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Dragonborn Gambler (Criminal)
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8 ) Standard Actions On your turn, you can take one of the following
® _*3_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, actions as a Bonus Actions: Dash, Disengage, or
L Hide, Ready, Search, Utilize, Opportunity Attack, Hide.
3
O _#3_ Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
® _*7_ Sleight of Hand DEX Interact with an Object, Study, Influence Draconic Flight « 1/ Long Rest
Once per Long Rest, you gain temporary flight for
® _*7_ Stealth DEX Breath Weapon (Cold) « 3/ Long Rest 10 minutes or until you retract the wings (no action
U CHARISMA O 1 Surival wis When you take the Attack action on your turn, you required) or have the Incapacitated condition. During
—_— can replace one attack with a breath weapon that is a that time, you have a Fly Speed equal to your Speed.
10 o) 15-ft. Cone or a 30-ft. Line that's 5 ft. wide (choose the
- shape each time). Each creature must make a DC 13 Psychic Blades
O Dex. saving throw taking 2d10 Cold damage on a After attacking with the psychic blade on your turn,
o failed save or half as much damage on a success. you can make a melee or ranged attack with a second
J— psychic blade as a Bonus Action on the same turn if
=== BONUS ACTIONS === vour other hand is free to create it. The blade vanishes
\ SKILLS J ACTIONS )
7 N
9 PASSIVE PERCEPTION Rapier +7 1d8+4 Piercing Martial, Finesse, Vex
Unarmed Strike +2 0 Bludgeoning
9 PASSIVE INSIGHT
Psychic Blades +7 1d6+4 Psychic
19 PASSIVE INVESTIGATION . .
Psychic Blades +7 1d4+4 Psychic

Darkvision 60 ft.
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=== ROGUE FEATURES ===
* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 129

Once per turn you can deal an extra 3d6 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.

| Special
* Thieves’ Cant « PHB-2024 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery « PHB-2024 129
* Cunning Action « PHB-2024 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 * PHB-2024 130

| Soulknife
* Steady Aim « PHB-2024 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

* Psionic Power »« PHB-2024 135

You harbor a wellspring of psionic energy within
yourself, represented by your Psionic Energy Dice,
which fuels powers you have from this subclass.

You have 1d8 Psionic Energy Dice, which are
expended when used. You regain one expended
Psionic Energy Die when you finish a Short Rest, and
regain all of them when you finish a Long Rest.

| Psionic Power: Psi-Bolstered Knack: Special
| Psionic Power: Psychic Whispers: 1 Action

| Psionic Power: Psionic Energy Dice: 6 / Long Rest ¢
Special

* Psychic Blades « PHB-2024 135

You can manifest blades of psychic energy. When you
take the Attack action or make an Opportunity Attack,
you can manifest a Psychic Blade in your free hand
and make the attack with that blade. The blade has the
following traits:

Weapon Category: Simple Melee

Damage on a Hit: 1d6 + the ability modifier used for
the attack Psychic damage.

Properties: Finesse, Thrown (range 60/120 ft.)
Mastery: Vex

The blade vanishes immediately after it hits or misses,
and it leaves no mark if it deals damage.

After you attack with the blade on your turn, you can
make a melee or ranged attack with a second psychic
blade as a Bonus Action, and the damage die of this

bonus attack is 1d4.
| 1 Action
| Vex (Psychic Blades): 1 Action
| 1 Bonus Action
* Ability Score Improvement « PHB-2024 130

* Cunning Strike « PHB-2024 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 15 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 15 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): No Action

| Sneak Attack: Trip (Cost: 1d6): No Action

| Sneak Attack: Withdraw (Cost: 1d6): No Action
* Uncanny Dodge * PHB-2024 131

When an attacker you can see hits you with an attack,
you can take a Reaction to halve the attack’s damage

WEIGHT CARRIED
22 Ib.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS
Thieves' Tools 1 11b.
Studded Leather 1 13 Ib.
Rapier 1 2 lb.
Scimitar 1 31b.
Scimitar 1 31b.
Dragonchess 1 --

EQUIPMENT




against you (round down).

| 1 Reaction

=== DRAGONBORN SPECIES TRAITS ===

* Creature Type « PHB-2024 187
You are a Humanoid.

* Size « PHB-2024 187
Your size is Medium.

* Speed « PHB-2024 187
Your speed is 30 ft.

* Draconic Ancestry « PHB-2024 187
You gain a breath weapon and damage resistance
with your chosen dragon type.

| White Dragon «
You have a White Dragon ancestor.

* Breath Weapon « PHB-2024 187

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 3
times per Long Rest.

| Breath Weapon (Cold) ¢
When you take the Attack action on your turn, you can

Cone or a 30-ft. Line that's 5 ft. wide (choose the
shape each time). Each creature must make a DC 13
Dex. saving throw taking 2d10 Cold damage on a
failed save or half as much damage on a success.

| 3/Long Rest ¢ 1 Action

* Damage Resistance « PHB-2024 187
You have Resistance to the damage type determined

replace one attack with a breath weapon that is a 15-ft.

by your Draconic Ancestry trait.

| Draconic Resistance (Cold) ¢
You have resistance to Cold damage.

* Darkvision « PHB-2024 187
You have Darkvision with a range of 60 ft.

* Draconic Flight « PHB-2024 187

Once per Long Rest as a Bonus Action, you gain
temporary flight for 10 minutes or until you retract the
wings (no action required) or have the Incapacitated
condition. During that time, you have a Fly Speed
equal to your Speed.

| 1/Long Rest ¢ 1 Bonus Action

=== FEATS ===

* Defensive Duelist « PHB-2024 203
Ability Score Increase. Dex. increased by 1.

Parry. If you're holding a Finesse weapon and another
creature hits you with a melee attack, you can take a
Reaction to add 3 to your AC, potentially causing the
attack to miss. You gain this bonus to your AC against
melee attacks until the start of your next turn.

| Parry: 1 Reaction
* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +3 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.

* Criminal Ability Score Improvements « PHB-2024 179

ADDITIONAL FEATURES & TRAITS

| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 129

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

| Scimitar (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.

| Vex (Rapier): 1 Action

| Nick (Scimitar): 1 Action
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Female 26 Medium 5'10" 145
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good White Scales  Pale Blue
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