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15 PASSIVE WISDOM (PERCEPTION) Dagger of Warning +7 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Unarmed Strike +6 1d4+2 Bludgeoning
11 PASSIVE WISDOM (INSIGHT)
Tavern Brawler Strike +6 1d4+2 Bludgeoning
9 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 120 ft.
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FIGHTER FEATURES
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge ¢« PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest » Special
* Martial Archetype ¢« PHB 72

| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 4d8 superiority dice per short rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers ¢« PHB 74

| Disarming Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add it to the damage and to
disarm the target if it fails a STR saving throw (DC 15).

| Maneuvers: Disarming Attack: Special

| Lunging Attack « PHB
When you make a melee weapon attack on your turn,
you can expend one superiority die to add the total to
the damage roll and to increase your reach for that
attack by 5 feet.

| Maneuvers: Lunging Attack: Special

| Trip Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll,
and if the target is Large or smaller, it must make a
STR saving throw (DC 15). On failure, you knock the
target prone.

| Maneuvers: Trip Attack: Special
* Ability Score Improvement « PHB 72

ROGUE FEATURES
* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96
Once per turn, you can deal an extra 2d6 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
| 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 Detalil « 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

N

EQUIPMENT

FEATURES & TRAITS
Boots of Striding and Springing 1 - Bedroll 1 7 Ib.
Cloak of Elvenkind 1 - Mess Kit 1 11b.
Dagger of Warning 1 11b. Rations (1 day) 10 20 Ib.
Dagger 1 1lb. Rope, Hempen (50 feet) 1 10 Ib.
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 1lb. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 11b.
Dagger 1 11b.
WEIGHT CARRIED Dagger 1 11b.
108.2 Ib. Javelin 4 8 Ib.
ENCUMBERED Quarterstaff 1 4 1b.
210 Ib. Backpack 1 51b. Boots of Striding and Springing 1 -
PUSH/DRAG/LIFT Clothes, Traveler's 1 4 1b. Cloak of Elvenkind 1 -
420 Ib. Hunting Trap 1 25 Ib.
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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
=== BARBARIAN FEATURES ===
* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 2/ Long Rest ¢ 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack « PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.

* Danger Sense « PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.

=== DARK ELF (DROW) RACIAL TRAITS ===

* Keen Senses * BR 23
You have proficiency in the Perception skill.

* Fey Ancestry « BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Superior Darkvision « PHB 24
You can see in darkness (shades of gray) up to 120 ft.

* Sunlight Sensitivity « PHB 24

You have disadvantage on attack rolls and on
Perception checks that rely on sight when you, your
target, or whatever you are trying to perceive is in
direct sunlight.

* Drow Magic * PHB 24

You know the dancing lights cantrip. [3rd] You can cast
faerie fire once per long rest. [5th] You can cast the
darkness spell once per long rest. CHA is your
spellcasting ability.

* Proficiencies « BR

ADDITIONAL FEATURES & TRAITS

N
=== FEATS ===

* Tavern Brawler « PHB 170

Increase your STR or CON score by 1. You are
proficient with improvised weapons. Your unarmed
strike uses a d4 for damage. When you hit a creature
with an unarmed strike or an improvised weapon on
your turn, you can use a bonus action to attempt to
grapple the target.

| Tavern Brawler Strike: 1 Action
| Tavern Brawler Grapple: 1 Bonus Action

* 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.

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
Dancing Lights <C> Drow Magic -- 1A 120 ft. V,S,M  concenuation, upto tmine - PHB 230 D: 1m, V/SIM
=== 1st LEVEL ===
Faerie Fire <C> Drow Magic DEX 12 1A 60 ft./20 ft. Cube V Concentration, upto L minue  PHB 239 1/LR, D: 1m, 20 ft. Cube, V
===2nd LEVEL ===
Darkness <C> Drow Magic -- 1A 60 ft./15 ft. Sphere  \/,M Concenration, upto 0minwtes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
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