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O +1 Arcana INT
O +1 Athletics STR
® _+9 Deception CHA
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13 ® _+6  Intimidation CHA
O _*1  Investigation INT
@ ® +6 Medicine wis
O _+1  Nature INT
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Perception wis

Performance CHA

Persuasion CHA

Religion INT
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30 ft. (Walking)

Q SPEED J

CLASS & LEVEL PLAYER NAME
Shadar-kai Urchin (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
e — R ——
P
ARMOR Max HP Current HP Temp HP
+5 16 5 1 -
INITIATIVE CLASS \ HIT POINTS
(  6ds 1
Resistances - Necrotic successes O=O=0
Immunities - Magical Sleep raures OO0
QA DEFENSES \ HIT DICE \ DEATH SAVES
.
HEROIC INSPIRATION j —— ARMOR ——
Light Armor
j === WEAPONS ===

Blowgun, Crossbow, Hand, Longsword,
Rapier, Shortsword, Simple Weapons

=== TOOLS ===
Disguise Kit, Forgery Kit, Herbalism Kit,
Thieves' Tools

=== LANGUAGES ===
Common, Elvish, Thieves’ Cant

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

Divine touch « 3 / Long Rest
Divine touch:

Blessing of the Raven Queen ¢ 3/ Long Rest

As a bonus action, you can teleport up to 30 ft. to
an unoccupied space you can see 3 times per long
rest.

Blessing of the Raven Queen (Resistance)

When you teleport using Blessing of the Raven
Queen, you gain resistance to all damage until the
start of your next turn.

74

® _+6_ Survival wis
1 7 (@) As an action, you can touch a creature and heal them Cunning Action
- a number of d6s equal to your sneak attack. You can You can take a bonus action on each of your turns
O do this a number of times equal to your wisdom to take the Dash, Disengage, or Hide action.
o modifier. You regain the uses after a long rest.
e — Steady Aim
=== BONUS ACTIONS === As a bonus action. vou aive vourself advantaae on
\ SKILLS / ACTIONS
74 <\
19 PASSIVE PERCEPTION Bloodreaver +1 2d6+1 Slashing Martial, Heavy, Two-Handed, Graze
16 Dagger +8 1d4+5 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INSIGHT
Fredrick, Dagger of Markain  +8 1d4+5 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
11 PASSIVE INVESTIGATION

Moon-Touched Sword, Scimitar +5

1d6+5 Slashing

Martial, Finesse, Light, Nick

Darkvision 60 ft. Rifle, Hunting +5 2d10+5 Piercing  Freams ammuniion (ireams). Range, Reload, Two Handed, Sow. Range (30/240)
Unarmed Strike +4 2 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS y
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Shadar-kai Urchin (Milestone)
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=== ROGUE FEATURES === | 1 Bonus Action | 1 Reaction

* 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 3d6 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

* Steady Aim « TCoE 62

As a bonus action, you give yourself advantage on
your next attack roll on the current turn. You can use
this bonus action only if you haven't moved during this
turn, and after you use the bonus action, your speed is
0 until the end of the current turn.

* Roguish Archetype « PHB 96
| Divine Assassin

* Spellcasting *
You can cast known cleric spells using WIS as your
spellcasting modifier (Spell DC 14, Spell Attack +6).

* Righteous Warrior
Holy Strike:

When you land a successful sneak attack, you can
change the damage type to radiant or fire (Your
choice)

Divine touch:

As an action, you can touch a creature and heal them
a number of d6s equal to your sneak attack. You can
do this a number of times equal to your wisdom
modifier. You regain the uses after a long rest.

Blessed Blades:

When you attack a fiend, fey or undead you don’t need
advantage on the attack roll to use your Sneak Attack
against a creature if you are within 5 feet of it, and you
don’t have disadvantage on the attack roll. All the other
rules for Sneak Attack still apply to you.

| Divine touch: 3/ Long Rest * 1 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.

=== SHADAR-KAI SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

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

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

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 31

You are a Humanoid. You are also considered an elf
for any prerequisite or effect that requires you to be an
elf.

* Size « MotM 31
You are Medium.

* Speed « MotM 31
Your walking speed is 30 ft.

