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Random Powell September 3, 2022The Arcane Trickster has been a popular archetype since its inception. The primary drawback of being an arcane magic user is being both frail and conspicuous. Arcane Trickster fixes one of those problems by making you much less conspicuous at the expense of not being a full caster. While that’s definitely a steep
price, the unique abilities granted by the subclass are worth it for many players, especially the ability to do neat stuff with Mage Hand. Veterans of 3.5 will also notice that the entire spellthief class has been rolled into the level 17 ability for Arcane Tricksters, which feels pretty appropriate for how little play that class saw.This subclass will let you live
out the fantasy of using magic on unsuspecting persons to perform both light-hearted shenanigans and also straight up murder. Remember that, much like the Eldritch Knight, you don’t play like a spellcaster. You play like a Rogue that happens to have magical capacities.We also recommend our Rogue Spell List Breakdown which is used exclusively
for arcane tricksters.Table of ContentsRPGBOT uses the color coding scheme which has become common among Pathfinder build handbooks, which is simple to understand and easy to read at a glance.Red: Bad, useless options, or options which are extremely situational. Nearly never useful.Orange: OK options, or useful options that only apply in rare
circumstances. Useful sometimes.Green: Good options. Useful often.Blue: Fantastic options, often essential to the function of your character. Useful very frequently.We will not include 3rd-party content, including content from DMs Guild, in handbooks for official content because we can’t assume that your game will allow 3rd-party content or
homebrew. We also won’t cover Unearthed Arcana content because it’s not finalized, and we can’t guarantee that it will be available to you in your games.The advice offered below is based on the current State of the 2014 DnD 5e Character Optimization Meta as of when the article was last updated. Keep in mind that the state of the meta periodically
changes as new source materials are released, and the article will be updated accordingly as time allows.Spellcasting: The Arcane Tricksters defining feature. You’'re limited almost exclusively to Enchantment and Illusion spells for your leveled spells, but both of those schools work very well for Arcane Tricksters. When selecting spells, remember that
Sneak Attack requires Dexterity-based weapon attacks, so you can’t apply it to spell attacks. Instead, you’ll generally rely on spells like Booming Blade and Shadow Blade.For help selecting spells, see our Rogue Spell List Breakdown.Mage Hand Legerdemain: Controlling the hand as a Bonus Action means that you can pick locks and pick pockets
while you’'re doing other things like fighting or casting other spells, and, since the hand is invisible, you can send it off to do those things unnoticed while you and your allies are busy hiding, fighting, carousing, or whatever else you do with your day.Magical Ambush: Since your spell DC likely won’t be as good as that of a dedicated spellcaster, this
can really do a lot to improve the reliability of your spells. I'm still nervous to recommend spells which require saving throws as a go-to option for the Arcane Trickster, but mathematically it makes sense. Disadvantage works out to slightly more than a -3 penalty, so if your Intelligence is 14 or higher your spells can be roughly as reliable as those of a
wizard with 20 Intelligence.Versatile Trickster: Advantage allows you to Sneak Attack the target, which is primary appeal of Versatile Trickster. However, it has some problematic limitations due to the limitations of Mage Hand.Mage Hand takes an action to cast, and with a 1-minute duration you’'re likely going to do that in combat or while at a safe
distance before rushing the move the hand into wherever you’'re expecting a fight. This could be neatly solved by allowing the Arcane Trickster to cast Mage Hand as a Bonus Action, but that’s not the world we live in and a feat or class dip to get Quickened Spell is too expensive to justify.Once your Mage Hand is up, you need to keep the hand in
range of your target. You can use your Cunning Action to move the hand thanks to Legerdemain, and enemies won’t know that you’'re doing so since the hand is invisible. However, this means not using Cunning Action, Steady Aim, or two-weapon fighting, and you also can’t activate the Advantage effect the same turn. If your enemy moves even
slightly, they’ll be out of range of your hand and you’ll be forced to move it again. In effect, your Bonus Action is monopolized by having your hand chase enemies around so that you can sometimes get Advantage. And that’s to say nothing of the Mage Hand disappearing if it’s ever more than 30 feet away from you.At best, this is redundant with the
Steady Aim class feature, and since most rogues only make one attack per turn, they have the same benefit. You could use Versatile Trickster with spell attacks like Scorching Ray, but hitting with Sneak Attack is less expensive and deals comparable damage so that’s generally a bad combination. You’'re much more likely to use your hand to get
