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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 10d6 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
| Misfortune Bringer
* Evil Eye « GHPP

As a bonus action on your turn, choose a creature you
can see within 60 ft. The chosen creature must

succeed on a DC 19 Cha. saving throw against or be
marked by your evil eye. While marked by your evil
eye, you can use Sneak Attack against the creature
even if you don’'t have advantage on the attack roll, but
not if you have disadvantage on it.

The creature remains marked by your evil eye for 1
minute or until you mark a different creature with your
evil eye, whichever comes first.

| 1 Bonus Action

* Misfortunist « GHPP
You can enact certain misfortunes, that require you to
spend jinx points to use.

* Misfortunes « GHPP
You can choose misfortunes, which require you to
spend jinx points to use.

| Curse of the Debilitated (1 point) « GHPP
When a creature marked by your evil eye takes
damage, you can use your reaction to spend 1 jinx
point and deal 1d12 necrotic damage to the creature.

| 1 Reaction

| Curse of the Inept (1 point) « GHPP
After a creature marked by your evil eye makes an
ability check or attack roll, but before the outcome is
determined, you can use your reaction to spend 1 jinx
point to make it reroll and use the lower result.

| 1 Reaction

| Curse of the Insensate (3 points) « GHPP
As an action, you can spend 3 jinx points to cause the
creature marked by your evil eye to be blinded and
deafened for 1 minute. The affected creature must
make a DC 19 Con. saving throw at the end of each of
its turns, ending this misfortune on a successful save.

N

After using this curse, the creature is no longer marked
by your evil eye.

| 1 Action

| Curse of the Maimed (2 points) * GHPP
When you hit a creature marked by your evil eye with a
weapon attack, rolling an 18 or 19 on the die, you can
use your reaction to spend 2 jinx points and turn the hit
into a critical.

| 1 Reaction

| Curse of the Plagued (1 point) « GHPP
When a creature marked by your evil eye regains HP,
you can use your reaction to spend 1 jinx point and
reduce the amount healed by half. When you do, the
creature can'’t regain any additional HP until the start of
your next turn.

| 1 Reaction

| Jinx Points: 6 / Short 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.

| 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.

* Steal Luck « GHPP

WEIGHT CARRIED
29 Ib.
ENCUMBERED

180 Ib.

PUSH/DRAG/LIFT

360 Ib.

FEATURES & TRAITS
Cloak of Invisibility 1 -
Living Armor, Studded Leather 1 13 Ib.
Crystal Shortsword 1 2 lb.
Studded Leather 1 13 Ib.
Thieves' Tools 1 11b.

Cloak of Invisibility 1 --
Living Armor, Studded Leather 1 13 Ib.
Crystal Shortsword 1 2 b.

EQUIPMENT
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Whenever a creature you can see within 30 ft. of you
makes an ability check, attack roll, or saving throw with
advantage, you can use your reaction to remove
advantage from the roll and regain one expended jinx
point.

You can use this feature 3 time(s) per short or long
rest.

| 3/ Short Rest « 1 Reaction

* 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.

| Special

* Curse Caster « GHPP
You can use an action and spend 3 jinx points to cast
bestow curse using Cha. as your spellcasting ability.

* Blindsense « PHB 96
If you are able to hear, you are aware of the location of
any hidden or invisible creature within 10 ft. of you.

* Slippery Mind « PHB 96
You gain proficiency in Wisdom saving throws.

* Improved Steal Luck « GHPP
You can use the Steal Luck feature three times,
regaining all uses when you finish a short or long rest.

* Elusive « PHB 96
No attack roll has advantage against you while you
aren’t incapacitated.

* Stroke of Luck « PHB 97

Once per short rest, if your attack misses a target
within range, you can turn the miss into a hit.
Alternatively, if you fail an ability check, you can treat

the d20 roll as a 20.

| 1/ Short Rest « Special

=== THE DISEMBODIED SPECIES TRAITS ===

* Age » GHPP

You mature at a slower rate than your humanoid
equivalent and have a drastically higher life
expectancy, with not a single disembodied having
passed from old age.

* Alignment « GHPP
The disembodied tend towards no particular
alignments.

* Size « GHPP

You posses the height of your former humanoid self,
but your weight is reduced to a quarter of your original
weight. Your size is the same as your origin species.

* Speed « GHPP
Your speed is 30 ft.

* Fade Away * GHPP

Once per long rest, you can fade from the Material
Realm and into the ethereal plane for 1 minute, or until
you use a bonus action to end it. While faded, you
cannot interact with or be affected by effects on the
Material Plane, including spells and creatures. You can
move and hear as normal, and see everything in
shades of grey.

When the effect ends, you reappear in the Material
Plane in the closest unoccupied space from where you
disappeared.

| Fade Away: Disappear: 1/ Long Rest « 1 Action

| Fade Away: Reappear: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

* Arcane Origins * GHPP

* Planar Outcast * GHPP

Once per day, you may cast the feather fall spell. At
3rd level, you may cast the blur spell. At 5th level, you
may cast the blink spell. Intelligence is your
spellcasting ability for these spells.

* Languages * GHPP
You can speak, read, and write two languages of your
choice.

=== FEATS ===

* Fey Touched » TCoE 79
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the misty step spell and one 1st-level spell
of your choice from the divination or enchantment
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.

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

* Skulker « PHB-2024 208
Ability Score Increase. Dex. increased by 1.

Blindsight. You have Blindsight with a range of 10 ft.
Fog of War. You exploit the distractions of battle,

gaining Advantage on any Dexterity (Stealth) check
you make as part of the Hide action during combat.

ADDITIONAL EQUIPMENT
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Sniper. If you make an attack roll while hidden and the
roll misses, making the attack roll doesn't reveal your
location.

* Piercer « PHB-2024 206
Ability Score Increase. Str. or Dex. increased by 1.

Puncture. Once per turn, when you hit a creature with
an attack that deals Piercing damage, you can reroll
one of the attack's damage dice, and you must use the
new roll.

Enhanced Critical. When you score a Critical Hit that
deals Piercing damage to a creature, you can roll one
additional damage die when determining the extra
Piercing damage the target takes.

* Boon of Combat Prowess ¢ free-rules 210
Ability Score Increase. One ability score of your choice
increased by 1.

Peerless Aim. Once per turn, when you miss an attack
roll, you can hit instead.

* Lucky « PHB-2024 201

Luck Points. You have 6 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 6 / Long Rest « Special

* Merchant Ability Score Improvements « PHB-2024
182

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== 1st LEVEL ===
O Hex Fey Touched -- 1BA 90 ft. V,S,M  Concentration, upto 1hour  PHB 251 1/LR, D: 1h, VISIM
QO Feather Fall Planar Outcast - 1R Self/60 ft. V.M 1 minute PHB 239 1/LR, D: 1m, V/IM
===2nd LEVEL ===
O Misty Step Fey Touched -- 1BA  Self \% Instantaneous  PHB 260  1/LR,V
O Blur Planar Outcast - 1A Self \Y Concenuation, po 1mine - PHB 219 1/LR, D: 1m, V
=== 3rd LEVEL ===
O Blink Planar Outcast - 1A Self V.S 1 minute PHB 219 1/LR,D:1m,V/S
O Bestow Curse Misfortunes wIS19 1A Touch V.S Concenuaiion, upto tminte - PHB 218 D: 1m, V/S
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