Dice: 10 / Long Rest
« Special

* Psychic Blades « PHB-2024 135

You can manifest blades of psychic energy. When you
take the Attack action or make an Opportunity Attack,
you can manifest a Psychic Blade in your free hand
and make the attack with that blade. The blade has the
following traits:

Weapon Category: Simple Melee

Damage on a Hit: 1d6 + the ability modifier used for
the attack Psychic damage.

Properties: Finesse, Thrown (range 60/120 ft.)
Mastery: Vex

The blade vanishes immediately after it hits or misses,
and it leaves no mark if it deals damage.

After you attack with the blade on your turn, you can
make a melee or ranged attack with a second psychic
blade as a Bonus Action, and the damage die of this

bonus attack is 1d4.
| 1 Action
| Vex (Psychic Blades): 1 Action
| 1 Bonus Action
* Ability Score Improvement « PHB-2024 130

* Cunning Strike « PHB-2024 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 * PHB-2024 131

When an attacker you can see hits you with an attack,
you can take a Reaction to halve the attack’s damage

N

FEATURES & TRAITS

Leather 1 10 Ib. Quiver 1 11b.

Leather 1 10 Ib. Pouch 1 11b.

Dagger 1 11b. Pouch 1 11b.

Dagger 1 11b. Arrows 20 11b.

Dagger 1 11b. Thieves' Tools 1 11b.

Dagger 1 11b. Thieves' Tools 1 11b.

Dagger 1 11b. Crowbar 1 51b.

Dagger 1 11b. Traveler's Clothes 1 4 b.

Dagger 1 11b. Backpack 1 51b.

WEIGHT CARRIED Dagger 1 11b. Quiver 1 11b.

150 Ib. Shortbow 1 2 1b. Pouch 1 11b.
ENCUMBERED Shortbow 1 2 1b.
240 |b. Shortsword 1 2 lb.
PUSH/DRAG/LIFT Shortsword 1 21b.
480 |b. Backpack 1 51b.

EQUIPMENT )
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against you (round down).
| 1 Reaction

* 6: Expertise « PHB-2024 129
You gain Expertise in two more of your skill
proficiencies of your choice.

* Evasion « PHB-2024 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 « PHB-2024 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 « PHB-2024 130

* Soul Blades « PHB-2024 135
You can use the following powers with your Psychic
Blades:

« Homing Strikes. If you make an attack roll with
your Psychic Blade and miss, you can roll 1d10 and
add the number rolled to the attack roll. If it causes the
attack to hit, the die is expended.

« Psychic Teleportation. As a Bonus Action, you
manifest a Psychic Blade, expending one Psionic
Energy Die 1d10 and roll it. You throw the blade at an
unoccupied space you can see up to a number of feet
away equal to 10 times the number rolled. You then
teleport to that space, and the blade vanishes.

| Psychic Blades: Homing Strikes: 1 Action

| Psychic Teleportation: 1 Bonus Action

* 10: Ability Score Improvement « PHB-2024 131

* Improved Cunning Strike « PHB-2024 131
You can use up to two Cunning Strike effects when
you deal Sneak Attack damage.

* 12: Ability Score Improvement « PHB-2024 130

* Psychic Veil « PHB-2024 135

As a Magic action, you gain the Invisible condition for 1
hour, or until you dismiss the effect. This invisibility
ends early after you deal damage to a creature or
force a creature to make a saving throw.

You can't use this feature again until you finish a Long
Rest, unless you expend a Psionic Energy Die to
restore your use of it.

| 1/Long Rest ¢ 1 Action

* Devious Strikes « PHB-2024 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

ADDITIONAL FEATURES & TRAITS

N
| Sneak Attack: Knock Out (Cost: 6d6): 1 Action

| Sneak Attack: Obscure (Cost: 3d6): 1 Action

=== TIEFLING SPECIES TRAITS ===

* Creature Type « PHB-2024 197
You are a Humanoid.

* Size « PHB-2024
You are Medium or Small, chosen when you select this
species.

* Speed « PHB-2024 197
You have a Speed of 30 ft.

* Darkvision « PHB-2024 197
You have Darkvision with a range of 60 ft.

* Fiendish Legacy « PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
You gain the level 1 benefit of that legacy.

| Cthonic Legacy
You have resistance to Necrotic damage and you gain
the spells outlined in the Fiendish Legacies table.
* Fiendish Legacy Spells « PHB-2024 197
| Intelligence «
* Otherworldly Presence « PHB-2024 197
| Intelligence ¢
You know the Thaumaturgy cantrip. When you cast it
with this trait, the spell uses Intelligence.
* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from

Pouch

Arrows

Thieves' Tools
Thieves' Tools
Crowbar
Traveler's Clothes
Oil

Ball Bearings
Rations

Rope

Bell

Tinderbox
Waterskin
Hooded Lantern

Candle

1 11b. Crowbar

20 11b. Oil

1 1lb. Ball Bearings
1 11b. Rations

1 5 1b. Rope

1 4 1b. Bell

7 7 Ib. Tinderbox
1,000 21b. Waterskin

5 10 Ib. Hooded Lantern
1 51b. Candle

1 - Crowbar

1 11lb.