Advantage before attacking when you can’t be invisible or hidden for whatever reason, and if your DM doesn’t allow you to use Steady Aim.Spell Thief: The obvious use is to steal spells from enemy spellcasters, but, in a game when you might go several levels without seeing a spellcaster, a better option may be to “steal” spells from your party’s other
spellcasters. Unfortunately, this is difficult since they’re unlikely to fail the save and it robs your ally of their known/prepared spell for 8 hours, so while it’s a more reliable source it’s also very difficult and costly.Str: Dump.Dex: The defining ability for Rogues.Con: As two of our best spells require melee range, we’d like the hitpoints to not die when
our penchant for removing vital organs makes things angry at us.Int: This powers your spells and all the knowledge skills that you’ll be expected to take since your spells are keyed off it too.Wis: We’d love more of this, but Slippery Mind will help later and we don’t have the budget for it.Cha: Dump.Point BuyStandard
ArrayStr88Dex1515Con1413Int1514Wis1012Cha810Races with innate spellcasting are going to be useful both for expanding on your limited spell list and for taking advantage of Magical Ambush. The Disadvantage can make spells that use a stat you don’t have very much investment into more reliable if using a pre-Tasha’s race like any of the legacy
tieflings.Fairy from MMoM already made great Rogues and they make excellent Arcane Tricksters. Surprise someone with disadvantage on Faerie Fire and then enjoy getting free Advantage and Sneak Attacks on them for the rest of the fight. Surprise someone with a Reduce and put them in a box. It’s a good time.Yuan-Ti are another fantastic choice
both with innate Suggestion available and Advantage on saves against spells being an incredible defensive option.Unlike other Rogues who are largely SAD, we want Int high, too. This means we won’t really have space for feats except the hybrid at 4 that optimized point-buy allows for. If you're playing a Drow, Elven Accuracy is basically cheating,
especially when combined with Faerie Fire which the last half of your career will see the targets making saves against with disadvantage if you do it right.Other than that, nothing different to call out differently than other Rogues.Nothing different than any other Rogue.Nothing different than any other Rogue.This section briefly details some obvious
and enticing multiclass options, but doesn’t fully explore the broad range of multiclassing combinations. For more on multiclassing, see our Practical Guide to Multiclassing.A reminder from the Echo Knight Handbook:Fighter could also be an interesting play if you build it as a Dex-based Echo Knight. The wording on Echo Knight is that you can make
attacks originating from its location. This means that if you are hidden from your target but can still see them, the attack will have advantage, even though this is intuitively nonsense because the Echo is right next to them and actually delivering the attack. But RAW, this makes delivering sneak attacks very reliable without having to worry about party
positioning or other factors.A couple levels of Bladesinger is a good compliment. It will push your AC through the roof and help you pass Concentration saves, but it also delays your already-slow spellcasting and the level you get access to Magical Ambush, which is an incredible power spike for you. If you feel like your defenses are really struggling
after level 9, though, this can help.If you're willing to dip 3 levels, you can become SAD as an Artificer by becoming either an Armorer or a Battle Smith which would let you pump Int over Dex, doubly so if you do Armorer and choose infiltrator and wear a breastplate so you can leave Dex at 14 without feeling bad. Battle Smith would give you a
companion that you can order to move around that will let you qualify for Sneak Attack without putting another PC in harm’s way.Stories of fae trickery have been around since there have been stories. We decide to make those stories come to life in a horrifyingly stabby fashion. “You cannot call me short-statured. I am of the size of a fairy.”-Tinker
BellWith no multiclassing shenanigans in handbooks, stats mirror the recommendations above.BaselncreasedStr88Dex1517Con1414Int1516Wis1010Cha88Fairy. It’s good for all the reasons described above, and we take the hit-and-run tactics Rogues are great at because of Cunning Action to new heights.As we already do Rogue things very well and
we want to lean into the high Int, so we take Haunted One for Arcana and History as well as a free Monster Hunter’s kit. We keep one language (Draconic) and trade the other for proficiency with a Forgery Kit.Being a Rogue, we get a lot of these. We take proficiency in Perception, Stealth, Investigation, and Sleight of Hand at first level (as well as the
free Thieves’ Tools). Arcana, History, and Forgery Kit come from Haunted One as mentioned above, and then at level 4 we’ll take Skill Expert to round out whatever you feel like your party needs. That could be both the proficiency and expertise in Persuasion if you’'re lacking a Face, split the proficiency into another Int skill if you’'re lacking a
Druid/Ranger/Cleric/Paladin but still put the expertise into something you care about more, etc.For expertise from the class, we’ll start with Thieves’ Tools and Stealth, then the feat at 4 is flexible (Sleight of Hand is another excellent choice given that we will have just gained Mage Hand Legerdemain). At 6, if we haven’t already taken Sleight of
