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=== ROGUE FEATURES ===
* 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 4d6 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.

| 1 Bonus Action
* Roguish Archetype « PHB 96
| Inquisitive

* Ear for Deceit * XGtE 45

Whenever you make an Insight check to determine
whether a creature is lying, treat a roll of 7 or lower on
the d20 as an 8.

* Eye for Detail * XGtE 46

You can use a bonus action to make a Perception
check to spot a hidden creature or object or to make
an Investigation check to uncover or decipher clues.

| 1 Bonus Action

* Insightful Fighting « XGtE 46

As a bonus action, you can make an Insight check
against a creature you can see that isn’t incapacitated,
contested by the target’s Deception check. If you
succeed, you can use your Sneak Attack against that
target even if you don’'t have advantage on the attack
roll, but not if you have disadvantage on it for 1 minute
or until you use this feature against a different target.

| 1 Bonus 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.

| 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.

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

=== FEATS ===

* Sharpshooter « PHB 170

Attacking at long range doesn't impose disadvantage
on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

* Skulker « PHB 170

You can try to hide when you are lightly obscured from
the creature from which you are hiding. When you are
hidden from a creature and miss it with a ranged
weapon attack, making the attack doesn't reveal your
position. Dim light doesn't impose disadvantage on
your Perception checks relying on sight.

* Crossbow Expert « PHB 165

FEATURES & TRAITS
Bloodcut Leather 1 10 Ib. Crowbar 1 51b.
Entrapping Hand Crossbow 1 31b. Hammer 1 31b.
Dagger 1 1lb. Piton 10 2.51b.
Dagger 1 1lb. Lantern, Hooded 1 2 b.
Shortsword 1 21b. Oil (flask) 5 5 Ib.
Cloak of Elvenkind 1 - Rations (1 day) 8 16 Ib.
Necklace of Keys 1 - Tinderbox 1 1lb.
Backpack 1 51b Waterskin 1 51b.
Bedroll 1 71b Clothes, Fine 1 6 Ib.
WEIGHT CARRIED Bell 1 - Clothes, Traveler's 1 4 b.
97 Ib. Blanket 1 3lb Dragonchess Set 1 0.5 1b.
ENCUMBERED Ball Bearings (bag of 1,000) 1,000 2 lb.
195 Ib. Candle 5 - Cloak of Elvenkind 1 -
PUSH/DRAG/LIFT Crossbow Bolts 40 3lb.
390 Ib. String 10 -

EQUIPMENT




You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and
with a one-handed weapon, you can use a bonus
action to attack with a hand crossbow you are holding.

| Crossbow Expert Attack: 1 Bonus Action
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Pouch 1lb.
Quiver 11b.
Rope, Silk (50 feet) 51b.
Thieves' Tools 1lb.
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