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SHEILA

EQUIPMENT

CLoak oF INvisIBILITY
LEATHER ARMOR

2 DAGGERS
SHORTSWORD
SHORTBOW

20 ARROWS

QUuIVER

TwHieves’ TooLs
BurcLAR’s Pack
CARPENTER’s TooLs
HeaLer’s KiT
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TrAVELER’s CLOTHES

CLOAK OF INVISIBILITY
Wondrous Item, Legendary (Requires Attunement)

This cloak has 3 charges and regains 1d3 expended
charges daily at dawn. While wearing the cloak, you
can take a Magic action to pull its hood over your
head and expend 1 charge to give yourself the Invis-
ible condition for 1 hour. The effect ends early if you
pull the hood down (no action required) or cease
wearing the hood.

Magic Item Attunement
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