Hand, do that. Either way, take Investigation.Skill Expert at 4 and a Dex ASI at 8 are no surprise. Since Rogues get an extra ASI compared to most classes, 10 is Fey Touched which we completely ignore the irony of. 12 is Resilient (Con) now that we have Concentration spells we care about maintaining. 16 is Shadow Touched for yet more spells and
rounding Int up to 18, and finally 19 sees us taking Chef to round out Con while also providing party utility (definitely eat the food made by the Fae, this is a great idea).LevelFeatures and FeatsNotes and TacticsRogue OneExpertiseThieves CantSneak AttackExpertise in Stealth and Thieves’ Tools at first level are what make the Rogue incredible at the
exploration pillar, and Sneak Attack is their big contribution to combat.For starting equipment, take the leather armor, rapier, shortbow, and the burglar’s pack. Make a point of using the pitons to hammer yourself a little hammock somewhere every night to sleep in.In combat, we’re going to put the fact that we can fly to good use to keep us alive at a
level where we only have 10hp. Stay flying out of things’ reach and, if on your turn there’s no targets you can sneak attack, prepare an action to shoot a hostile creature as soon as your party members are adjacent to one.2Cunning ActionNow you have the option to duck in and out of melee. Your first turn should be flying to 15 feet over something’s
head and preparing an action to shoot it when someone gets close. On your second turn, drop the bow, draw your rapier as you fly down, stab your target, bonus action disengage, and fly 15 feet back up. Rinse and repeat as necessary.3Cantrips:- Mage Hand- Booming Blade- Light/PrestidigitationSpells:- Silvery Barbs- Silent Image- Find
FamiliarMage Hand LegerdemainWe get Mage Hand because it’s required by the class, but we’d want it anyway. Now we can open doors and disarm traps from 30 feet away so that, if it explodes, it doesn’t catch us in the blast. As you don’t have Darkvision, take Light if no one else has already or Prestidigitation if they have. We then round out our
cantrips with the only attack we’ll ever do again unless we need our bow: Booming Blade. It can apply sneak attack and, because we’re spending our bonus action to disengage and move straight up, nothing that can’t fly will be able to retaliate.“But Random”, you say, “how will that help our party member who had to be next to them so we can sneak
attack?” Fear not. Find Familiar was going to be on this list anyway because the familiar can take the Help action to grant you advantage on any skill check you make during exploration. But, if you take your fey poisonous snake (yes, I am aware it’s actually venomous and not poisonous, blame WOTC) spirit and wear it like a scarf, it is now a creature
that your melee target will perceive as an enemy that is adjacent to your melee target at the time you make the attack which fulfills all the prerequisites for Sneak Attack. I fully realize that this is even bigger cheese than what I was using a familiar for over in the Ancestral Guardian handbook, but, RAW, it works.DM not letting you get away with
that? I kinda don’t blame them. How about instead you ask one of your full spellcasters to use a save-based cantrip, have your target succeed on their save or on an attack roll sometime during the round, Silvery Barbs that success and target yourself with the second half, thus granting advantage and therefore Sneak Attack on your next Booming
Blade.Silent Image is the last leveled spell we take at this level and is great for summoning an illusory box to hide in in midair. Consider this very cheap combat invisibility. You’ll be able to see through it, but enemies won’t unless they spend an action trying to beat your save DC with a likely-unmodified Intelligence check. That means you roll with
Advantage and, again, Sneak Attack.Remember that you also get one free cast of Faerie Fire as well as getting to use spell slots to recast if you wish. Put it on something lumbering and likely to fail the Dex save and then no cheese is required.4Skill Expert (Dex)Spell:- Illusory ScriptWe discussed some options for Skill Expert in the Feats section of the
example build introduction.As far as spells go, I can’t think of a spell that suits a Rogue with Forgery Kit proficiency better than this.5Uncanny Dodgel’m not sure what’s going to be hitting you with attacks given our tactics and most level-appropriate enemies’ lack of flight, but here’s another thing for your Reaction to do when it’s not Silvery
Barbs.Also remember that we get a free daily use of Enlarge/Reduce here. We don’t have slots to recast it yet, but you can either do hilarious things like make yourself tiny and therefore weigh approximately 8 pounds which will let you stand on your invisible Mage Hand, or do normal things like make your Defender larger and better able to perform
area control.6ExpertiseRefer again to the skill section above.7EvasionSpell:- Phantasmal ForcePhantasmal Force is just an incredible spell. Int saves are low enough that, even a point behind the Fundamental Math, your save DC is likely to work and, unlike many other long-term disables, it has no ongoing save. Once again, the target can try to spend
its Action investigating to break the illusion, but what creature is going to investigate the animated bands of iron painfully crushing it into the floor? Even if it does, that’s now an Int check against your save DC.8ASI Dex 18 -> 20Spell:- See TextThere are several good choices for your spell here and it’s really going to come down to what your
