Lillith Shi – Abilities & Gear
Criminal Contact

Unknown

You have a very reliable and trustworthy contact within a seedy network
of criminals. You can get messages to and from this contact over long
distances through the use of local messengers, caravan masters,
sailors, pirates, etc. that can get it delivered in a timely manner and get
a response just as fast.

Arcane Trickster

Class Ability (Rogue)

Arcane tricksters tended to prepare for any eventuality and then winged
it, relying on their stealthiness to sneak in and use their spells to
maximum advantage, then get away quickly.

Class Ability (Rogue)

Starting at 2nd level, your quick thinking and agility allow you to move
and act quickly. You can take a bonus action on each of your turns in
combat. This action can be used only to take the Dash, Disengage, or
Hide action.

Evasion

Class Ability (Rogue)

Beginning at 7th level, you can nimbly dodge out of the way of certain
area effects, such as a red dragon's fiery breath or an ice storm spell.
When you are subjected to an effect that allows you to make a Dexterity
saving throw to take only half damage, you instead take no damage if
you succeed on the saving throw, and only half damage if you fail.

Expertise (Thieves's tools)

Class Ability (Rogue)

At 1st level, choose two of your skill proficiencies, or one of your skill
proficiencies and your proficiency with thieves' tools. Your proficiency
bonus is doubled for any ability check you make that uses either of the
chosen proficiencies.
At 6th level, you can choose two more of your proficiencies (in skills or
with thieves' tools) to gain this benefit.

Mage Hand Legerdemain

Class Ability (Rogue)

Starting at 5th level, when an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack's damage against
you.

Bag of Holding (empty)

Wondrous Item

This bag has an interior space considerably larger than its outside
dimensions, roughly 2 feet in diameter at the mouth and 4 feet deep.
The bag can hold up to 500 pounds, not exceeding a volume of 64
cubic feet. The bag weighs 15 pounds, regardless of its contents.
Retrieving an item from the bag requires an action.
If the bag is overloaded, pierced, or torn, it ruptures and is destroyed,
and its contents are scattered in the Astral Plane. If the bag is turned
inside out, its contents spill forth, unharmed, but the bag must be put
right before it can be used again. Breathing creatures inside the bag
can survive up to a number of minutes equal to 10 divided by the
number of creatures (minimum 1 minute), after which time they begin to
suffocate.
Placing a bag of holding inside an extradimensional space created by a
handy haversack, portable hole, or similar item instantly destroys both
items and opens a gate to the Astral Plane. The gate originates where
the one item was placed inside the other. Any creature within 10 feet of
the gate is sucked through it to a random location on the Astral Plane.
The gate then closes. The gate is one way only and can’t be reopened.

Class Ability (Rogue)

When you cast mage hand, you can make the spectral hand invisible,
and you can perform the following additional tasks with it:
• You can stow one object the hand is holding in a container worn or
carried by another creature.
• You can retrieve an object in a container worn or carried by another
creature.
• You can use thieves’ tools to pick locks and disarm traps at range.
You can perform one of these tasks without being noticed by a creature
if you succeed on a Dexterity (Sleight o f Hand) check contested by the
creature’s Wisdom (Perception) check.
In addition, you can use the bonus action granted by your Cunning
Action to control the hand.

Sneak Attack +4d6

Class Ability (Rogue)

In addition, you understand a set of secret signs and symbols used to
convey short, simple messages, such as whether an area is dangerous
or the territory of a thieves' guild, whether loot is nearby, or whether the
people in an area are easy marks or will provide a safe house for
thieves on the run.

Uncanny Dodge

Appears In: 5e Players Handbook

Cunning Action

Thieves' Cant

During your rogue training you learned thieves' cant, a secret mix of
dialect, jargon, and code that allows you to hide messages in seemingly
normal conversation. Only another creature that knows thieves' cant
understands such messages. It takes four times longer to convey such
a message than it does to speak the same idea plainly.

Gloves of Thievery

Wondrous Item

Gives +5 do Dexterity (Sleight of Hand) checks to pick locks. Invisible
while worn.
Appears In: 5e Dungeon Master's Guide - Beta

Winged Boots (240 charges)

Wondrous Item

While you wear these boots, you have a flying speed equal to your
walking speed. You can use the boots to fly for up to 4 hours, all at
once or in several shorter flights, each one using a minimum of 1
minute from the duration. If you are flying when the duration expires,
you descend at a rate of 30 feet per round until you land.
The boots regain 2 hours of flying capability for every 12 hours they
aren’t in use.

Class Ability (Rogue)

Beginning at 1st level, you know how to strike subtly and exploit a foe's
distraction. Once per turn, you can deal an extra 1d6 damage to one
creature you hit with an attack if you have advantage on the attack roll.
The attack must use a finesse or a ranged weapon.
You don't need advantage on the attack roll if another enemy of the
target is within 5 feet of it, that enemy isn't incapacitated, and you don't
have disadvantage on the attack roll.
The amount of the extra damage increases as you gain levels in this
class, as shown in the Sneak Attack column of the Rogue table.
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