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Even Swap

As an action you may spend a mischief
die to cause a melee opponent to
trade an item they are holding (such as
a weapon) with one you are holding if
they fail a Dexterity saving throw.

15th Level: You
do not have be
holding an object,
you may snatch an
item away from a foe if

they fail a Dexterity save. PNk

productions

suonanpod

PNod

uiw [9A9]
39
‘Aunwiw sbewep
O pupf 8Uo saloubi
soene JnoA Ayjige siyl
Buisn Usyp :19na1 YIS L

Aulige siyy osn
0} (Juelsisal Jo)
a|geJiauINA aq 1ybiw
aineald e yolym o1 (s)adAl ebewep
21J108dS JBym MOU3 0} PSSBU JOU OP NOA
"9|geJBUINA S| 8INjeald 8y} yoiym o} 8dA}
afewep B Sem yoejje 8y} J| Se 9ylIS

0} J0 »OB}JE 8UO UO 9oueBlsIsal afewep
aloufi 0y abewep Buiesp usym aoIp
1814yosIW INOA Jo auo puads Aew NOA

IS ANjiqesauinp

Taunt

As an action you may spend one of
your mischief dice to mock and enrage
a creature. If it fails an Intelligence
saving throw, it has disadvantage on all
attacks except those against you. The
creature must be able to see and hear
you and must have a language. The
creature may make a new saving throw
at the end of each of their turns.
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) 10th Level: May
also Disengage
as a bonus action

when using
this ability.
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Plea for Help.

You may spend a mischief die to cry for
help as a bonus action. The next
creature that takes the Help action on
your behalf or uses an ability from which
you benefit gains a bonus mischeif die
which works identically to (and does not
stack with) the bardic inspiration ability.

14th Level: Any creature that assists
you before the start of your next turn,
gains a bonus die. @@m%
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Opportunist

You may spend a mischief die to add
the result to your attack roll and

damage when making an
opportunity attack.

10th Level: Bonus
damage increases to
2d8 instead of 1d10.

18th Level: Bonus
damage is 2d10.
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