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ARMOR Max HP Current HP Temp HP |
+6 10 124 --
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
19d8 + 1d10 successes O=O=0O
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Firearms, Martial Weapons, Simple Weapons
=== TOOLS ===
I — Alchemist's Supplies, Thieves' Tools
ABILITY SAVE DC |
— — === LANGUAGES ===
Common, Elvish, Primordial, Thieves’ Cant,
7 N Void Speech
30 ft. (Walking), 30 ft. (Climbing)
A SPEED )
) PROFICIENCIES & TRAINING
N\
=== ACTIONS === pocket.

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

Fast Hands: Use Magic Item
Take the Magic action to use a magic item that
requires that action.

Fast Hands: Utilize

74

SENSES

® *12 Stealth DEX === BONUS ACTIONS === Take the Utilize action to use an object.
\ CHARISMA ) 1 . Cunning Action ) )
® L Survival wis On your turn, you can take one of the following Steady Aim
15 (@) actions as a Bonus Actions: Dash, Disengage, or You give yourself Advantage on your next attack
- Hide. roll on the current turn, provided that you haven't
O moved during this turn. After you use it, your Speed is
o Fast Hands: Sleight of Hand 0 until the end of the current turn.
R Make a Dexterity (Sleight of Hand) check to pick a
lock or disarm a trap with Thieves’ Tools or to pick a === REACTIONS ===
\ SKILLS / \ ACTIONS
4 N
15 PASSIVE PERCEPTION Produce Flame +9 4d8 Fire D: 10m, V/S
9 Unarmed Strike +7 2 Bludgeoning
PASSIVE INSIGHT
19 PASSIVE INVESTIGATION
Truesight 60 ft.

'WEAPON ATTACKS & CANTRIPS
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=== ROGUE FEATURES ===

* Core Rogue Traits « free-rules 129

* Expertise  free-rules 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack  free-rules 129

Once per turn you can deal an extra 10d6 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 « free-rules 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery e free-rules 129
* Cunning Action « free-rules 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 ¢ free-rules 130

| Thief
* Steady Aim e free-rules 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

* Fast Hands e free-rules 137
As a Bonus Action you can do one of the following:

» Make a Dex. (Sleight of Hand) check to pick a lock
or disarm a trap with Thieves’ Tools or to pick a
pocket.

* Take the Utilize action or take the Magic action to
use a magic item that requires that action.

| Fast Hands: Sleight of Hand: 1 Bonus Action
| Fast Hands: Utilize: 1 Bonus Action
| Fast Hands: Use Magic Item: 1 Bonus Action

* Second-Story Work « free-rules 137
You gain the following benefits:

* You gain a Climb Speed equal to your Speed.
* You can determine your jump distance using your
Dex. rather than your Str.

* Ability Score Improvement ¢ free-rules 130

* Cunning Strike « free-rules 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 14 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 14 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 ° free-rules 131

When an attacker you can see hits you with an attack,
you can take a Reaction to halve the attack’s damage
against you (round down).

| 1 Reaction

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

* Evasion ¢ free-rules 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 « free-rules 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 ¢ free-rules 130

N

EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib. Mirror, Steel 1 0.51b.
Dagger 1 11b. Oil (flask) 1 1lb.
Dagger 1 1lb. Tinderbox 1 1lb.
Shortbow 1 2 1b. Torch 3 31b.
Shortsword 1 2 lb. Stake (Wooden) 9 --
Chest 1 25 Ib. Holy Symbol 1 -
Clothes, Common 1 31b. Oil 7 7 Ib.
Backpack 1 51b. Ball Bearings 1,000 2 |b.
Quiver 1 1lb. Rations 5 10 Ib.
WEIGHT CARRIED Thieves' Tools 1 11b. Rope 1 51b.
109.5 Ib. Arrows 20 11b. Bell 1 --
ENCUMBERED Crowbar 1 51b.
195 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Holy Water (flask) 1 11lb.
390 Ib. Manacles 1 6 Ib.
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* Supreme Sneak ¢ free-rules 137
You gain the following Cunning Strike option:

Stealth Attack (Cost: 1d6). If you have the Hide
action’s Invisible condition, this attack doesn’t end that
condition on you if you end the turn behind
Three-Quarters or Total Cover.

| Sneak Attack: Supreme Sneak (Cost: 1d6): 1
Action

*10: Ability Score Improvement « free-rules 131

* Improved Cunning Strike ¢ free-rules 131
You can use up to two Cunning Strike effects when
you deal Sneak Attack damage.

* 12: Ability Score Improvement « free-rules 130

* Use Magic Device « free-rules 137
You've learned how to maximize use of magic items,
granting you the following benefits:

« You can attune up to 4 magic items at once.

« Whenever you use a magic item property that
expends charges, roll 1d6; on a 6, you use the
property without expending charges.