campaign needs. If you're trying to be sneaky in the dark and you haven’t been able to pick up some Goggles of Night, Darkvision will do you wonders here. You’'re also getting into the levels where resistance to non-magical damage is going to be more common. If you haven’t found a magic weapon by now, take Magic Weapon to fix that problem. If
neither of those things are true, Web is one of the best area denial spells in the game, especially because of what we’re going to get at next level9Magical AmbushThis doesn’t change your tactics very much, but it certainly makes you way better at dropping those save-or-sucks prior to or at the very beginning of combat. As mentioned above, this is
mathematically a -3.5 on their save roll which means you’'re actually ahead of where full casters would be when you’re ambushing magically.10Fey Touched (Int)Cantrip:- Prestidigitation/Mind SliverThe reason we didn’t pick up Misty Step at level 8 despite it being incredible is that we get it here as part of a feat. While we’re at it, we’'re going to grab
Hex for the 1st-level spell from Fey Touched. The additional damage is fine, but mostly we want it for the fact that it’s a way to give someone Disadvantage on all checks using a chosen stat and there’s no defense against it. If you're willing to spend a 3rd-level spell slot on it, cast it on a rat and kill the rat at the start of the day so that you can carry it
with you since the bonus action to reapply doesn’t take any components. You can just decide that the person you're trying to bluff is bad at wisdom (insight) checks, or the guard you’re trying to sneak past is bad at wisdom (perception) checks or even the mayor candidate you want to lose the debate is bad at charisma (persuasion) checks. Really a lot
of possibilities there.We’ve been sad about the lack of Minor Wish on our spell list, so now we get to add it if we didn’t take it at first level. If you did already have it, take Mind Sliver instead so that you can help your spells land if you need to have something make a save after the first turn.11Reliable TalentSpells:- InvisibilityWhile your Stealth check
is now a minimum of 23, there are times when being invisible is too good to leave to chance.Speaking of 23, that’s actually the floor for any Dex-based check you have expertise in which, as a reminder, is 4 things including Thieves’ Tools.12Resilient (Con)Adding a +4 to your Con saves is going to go a long way to helping you maintain Concentration.
At this point, it’s better mathematically than Warcaster, plus you’'re so rarely in a place to make Opportunity Attacks that you don’t need it to be replaced with a Booming Blade, and you have a free hand for components since you aren’t using a shield or two-weapon fighting.13Spells:- Major ImageVersatile TricksterMajor Image is an incredible tool
for taking your creativity and applying it to the world. We also don’t need to take Enemies Abound or Hypnotic Pattern because we already have excellent single-target and AoE disables that are lower level, so mostly you’ll be using your 3rd level slots to upcast until you hit 14.Versatile Trickster is there in case your DM has been unhappy with your
snakescarf cheese, but is otherwise irrelevant since we don’t need the help Sneak Attacking and since we’d much rather use our Cunning Action to Disengage.14BlindsenseSpells:- HasteWhile it’s nice that this blindsense is always on, you’'ve had the ability to use 10-foot blindsense since level 3 because you can just inhabit your familiar’s senses
(poisonous snake has 10-foot blindsight). It is nice that this version doesn’t remove your own hearing and sight though.We are the only Rogue that doesn’t need outside help to do the Rogue+Haste trick. Cast Haste on yourself. This turn, attack with the additional Action, applying Sneak Attack. Next turn, use the additional Action to apply Sneak
Attack and then Ready your real Action to Attack again as soon as whatever you're next to does literally anything. Now you’re on a different turn and get to apply Sneak Attack again.15Slippery MindNow you're proficient in the big three saves.16Shadow Touched (Int)Retrain spell:Invisibility -> Mirror ImageSpells:- Hypnotic PatternShadow Touched
rounds out our Int to 18 and will give us Disguise Self in addition to the Invisibility it comes with. That, combined with Enlarge from our race, can let us appear as any medium creature for the purpose of doing Rogue blending-in things.Mirror Image is another great defensive layer if we’'re feeling threatened and it doesn’t require
Concentration.Hypnotic Pattern is different area control than Web, but, importantly, it’s also bigger and it’s one of the few good options we have at this level.17Spell ThiefSadly, because this uses your Reaction, you can’t Spell Thief someone and then Silvery Barbs them if they succeed.18ElusiveA fantastic passive defensive buff.19Chef (Con)Spells:-
Greater InvisibilityChef up some tasty treats as often as possible so you can spread the temp HP and enjoy your Con going up to 16.Finally, Greater Invisibility. Unfortunately, at this point, Truesight is distressingly common on level-appropriate monsters, so don’t rely on this before you’re sure it’ll actually do what you want it to. But it’s still very good.
