Human

Rogue (Arcane Trickster), 3rd level

Entertainer

RACE

LEVEL & CLASS

BACKGROUND

DESCRIPTION

PLAYER

Medium
SIZE

CHARACTER NAME

STRENGTH

+2

-1

PROFICIENCY BONUS

14

+3

ARMOR
CLASS

INITIATIVE

Strength
+5

8

Hit Point Maximum

Dexterity

30
FEET
SPEED

18
Athlete. You have undergone extensive physical
training.

Constitution
+3

DEXTERITY

Intelligence
Wisdom

+3

• When you are prone, standing up uses only 5 ft.
of movement.

CURRENT HIT POINTS

• Climbing doesn’t halve your speed.

Charisma

• You can make a running long jump or a running
high jump after moving only 5 ft on foot
(rather than 10 ft.).

SAVING THROWS

16
+5

CONSTITUTION

Total

Arcana ( Int)

10

+1

Athletics ( Str )

+4

Deception ( Cha)

Sneak Attack. Once per turn, you can deal an
extra 2d6 damage to one creature you hit with an
attack if you have advantage on the attack roll.
The attack must use a finesse or ranged weapon.
You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it
or if you alone are within 5 ft. of the target.

TEMPORARY HIT POINTS

Acrobatics ( Dex)
Animal Handling ( Wis )

+0

3D8

SUCCESSES
FAILURES

HIT DICE

DEATH SAVES

History ( Int)
INTELLIGENCE

+4

+1
12

Intimidation ( Cha)

Shortbow 1

+5

1D6+3 PIERCING

• You can stow one object the hand is holding in
a container worn/carried by another creature.

Investigation ( Int)

Shortsword

+5

1D6+3

Medicine ( Wis )

Dagger 2

+5

1D4+3 PIERCING

• You can retrieve an object in a container worn
or carried by another creature.

Spellcasting 3

+3

SPECIAL

+4

Perception ( Wis )

+2

+4

Performance ( Cha)
Persuasion ( Cha)
Religion ( Int)
Sleight of Hand ( Dex)

+7

CHARISMA

Stealth ( Dex)

DAMAGE/TYPE

PIERCING

1

You can fire a shortbow 80 ft., or up to 320 ft.
with disadvantage on the attack roll.

2

You can throw a dagger 20 ft., or up to 60 ft.
with disadvantage on the attack roll.

3

Your Spellcasting ability is Intelligence. When
casting spells that require your target to make a
saving throw, your Spell Save DC is 11. You regain
expended spell slots after a short or long rest.

Survival ( Wis )

+2

Mage Hand Ledgerdemain. When you cast mage
hand, you can make the spectral hand invisible,
and you can perform the following additional
taasks with it:

NAME

WISDOM

ATK BONUS

Cunning Action. As a bonus action on your turn,
you can take the Dash, Disengage, or Hide action.

Insight ( Wis )

Nature ( Int)

14

As rogue, you are agile and cunning,
moving unseen and striking from the
shadows.

Spell Slots
(1ST) (1ST)

SKILLS

14

14

PASSIVE WISDOM
(PERCEPTION)

You can perform one of these tasks without
being noticed by a creature if you succeed on a
Sleight of Hand check vs. the creature‘s
Perception check. In addition, you can use the
bonas action granted by your Cunning Action to
control the hand.
By Popular Demand. You can always find a place
to perform, usually in an inn or tavern but
possibly with a circus, at a theatre, or even in a
noble’s court. At such a place, you receive free
lodging and food of a modest or comfortable
standard (depending on the quality of the
establishment), as long as you perform each
night. In addition, your performance makes you
something of a local figure. When strangers
recognize you in a town where you have
performed, they typically take a liking to you.

ATTACKS & SPELLCASTING

Proficiencies. Simple weapons, hand
crossbows, longswords, rapiers, shortwords; thieves’ tools (+7); disguise kit;
poisoner’s kit; flute.

