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CLASS FEATURES

Name Atk Bonus / DC | Damage & Type Notes
Psy Blades (Primary) +6 1d6+4 Psy  60°/120’. Vex
Psy Blades (Secondary) +6 1d4+4 Psy = Vex - Ad on next attack
Poison Spray +5 1d12 Poi 30’ Spell Attack
Produce Flame +5 1d8 Fire = Bonus to Produce, 60’
Light Crossbow +6 1d8+4 Pier 80’/320’ Slow (-10’)
. Rapier +6 1d8+4 Pier Vex |
=
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Expertise: Stealth, Perception
Weapon Mastery: 1) Rapier
2) Light Crossbow

Sneak Attack - 2d6

Cunning Action: Bonus action to
either Dash, Disengage, or Hide.

Steady Aim: Bonus action,
Advantage on next attack roll on
the current turn. Only if you
haven’t moved before, and speed
becomes 0 after.

Soulknife Energy Dice: (4) D6
Regain 1/SR, all/LR

Psi Knack: If you fail an ability
check using a Proficient skill or
tool, roll 1 energy die and add that
to the d20 check, potentially
turning a failure into a success.
Die only used if check succeeds.

Whispers: Magic action, choose 2
creatures. Roll 1 energy die. All

creatures can speak telepathically
for that many hours within 1 mile.
1st use after LR is free.
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being Charmed.

Darkvision - 120 ft.

Fey - Advantage on saves vs.

Trance - 4 hrs for Long Rest,
magic can’t put you to sleep.

Magic Initiate (Druid)
Two Cantrips
One 1st Lvl Spell, 1/LR
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120, 4 Orbs for 1 minute
1/LR

Rng atk, 30’, 1d12 poison

Bonus, rng atk, 60°,1d8 fire

2d8+3 Touch. 1/LR.
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