If you’'re really not loving it (especially as we always have regular Invisibility thanks to Shadow Touched), replace this with Hallucinatory Terrain which is one of the coolest spells in the game.20Stroke of LuckSpells:- See textStroke of Luck is a nice safety net.For spells at this level, remember that it can be any school. Polymorph, Black Tentacles, and
Dimension Door are all excellent choices depending on what you feel you need. Stone Shape is available if none of your full casters have it. If you're short on bodies, grab Conjure Elemental and summon a pile of distractions. There aren’t many bad choices here.Random Powell. RPGBOT.Podcast co-host and RPGBOT contributing author. Random
started playing D&D around 2003 and met Tyler just a couple years later. Thousands of hours of play and theorycrafting later (much of it with Tyler), he was grateful to be offered an outlet to exorcise some of the head full of characters and imagined arguments with DMs about how semantics relate to spell effects. We’ve completed our second full
rotation of the twelve classes in the Player’s Handbook, not to mention taken a deep dive into the first 5 levels of D&D’s thirteenth class, the inventive and arcane Artificer! This wave of the Class 101 series will appraise every subclass within the Player’s Handbook and break down each subclass’s strengths, weaknesses, thematic elements, and
everything else a player would want to know before playing that subclass. Because of this, you will need to own the Player’s Handbook (or purchase the subclass a la carte on the Marketplace) in order to make full use of this series. Rogues rely upon clever tricks, careful positioning, and a healthy dose of rakish charm to survive in a world of magic
and monsters. Some rogues, rather than developing their remarkable physical abilities, learn to use illusion and enchantment magic to enhance their talents. These rogues, armed with a game-changing sliver of arcane power, trick monsters, confound authorities, and laugh in the face of anyone who thinks that bars, shackles, or locks can keep them
out of trouble for more than an instant. Check out the other guides in the Class 101 series, like the broad overview of the rogue class in Rogue 101: A Beginner’s Guide to Stealth and Subterfuge, Rogue 101: Thief, and Rogue 101: Assassin. If you're interested in playing other classes, check out the entire Class 101 series. Story of the Arcane Trickster
“Can you work any faster?” hissed the bugbear. The hunched, furry creature peered into the rafters of the cellblock, his cat-like yellow eyes revealing the tiny gnome rogue perched high above the floor. “Be quiet! And don’t rush me,” hissed the rogue in response. A lockpick hovered in the air in front of the bugbear’s cell, held by a faint, spectral
outline of a debonair white glove. Up in the rafters, the gnome slowly mimed inserting the lockpick into the lock, and his mage hand matched his every tentative motion. The bugbear quietly grabbed the bars of his cell in eager frustration as the lockpick began to slowly tap the tumblers within the lock. “Light, mate,” the bugbear whispered, a
movement at the end of the cellblock having caught his eye. The light of a torch was coming down the stairwell at the far end of the hallway—a guard was coming down on their patrol. “Just a second longer,” whispered the Arcane Trickster, sweat beading upon his tiny brow. “You know how hard it is to pick a lock when you can’t actually feel the
tumblers?” “You don’t get this done, the hangman’s gonna make sure you don’t feel nothin’ again. You’'ve done this a thousand times, mate! I know you can—" Click. A delighted smile lit up the Arcane Trickster’s face, and he swiftly recalled his thieves’ tools to his physical hands. The bugbear smirked, proud as ever of his partner in crime, and quietly
opened his cell door. A moment later, he had scrambled his lithe, muscular body up into the rafters with remarkable agility, and silently motioned for his friend to escape the way he’d come. Another perfect jailbreak—and the City Watch would be flummoxed once again by his miraculous escape. Arcane Trickster Features Arcane Tricksters
supplement their more typical roguish abilities with a smattering of magic. The rogue gains access to four subclass features, but many of them skew late. Though you gain access to the first at 3rd—and you gain new spells throughout your adventuring career—you must wait until 9th for your next, with your final two features eventually coming at 13th
and 17th level. You can read all of the Arcane Trickster features in the Player’s Handbook. In summary, your subclass features allow you to: Cast a small number of spells from the enchantment and illusion schools (plus an even smaller number from any spell school) Use mage hand to manipulate objects with roguish precision Ambush creatures with
your spells Distract targets with your mage hand Steal other spellcasters’ spells when they cast them at you Benefits of the Arcane Trickster Rogues who become Arcane Tricksters focus their magical studies in the schools of illusion and enchantment. These two schools dovetail perfectly with what rogues do best: misleading and evading other people.