« You can use any Spell Scroll, using Int. as your
spellcasting ability for the spell. If the spell is a cantrip
or level 1 spell, you can cast it reliably. If the scroll
contains a higher-level spell, you must succeed on an
Int. (Arcana) check (DC 10 + spell’s level). On a
success, you cast the spell from the scroll, on a failed
check, the scroll disintegrates.

| Use Magic Device: Charges: Special
| Use Magic Device: Scroll: Special

* Devious Strikes ¢ free-rules 131

The following effects are now among your Cunning
Strike options:

» Daze (Cost: 2d6). The target must succeed on a
DC 14 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 14 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 14 Dex. saving throw, or it has the Blinded
condition until the end of its next turn.

| Sneak Attack: Daze (Cost: 2d6): 1 Action

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

| Sneak Attack: Obscure (Cost: 3d6): 1 Action
* Slippery Mind « free-rules 131
You gain proficiency in Wisdom and Charisma saving
throws.
* 16: Ability Score Improvement  free-rules 131
* Thief's Reflexes « free-rules 137
You can take two turns during the first round of any
combat. You take your first turn at your normal
Initiative, and your second turn at your Initiative minus
10.

| 1 Action
* Elusive « free-rules 131

No attack roll can have Advantage against you unless
you have the Incapacitated condition.

ADDITIONAL FEATURES & TRAITS

* Epic Boon ¢ free-rules 131

=== BLOOD HUNTER FEATURES ===
* Hit Points » CR

* Proficiencies « CR

* Hunter's Bane * CR

You have advantage on Wisdom (Survival) checks to
track fey, fiends, or undead, and you have advantage
on Intelligence ability checks to recall information
about them.

| Hemocraft Modifier: Intelligence « CR
Your Hemocraft DC is 17.

* Blood Maledict « CR

You can invoke a blood curse a number of times per
short rest based on your level. Before it affects the
target, you can choose to amplify the curse. An
amplified curse gains an additional effect noted in the
curse's description. Amplifying a curse causes you to
take 1d4 points of necrotic damage that cannot be
reduced in any way.

Creatures that don't have blood in their bodies are
immune to blood curses, unless the curse has been
amplified.

| 1/ Short Rest » No Action

* Blood Curses * CR
Your chosen Blood Curses for use with the Blood
Maledict feature.

| Blood Curse of the Fallen Puppet  CR
When a creature you can see within 30 ft. drops to 0
HP, you can use your reaction to have that creature
make one weapon attack against a target of your
choice within its range.

N

Tinderbox
Waterskin
Hooded Lantern
Candle

Crowbar

1 1lb.
1 51b.
1 21b.
10 -

1 51b.

ADDITIONAL EQUIPMENT
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Amplify. You can first cause the cursed creature to
move up to half its speed, and grant a +3 bonus to its
attack roll.

| 1 Reaction

=== HUMAN SPECIES TRAITS ===

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages ¢ free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases ¢ free-rules

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

=== FEATS ===

* Firearm Specialist * CR

You gain proficiency with Firearms. If you roll a misfire
on an attack with a firearm, you can use your reaction
to roll a d20. If the number rolled is higher than the
weapon’s misfire score, the firearm does not misfire.
You cannot use this feature of this feat again until you
complete a short or long rest. When you use the Attack
action and attack with a one-handed weapon, you can
use a bonus action to attack with a loaded firearm with
the light property you are holding.

| 1/ Short Rest

* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +6 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.

* 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.

* Ability Score Improvement ¢ free-rules 202
Increase one ability score by 2 or two ability scores by
1.

* Savage Attacker « free-rules 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Boon of Truesight « free-rules 211
Ability Score Increase.One ability score of your choice

ADDITIONAL FEATURES & TRAITS

N

increased by 1.
Truesight. You have Truesight with a range of 60 feet.

* Magic Initiate (Druid) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Druid spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Druid
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence ¢
* 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.

| Revolver (Sap) *
Sap. If you hit a creature with a Revolver, that creature
has Disadvantage on its next attack roll before the
start of your next turn.

| Nick (Dagger): 1 Action

ADDITIONAL EQUIPMENT
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| Sap (Revolver): Special

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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Male 22 Medium 5'6 148
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Pale Red Black with whi
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/ \ e X\
=== Allies === I don’t run from evil. Evil runs from
Gods of revenge and power me.
| expect danger around every corner.
PERSONALITY TRAITS
L~ 1
[ ~"1
I'll stop the spirits that haunt me
or die trying. (Any)
IDEALS
L~ —~
[ ~"1
| keep my thoughts and discoveries in a
journal. My journal is my legacy.
BONDS
L~ —~
[N "]
| talk to spirits that no one else
can see.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
) { )\ {
/ \
Mercury lived modestly with a family of his own, or
at least that’s what he thinks. Every night he gets
nightmares of shards of memories of his haunted
past and faces he once knew, all calling out to
him. But due to his lack of memory, he can only
see their faces torn by this feeling of guilt. He
searches for power so one day no one can come
against him. Mercury is a lone wanderer searching
for power and revenge.
CHARACTER BACKSTORY ADDITIONAL NOTES /
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=== CANTRIPS === (At Will)
Produce Flame Magic Initiate (Druid) +9 1BA  Self V.S 10 minutes free-rules 308 D: 10m, V/S
Spare the Dying Magic Initiate (Druid) - 1A 15 ft. V,S Instantaneous  free-rules 318 V/S
=== 1st LEVEL ===
Earth Tremor Magic Initiate (Druid) DEX 17 1A 10 ft. V.S Instantaneous  EE 155 1/LR, VIS
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