1 5 1b.

1 21b.

10 -

ADDITIONAL EQUIPMENT
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1 51b.
7 7 Ib.
1,000 2 lb.
5 10 Ib.
1 51b.
1 -
1 1lb.
1 5 1b.
1 2 lb.
10 -
1 51b.
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the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Athlete « PHB-2024 202
Ability Score Increase. Str. or Dex. increased by 1.

Climb Speed. You gain a Climb Speed equal to your
Speed.

Hop Up. When you have the Prone condition, you can
right yourself with only 5 feet of movement.

Jumping. You can make a running Long or High Jump
after moving only 5 feet.

* Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by
1.

* Observant « PHB-2024 205
Ability Score Increase. Int. or Wis. increased by 1.

Keen Observer. Choose one of the following skills:
Insight, Investigation, or Perception. If you lack
proficiency with the chosen skill, you gain proficiency
in it, and if you already have proficiency in it, you gain
Expertise in it.

Quick Search. You can take the Search action as a
Bonus Action.

| Proficiency
| Quick Search: 1 Bonus Action

* Keen Mind « PHB-2024 205
Ability Score Increase. Increase your Int. by 1.

Lore Knowledge. Choose one of the following skills:
Arcana, History, Investigation, Nature, or Religion. If
you lack proficiency in the chosen skill, you gain
proficiency in it, and if you already have proficiency in
it, you gain Expertise in it.

Quick Study. You can take the Study action as a
Bonus Action.

| Proficiency
| Quick Study: 1 Bonus Action

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +5 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.

* Criminal Ability Score Improvements « PHB-2024 179
| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 129

| Dagger (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.

| 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.

ADDITIONAL FEATURES & TRAITS

| Nick (Dagger): 1 Action

| Slow (Light Crossbow): 1 Action

ADDITIONAL EQUIPMENT
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Evelyn's backstory is one of resilience,
transformation, and hidden vulnerabilities. Born in
the shadowy alleys of a sprawling city, she grew
up as a street-smart Tiefling, relying on her wits
and dexterity to survive. Her natural talent for
thievery and her ability to blend into any crowd
made her a formidable rogue, but her life took a
dark turn when she stumbled upon a vampire
conspiracy while attempting to steal from a noble’s
estate. The vampires, realizing she had uncovered
their secrets, captured her and subjected her to
weeks of torture, hoping to break her spirit and
extract information.

Just as Evelyn was on the brink of despair, she
was rescued by The Crimson Vell, a secretive
organization dedicated to combating supernatural
threats. Impressed by her resilience and skills,
they offered her a place among their ranks. Evelyn
accepted, seeing it as a chance to redeem herself
and strike back at the creatures that had
tormented her. She quickly excelled in espionage,
disguise, and assassination, becoming one of The
Crimson Veil's most valuable operatives.

Her relationship with Church Nightbane, a stoic
and disciplined member of the organization, is a
mix of camaraderie and unspoken affection.
Evelyn often teases Church about his seriousness,
finding his rigid demeanor both amusing and
endearing. Their playful, sibling-like dynamic is
rooted in mutual respect and trust, forged through
countless life-or-death missions. Evelyn has saved
Church’s life multiple times, her quick thinking and
resourcefulness often turning the tide in their
favor.

Despite her boldness and confidence, Evelyn

struggles to confess her feelings for Church. Her
past as a thief and her time as a captive have left
her with deep scars, both physical and emotional.
She fears that her history makes her unworthy of
someone as principled and honorable as Church.
Additionally, her role as an assassin and spy

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS ===
Chill Touch

Thaumaturgy

=== 1st LEVEL ===
False Life

False Life

===2nd LEVEL ===
Ray of Enfeeblement

Ray of Enfeeblement

(At will)
Fiendish Legacy Spells

Otherworldly Presence

Fiendish Legacy Spells
Fiendish Legacy Spells

Fiendish Legacy Spells
Fiendish Legacy Spells

+9 1A
-- 1A
-- 1A
-- 1A
CON17 1A
CON17 1A

Touch

30 ft.

Self
Self

60 ft.
60 ft.

SPELLS

V,S,\M
V,S,\M

V.S
V.S

Instantaneous

1 minute

Instantaneous

Instantaneous

Concentration, up to 1 minute

Concentration, up to 1 minute

PHB-2024 249

PHB-2024 333

PHB-2024 271

PHB-2024 271

PHB-2024 311

PHB-2024 311

VIS
D:1m,V

1/LR, VISIM
VISIM

1/LR, D: 1m, VIS
D:1m, VIS
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