The rogue class itself is slightly lacking in social buffs to this largely stealth and damage-focused class (though a rogue could very easily become proficient in the Persuasion skill and even apply Expertise to it, for a wickedly high Charisma [Persuasion] check), but the Arcane Trickster subclass gives the rogue a small-but-potent arsenal of spells that
can improve their social chops. They can learn any spell from the wizard spell list, provided they come from these two schools, including spells from sources like Xanathar’s Guide to Everything or Acquisitions Incorporated, if you're using alternate sources. Acquisitions Incorporated has a number of spells that are more comedic than the usual D&D
fare, but that fit the tone of the Arcane Trickster subclass like a glove. This spell school restriction can feel limiting, but it’s not as bad as it seems. You’'re not a wizard who’s good with knives, you're a rogue with a few magical tricks, and you get a bunch of other benefits that wizards don’t to make up for it. If you still feel restricted, don’t forget about
the “wild card” spells that you can choose from any spell school at 3rd, 8th, 10th, and 14th level. Spells that deal raw damage are appealing, but generally unnecessary—you get powerful Sneak Attack already! Generally, good out-of-school spells to pick are ones that improve your mobility (like misty step or spider climb), give you greater utility (like
rope trick), make it easier to Sneak Attack foes (like blindness/deafness), or that give you new ways to make attacks that can benefit from your Sneak Attack (like magic weapon). Lastly is a funky ability that crops up three times in this subclass’s design: the mage hand cantrip. You are a master of using this minor telekinetic ability, and can eventually
do everything from picking locks with it to distracting enemies. It seems like a small benefit, but using mage hand to improve the range of your day-to-day rogue skills like picking locks, disarming traps, and stealing items can be incredibly powerful. These abilities are situational—you’ll need to have a DM that includes encounters where you have to
disable devices under time pressure or suboptimal conditions—but they allow you to succeed wildly against otherwise insurmountable obstacles. Drawbacks of the Arcane Trickster Even though I just encouraged you to reframe your perspective on only being able to cast spells from the enchantment and illusion schools of magic, there’s no denying
that it is a limitation. It’s there for a reason, and the game design behind it is solid, but there’s no denying the Arcane Trickster would be less confusing and just a bit more fun to play if you could choose any wizard spell, not just ones from two specific schools—with a tiny number of “wild card” exceptions. There are a lot of spells that would be great
for a rogue to know, and they aren’t all in these two schools. Many of the spells listed above, like spider climb, rope trick, and magic weapon come from the transmutation school of magic. A quick look at the list of transmutation spells available to wizards (and thus, Arcane Tricksters) reveals that there are a lot of incredibly roguish spells Arcane
Tricksters miss out on by being locked out of this school. Feather fall, alter self, and blink, just to name a few. If you’'re not in love with the spells available to you in either the illusion or enchantment school, consider asking your DM to let you swap one of those schools out with transmutation—this isn’t an upgrade, but a sidegrade, giving you a set of
different options that are still roughly equivalent in power to the options you had before. Once you’'ve come to terms with your spell selection, you may be a little shocked by the similarly low number of times per day you can cast your spells. These spells are here to supplement your existing roguish abilities, not supersede them. Don’t be afraid to use
them, but try not to spend your precious spell slots recklessly. Sometimes, lurking in the shadows and using Sneak Attack is your best option. Suggested Build Like most classes in D&D, the rogue doesn’t choose their subclass until 3rd level. If you’'re playing a rogue from 1st level and think you want to become an Arcane Trickster later, you should
choose a race that improves your Dexterity score (and perhaps also your Intelligence score). You're a rogue first and a spellcaster second, but that spellcasting isn’t unimportant, either! High elves make excellent Arcane Tricksters, thanks to their perfect ability score bonuses and their innately learned spellcasting abilities. Forest gnomes flip the
ability scores on their head a bit, but still give a hearty bonus to both your important ability scores, a useful illusion cantrip, and their small size can also come in handy when trying to stay hidden. And, as usual, humans are excellent jacks-of-all-trades, particularly when you use the variant human that grants you a free feat at 1st level. As usual, your
character’s background is up to you. You can come up with all sorts of interesting stories and quirky characters by pairing unlikely backgrounds with the Arcane Trickster archetype. Lots of Arcane Tricksters were originally buskers or street performers, making the Entertainer or Charlatan background perfect for you. Or, perhaps you were a Sage