* Blessing of the Raven Queen « MotM 31
As a bonus action, you can magically teleport up to 30
ft. to an unoccupied space you can see. Starting at 3rd
level, you gain resistance to all damage when you
teleport using this trait until the start of your next turn.
You can use this feature 3 times per long rest.

| 3/Long Rest ¢ 1 Bonus Action

| Blessing of the Raven Queen (Resistance): 1

FEATURES & TRAITS
\\
Moon-Touched Sword, Scimitar 1 31b. Small Knife 1 -
Bloodreaver 1 6 Ib. Elixir of Health 3 --
Fredrick, Dagger of Markain 1 11b. Ball Bearings (bag of 1,000) 1,000 2 |b.
Leather 1 10 Ib. Bell 1 --
Dagger 1 1lb. Candle 5 --
Shortbow 1 21b. Crowbar 1 51b.
Shortsword 1 21b. Hammer 1 31b.
Rifle, Hunting 1 8 Ib. Lantern, Hooded 1 2 |b.
Arrows 20 11b. Oil (flask) 2 2 1b.
WEIGHT CARRIED Backpack 1 5 lb. Piton 10 2.51b.
86.5 Ib. Case, Map or Scroll 1 11b. Rations (1 day) 5 10 Ib.
ENCUMBERED Clothes, Common 1 3 1b.
0lb. Thieves' Tools 1 11b.
PUSH/DRAG/LIFT Drow Poison (Injury) 2 -
0 Ib. Wyvern Poison (Injury) 2 --
EQUIPMENT ))
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Bonus Action

* Darkvision « MotM 31

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Fey Ancestry « MotM 31
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Keen Senses ¢ MotM 31
You have proficiency in the Perception skill.

* Necrotic Resistance » MotM 31
You have resistance to necrotic damage.

* Trance » MotM 31

You don't need to sleep, and magic can'’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you gain two proficiencies -
each one a weapon or tool of your choosing from the
Player’s Handbook. This lasts until you finish your next
long rest.

=== FEATS ===

* Shadow Touched * TCoE 80
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the invisibility spell and one 1st-level spell of
your choice from the illusion or necromancy school of
magic. Once per long rest you can cast each of these
spells without expending a spell slot. You can also cast
these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the

ability increased by this feat.

| Wisdom «

Increase your Wisdom score by 1, to a maximum of
20. The spells’ spellcasting ability is Wisdom.

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL FEATURES & TRAITS
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Rope, Hempen (50 feet)
Tinderbox
Waterskin

String

10

10 Ib.
11lb.
51b.

ADDITIONAL EQUIPMENT




GENDER AGE
Chaotic Neutral
ALIGNMENT FAITH

Medium
SIZE HEIGHT WEIGHT

SKIN EYES HAIR

E——

A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

// N
| expect danger around every corner.

| don't talk about the thing that torments

me. I'd rather not burden others with my

curse.

I think anvone wha's nice to me is

PERSONALITY TRAITS
|~

.
" ~"]
I'll stop the spirits that haunt me or die trying. (Any)

Change. The low are lifted up, and the high and mighty are brought down.
Change is the nature of things. (Chaotic)

People. | help the people who help me — that's what keeps us alive. (Neutral)

IDEALS
L~

N
~]

[
A terrible guilt consumes me. | hope that | can find
redemption through my actions.

There’s evil in me, | can feel it. It must never be set
free.

BONDS
L~

N
| feel no compassion for the dead. They're the lucky
ones.

| assume the worst in people.

| will never fully trust anyone other than myself.

\\ FLAWS //
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Thaumaturgy Rogue -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
O Sacred Flame Rogue DEX 14 1A 60 ft. V,S Instantaneous  PHB 272 VIS
QO Spare the Dying Rogue -- 1A Touch V,S Instantaneous  PHB 277  V/S
=== 1st LEVEL === 3 Slots OO0
QO Cure Wounds Rogue -- 1A Touch V,S Instantaneous  PHB 230 VIS
O Guiding Bolt Rogue +6 1A 120 ft. V.S 1 round PHB 248 D:1Rnd, VIS
QO Inflict Wounds Rogue +6 1A Touch V.S Instantaneous  PHB 253  V/S
O Sanctuary Rogue WIS 14 1BA 30 ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O silent Image Shadow Touched - 1A 60 ft./15 ft. Cube V,S,M  concenvaion. wproromines  PHB 276 1/LR, D: 10m, 15 ft. Cube, V/S/M
===2nd LEVEL ===
O Invisibility Shadow Touched - 1A Touch V,S,M  concentration, upto 1hour - PHB 254 1/LR, D: 1h, VISIM
SPELLS
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