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CLASS & LEVEL PLAYER NAME
Fairy Charlatan (Milestone)
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HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Rapier, Scimitar,
~ Shortsword, Simple Weapons, Whip
— — === TOOLS ===
ABILITY SAVE DC | Forgery Kit, Thieves' Tools
- === LANGUAGES
7 N Common, Elvish, Sylvan, Thieves’ Cant
30 ft. (Walking), 30 ft. (Flying)
A SPEED )
) 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

=== BONUS ACTIONS ===
Cunning Action

On your turn, you can take one of the following
actions as a Bonus Actions: Dash, Disengage, or
Hide.

Steady Aim
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.
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14 PASSIVE PERCEPTION Unarmed Strike +1 0 Bludgeoning
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12 PASSIVE INVESTIGATION
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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 2d6 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

| Arcane Trickster
* 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
* Spellcasting « PHB-2024 132

* Mage Hand Legerdemain « PHB-2024 133

When you cast Mage Hand, you can cast it as a Bonus
Action, and make it Invisible. You can control the hand
as a Bonus Action, and through it, you can make
Dexterity (Sleight of Hand) checks.

FAIRY SPECIES TRAITS ===

* Languages ¢ MotM 12

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 13
You are a Fey.

* Size « MotM 13
You are Small.

* Fairy Magic « MotM 13
You know the druidcraft spell.

At third level you can cast faerie fire, and at fifth level
you can cast enlarge/reduce. Once you cast either of
these spells with this trait, you cannot cast that spell
with it again until you finish a long rest. You can cast
either of these spells using any spell slots you have of
the appropriate level. Your spellcasting modifier is
either Intelligence, Wisdom, or Charisma (choose
when you select this race).

| Charisma
Charisma is your spellcasting ability for these spells

when you cast them with this trait.

* Flight « MotM 13

Because of your wings, you have a flying speed equal
to your walking speed. You can't use this flying speed
if you're wearing medium or heavy armor.

=== FEATS ===

* Charlatan Ability Score Improvements « PHB-2024
179

| Increase two scores (+2 / +1) ¢

* Skilled « free-rules 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Weapon Mastery « PHB-2024 129

| Shortbow (Vex) ¢
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Shortsword): 1 Action

| Vex (Shortbow): 1 Action

N

FEATURES & TRAITS
Leather 1 10 Ib. Rope 1 51b.
Dagger 1 1lb. Bell 1 --
Dagger 1 1lb. Tinderbox 1 1lb.
Shortbow 1 2 1b. Waterskin 1 51b.
Shortsword 1 2 1b. Hooded Lantern 1 2 |b.
Backpack 1 51b. Candle 10 -
Quiver 1 1lb. Crowbar 1 51b.
Thieves' Tools 1 11b.
Arrows 20 11b.
WEIGHT CARRIED Costume L 41b.
76 Ib. Fine Clothes 1 6 Ib.
ENCUMBERED Forgery Kit 1 51b.
120 Ib. Oil 7 7 1b.
PUSH/DRAG/LIFT Ball Bearings 1,000 2 lb.
240 |b. Rations 5 10 Ib.
EQUIPMENT )
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SPELLCASTING
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=== CANTRIPS === (At Will)
O Blade Ward Rogue -- 1A Self V,S Concenration, up to L minute - PHB-2024 247 D: 1m, V/S
QO Prestidigitation Rogue - 1A 10 ft. V,S 1 hour free-rules 307 D: 1h, V/S
QO Druidcraft Fairy Magic -- 1A 30 ft. V,S Instantaneous  PHB 236  V/S
O Mage Hand Mage Hand Legerdemain -- 1BA 30ft. V.S 1 minute free-rules 293 D: 1m, V/S
=== 1st LEVEL === 2 Slots OO
O Identify [R] Rogue - im Touch V,S,M Instantaneous free-rules 287 V/S/IM
O Shield Rogue - 1R Self V,S 1 round free-rules 316 D: 1Rnd, V/S
O Alarm [R] Rogue -- im 30 ft./20 ft. Cube V,S,M 8 hours free-rules 239 D: 8h, 20 ft. Cube, V/S/M
O Faerie Fire Fairy Magic DEX13 1A 60 ft./20 ft. Cube V Concentration, wp o1 minwte - PHB 239 1/LR, D: 1m, 20 ft. Cube, V
P Faerie Fire Fairy Magic (Always Prepared) DEX 13 1A 60 ft./20 ft. Cube V Concentration, upto 1 minute - PHB 239 D: 1m, 20 ft. Cube, V
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