who always scraped by at the bottom of their class, while sneaking out every night to go drinking with your buds, away from the stodgy wizards in their ivory tower. It’s a safe bet to choose EQUIPMENT when given the choice between GOLD or EQUIPMENT during character creation. As long as you have a weapon with the Finesse trait (such as a
rapier, short sword, or dagger), and a set of thieves’ tools, you're set for life. If you plan on infiltrating residences, then a burglars’ pack will help you. Otherwise, choose a dungeoneer’s pack. Spells You gain the ability to cast spells when you choose this subclass at 3rd level. Your spell selection is quite limited—not only do you memorize spells instead
of being able to prepare them at the start of a day, but you only have a scant two 1st-level spell slots to use. While this number increases as you level up, it encourages you to reserve your spells to set up an ambush, or as a get-out-of-jail-free card when a plan goes pear-shaped. As a 3rd-level Arcane Trickster rogue, you know two cantrips from the
wizard spell list, plus mage hand. You're probably going to be using ranged or finesse weapons instead of offensive cantrips, since you can’t use Sneak Attack with spells. Because of this, you should choose cantrips like minor illusion or control flames, which prioritize utility over damage. Also at 3rd-level, you know two 1st-level enchantment or
illusion spells from the wizard spell list, and one 1st-level spell of any school from the wizard spell list. Choose these spells wisely; you can trade out one spell you know for another when you gain a level in this class, but otherwise these are permanent decisions. It’s wise to know at least one spell labeled UTILITY and one labeled SOCIAL, and choose
your third spell based on what you think your character would want to know. Note that this list only includes some spells from the Player's Handbook, so if you want to choose more unusual spells, or have other sources like Xanathar's Guide to Everything, you'll have to do a little self-directed research. This list is just here to get you started if this is
your first time playing an Arcane Trickster. Feats Once you've improved your Dexterity or Intelligence score to 18 or 20, you can increase your power with a few useful feats. The following feats are good picks for Arcane Trickster rogues, and will improve your reliability in your own desired area of expertise: Actor. The ability to disguise yourself as
someone doesn’t automatically come with the ability to impersonate them convincingly. This feat will help you get more mileage out of disguise self. Mage Slayer. Who better to kill mages than a rogue who knows all their tricks? This feat has a ton of fascinating story potential wrapped up in a tidy mechanical package. Mobile. If you aren’t interested
in taking spells that improve your mobility, investing in this feat could make all the difference in the world. Ritual Caster. Unlike wizards, you can’t cast spells as rituals as an Arcane Trickster. This feat will help you gain access to a handful of useful spells that you can cast without spending spell slots, such as find familiar. Skulker. Being able to shoot
without giving away your position is incredibly useful. The other benefits are nice, too. Spell Sniper. If you can convince your Dungeon Master to house rule that this feat lets you use Sneak Attack with your ranged spell attacks (you’'re sniping people with them, after all!), then this feat could be very useful for a truly spell-focused Arcane Trickster.
Otherwise, it’s still somewhat useful. If you want more advice for building a rogue, check out Rogue 101. Have you ever played an Arcane Trickster? What advice would you give to players that want to play this subclass? Next week, harness the power of your tempestuous bloodline in Sorcerer 101: Storm Sorcery! Create A Brand-New
Adventurer Acquire New Powers and Adventures Browse All Your D&D Content James Haeck is the lead writer for D&D Beyond, the co-author of Waterdeep: Dragon Heist, Baldur's Gate: Descent into Avernus, and the Critical Role Explorer's Guide to Wildemount, a member of the Guild Adepts, and a freelance writer for Wizards of the
Coast, the D&D Adventurers League, and other RPG companies. He lives in Seattle, Washington with his fiancée Hannah and their animal companions Mei and Marzipan. You can find him wasting time on Twitter at @jamesjhaeck. Arcane Tricksters are rogues that gain access to spells from the Wizard spell list. The spells Arcane Trickster’s learn are
mainly from the enchantment and illusion school. They are considered a half-caster, only getting spell slots up to 4th level, and have a maximum of 11 spell slots at 20th level. On top of the ability to cast spells, Arcane Tricksters gain roguish abilities to use with their spells. This includes an invisible mage hand, the ability to impose disadvantage on
spell saves when you are hidden, and the ability to steal the knowledge of other casters’ spells. Strengths Arcane Tricksters have an insane amount of utility. The amazing proficiencies and expertise offered by the Rogue class on top of their spells make them able to be of use in any situation. Also, like Eldritch Knights, Arcane Tricksters merge a
linear, martial class with the options provided by spellcasters. This can lead to more varied gameplay and more unique combat scenarios. Weaknesses Rogues are an extremely strong base class to start with. Their ability to be great at every skill, deal massive damage, and avoid damage makes them a force to be reckoned with even at a base level so
