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CLASS & LEVEL PLAYER NAME
Mark of Detection Half-Elf Archaeologist (Milestone)
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j === ARMOR ===
Light Armor
j === WEAPONS ===

Crossbow, Hand, Longsword, Rapier,
Shortsword, Simple Weapons

Cartographer's Tools, Thieves' Tools

=== LANGUAGES ===

Common, Draconic, Elvish, Thieves’ Cant,
Undercommon

4 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

You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

Eye for Detail
You can use a bonus action to make a Perception
check to spot a hidden creature or object or to make

Insightful Fighting

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.

=== SPECIAL ===
Sneak Attack

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

Darkvision 60 ft.
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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 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

I 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

=== MARK OF DETECTION HALF-ELF SPECIES
TRAITS ===

* Darkvision + BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can't put you to sleep.

* Ability Score Increase * ERftLW
Your Wisdom score increases by 2, and one other
ability score of your choice increases by 1.

* Deductive Intuition + ERftLW
When you make an Investigation or Insight check, you

check.

* Magical Detection « ERftLW 40

You can cast the detect magic and detect poison and
disease spells with this trait. Starting at 3rd level, you
can also cast the see invisibility spell with it.

Once you cast any of these spells with this trait, you
can’t cast that spell with it again until you finish a long
rest. Wisdom is your spellcasting ability for these
spells, and you don’t require material components for
them.

* Spells of the Mark « ERftLW 40

If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Detection Spells
table are added to the spell list of your spellcasting
class.

=== FEATS ===

* Dungeon Delver « PHB 166

You have advantage on Perception and Investigation
checks made to detect the presence of secret doors
and on saving throws made to avoid or resist traps.
You have resistance to the damage dealt by traps and
traveling at a fast pace doesn't impose the normal -5
penalty on your passive Wisdom (Perception) score.

N

FEATURES & TRAITS
Leather 1 10 Ib. Rations (1 day) 10 20 Ib.
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Dagger 1 11lb. Tinderbox 1 11b.
Rapier 1 2 1b. Torch 10 10 Ib.
Shortsword 1 21b. Waterskin 1 51b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 |b.
Lantern, Bullseye 1 21b.
Pick, Miner's 1 10 Ib.
WEIGHT CARRIED Shovel 1 5.
119.5 |b. Tent, Two-Person 1 20 Ib.
ENCUMBERED Thieves' Tools 1 11b.
120 Ib. Crowbar 1 5 Ib.
PUSH/DRAG/LIFT Hammer 1 31b.
240 Ib. Piton 10 251b.

EQUIPMENT
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=== 1st LEVEL ===
Detect Magic
Detect Poison and Disease

=== 2nd LEVEL ===
See Invisibility

Magical Detection
Magical Detection

Magical Detection

Self/30 ft. Sphere

Self/30 ft. Sphere

1A Self

SPELLS

Concentration, up to
10 minutes

Concentration, up to
10 minutes

1 hour

PHB
PHB

PHB

N

1/LR, D: 10m, 30 ft. Sphere, V/S
1/LR, D: 10m, 30 ft. Sphere, V/S/M

1/LR, D: 1h, V/S/IM
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