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Sheila

Farmer Rogue

Human Thief

4D8 30 feet

+4

+4
+2
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Martial Weapons with the Finesse or Light property, 
Simple Weapons, Carpenter’s Tools,  

Thieves’ Tools

39

4

+4

+2
+2
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+2

+2

+4
+2

Common, Draconic, Elvish, 
Sylvan, Thieves’ Cant

Neutral Good

Shortsword +5 1D6 + 3 Piercing Finesse, Light, 
Mastery: Vex

Dagger +5 1D4 + 3 Piercing
Finesse, Light,  
Thrown (Range 20/60), 
Mastery: Nick

Shortbow +5 1D6 + 3 Piercing Ammunition (Range 
80/320), Two-Handed

Ability Score Improvement*
Lucky
Tough*

Expertise*
Sneak Attack (2D6)
Thieves’ Cant*
Weapon Mastery (Daggers,
   Shortswords)*
Cunning Action
Fast Hands
Second-Story Work
Steady Aim
Ability Score Improvement*

Resourceful
Skillful*
Versatile*
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Equipment
Cloak of Invisibility
Leather Armor
2 Daggers
Shortsword 
Shortbow
20 Arrows
Quiver
Thieves’ Tools
Burglar’s Pack
Carpenter’s Tools
Healer’s Kit
Iron Pot
Shovel
Traveler’s Clothes

A
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.

Sheila

Magic Item Attunement

Cloak of Invisibility