CP

Languages. Common, Sylvan

SP

EP

GP

PP

OTHER PROFICIENCIES & LANGUAGES

• You can use thieves’ tools to pick locks and
disarm traps at range.

15

Shortsword
Shortbow
arrows ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
leather armour
daggers (2)
thieves’ tools
backpack
bag of 1,000 ball bearings
string, 10 ft.
bell
candles (5)
crowbar
hammer
pitons (10)
hooded lantern
flasks of oil (2)
rations (5 days)
tinderbox
waterskin
hempen rope, 50 ft.
flute
locket from an admirer
costume (for performance)

EQUIPMENT

FEATURES & TRAITS
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Cantrips

Spells

Mage Hand

Charm Person

Conjuration cantrip
Casting Time: 1 action
Range: 30 ft.
Components: V, S
Duration: 1 minute

1st-level enchantment
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 1 hour

A spectral, floating hand appears at a
point you choose within range. The hand
lasts for the duration or until you
dismiss it as an action. The hand vanishes
if it is ever more than 30 feet away from
you or if you cast this spell again.

You attempt to charm a humanoid you
can see within range. It must make a
Wisdom saving throw, and does so with
advantage if you or your companions are
fighting it. If it fails the saving throw, it
is charmed by you until the spell ends or
until you or your companions do anything
harmful to it. The charmed creature
regards you as a friendly acquaintance.
When the spell ends, the creature knows
it was charmed by you.

You can use your action to control the
hand. You can use the hand to manipulate
an object, open an unlocked door or
container, stow or retrieve an item
from an open container, or pour the
contents out of a vial. You can move the
hand up to 30 feet each time you use it.
The hand can't attack, activate magic
items, or carry more than 10 pounds.

Dancing Lights
Evocation cantrip
Casting Time: 1 action
Range: 120 ft.
Components: V, S, M
Duration: Concentration, up to 1 minute

You create up to four torch-sized lights
within range, making them appear as
torches, lanterns, or glowing orbs that
hover in the air for the duration. You
can also combine the four lights into
one glowing vaguely humanoid form of
Medium size. Whichever form you choose,
each light sheds dim light in a 10- foot
radius.
As a bonus action on your turn, you can
move the lights up to 60 feet to a new
spot within range. A light must be within
20 feet of another light created by this
spell, and a light winks out if it exceeds
the spell's range.

Fire Bolt

Disguise Self
1st-level illusion
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 1 hour

You make yourself - including your
clothing, armor, weapons, and other
belongings on your person - look
different until the spell ends or until
you use your action to dismiss it. You can
seem 1 foot shorter or taller and can
appear thin, fat, or in between. You can't
change your body type, so you must adopt
a form that has the same basic
arrangement of limbs. Otherwise, the
extent of the illusion is up to you.
The changes wrought by this spell fail to
hold up to physical inspection. For
example, if you use this spell to add a
hat to your outfit, objects pass through
the hat, and anyone who touches it would
feel nothing or would feel your head and
hair. If you use this spell to appear
thinner than you are, the hand of
someone who reaches out to touch you
would bump into you while it was
seemingly still in midair.

Evocation cantrip
Casting Time: 1 action
Range: 120 ft.
Components: V, S
Duration: Instantaneous

To discern that you are disguised, a
creature can use its action to inspect
your appearance and must succeed on DC
11 Investigation check.

You hurl a mote of fire at a creature or
object within range. Make a ranged spell
attack against the target. On a hit, the
target takes 1d10 fire damage. A
flammable object hit by this spell
ignites if it isn't being worn or carried.

Feather Fall
1st-level transmutation
Casting Time: 1 reaction, which you take when
you or a creature within 60 feet of you falls
Range: 60 feet
Components: V, M
Duration: 1 minute

Choose up to five falling creatures
within range. A falling creature's rate of
descent slows to 60 feet per round until
the spell ends. If the creature lands
before the spell ends, it takes no
falling damage and can land on its feet,
and the spell ends for that creature.