there aren’t a ton of downsides to the Arcane Tricksters. However, when compared to other Roguish Archetypes, Arcane Tricksters will lag behind in terms of raw damage output. Also, the nature of the spell casting is quite restrictive so there are better options for a sneaky caster, like bards and druids. This guide is meant as a deep dive into the
Arcane Trickster Rogue subclass. For a full overview of the Rogue class, check out our rogue 5e Guide. For our full class guides, we use the following color rating scheme: Red: Weak, unlikely to contribute to your build Orange: Situationally good, but below average Green: A solid choice Blue: A great option worth considering Sky Blue: One of the best
choices for optimization For our subclass guides, we focus mainly on the Blue and Sky Blue options, because the other options are discussed in the parent guide or other subclass guides. We also discuss options that normally would be good for a typical build, but underperform when used in a subclass. Spellcasting: Spellcasting allows you to.... cast
spells! You choose from the Wizard enchantment and illusion spells lists, which will boost your sneakiness and ability to gain advantage in combat. Your options are mainly functional rather than damage oriented, but that’s kind of the point. When you choose the subclass at 3rd level, you may choose one of your three spells from any school of magic,
and at 8th, 14th, and 20th level all spells may be chosen from any school, so choose wisely! Our recommendations for spells for the Arcane Trickster are further on down the article. Mage Hand Legerdemain: You gain the mage hand cantrip and it becomes more nimble than how other classes can use it. It can stow objects, pick pockets, and use
thieves’ tolls at range to pick locks and disarm traps. Not only is it more dexterous, but it’s also invisible and you can use your Cunning Action to control it! 9th Level Magical Ambush: If a creature can’t see you, they have disadvantage on saving throws triggered by spells you cast at them. This pairs really well with the Arcane Trickster’s affinity for
stealth and your talent for casting spells. Since you’re not a pure INT-based character, you need all the help you can get with making sure your enemies fail their saving throws. If you’re planning on casting a save-or-suck spell, like hypnotic pattern or hold person, it might be best to use your Cunning Action to Hide before casting the spell. 13th Level
Versatile Trickster: You can distract your enemies with you mage hand to gain advantage on attacks against them! This works extremely well for rogues because the can pair the advantage with Sneak Attack to produce huge damage. It should be noted that this requires your bonus action, so you are forgoing all the benefits of Cunning Action to use
this ability. It’s also worth mentioning that mage hand takes an action to cast, but isn’t concentration. So, it’s best to cast this spell before combat if able so you don’t have to waste a turn summoning your invisible hand. 17th Level Spell Thief: This is kind of a clunky ability, especially because the spell can only be 1st - 4th level, and your INT restricts
the usefulness in terms of spell save DC. When it hits, it’s a great way to not only temporarily know how to cast a useful spell, but also prevent your opponent from casting it again. The Basics of Playing an Arcane Trickster Pretty much the only way to make the D&D 5e Rogue more versatile is to give them spells. This means the Arcane Trickster can
become the ultimate build for options and utility. That said, they aren’t particularly impressive in combat. Seeing as the spells they get to choose from are primarily from the illusion and enchantment schools, there aren’t many additional options to help output damage in combat. Luckily, because they rely on DEX for their attack rolls, damage, AC,
and Stealth, rogues are quite single-ability dependent (SAD). This means that when you take the Arcane Trickster subclass, you’ll have a decent amount of resources to put into your spellcasting modifier (INT). This allows Arcane Tricksters to rely on spells that force saves against their spell save DC, unlike Eldritch Knights who try to avoid this
because of their lack of resources to pump INT. Arcane Trickster Playstyles Sneaky, Stabby Caster Arcane Tricksters are the best at taking what a Rogue already does and making them even better at it. Spells like invisibility can make you nearly undetectable, while mage hand allows you to pick pockets from 60 feet away. Your spells also play to your
strengths in combat. Hideous laughter and find familiar allow you to gain advantage more easily on your attacks, which in turn allows you to Sneak Attack more. Arcane Tricksters going for this playstyle will also love shadow blade, especially in dark environments because it provides great damage and advantage on attacks in dim light. It’s also a
finesse weapon, so you’ll have no problem dishing out Sneak Attack. If you want to use the blade cantrips, booming blade is a stellar option to combine with your ability to Disengage as a bonus action. Unfortunately, as of Tasha’s Cauldron of Everything, the blade spells no longer work with shadow blade. You'll also want to invest in blur, mirror
image, greater invisibility, or even haste to make yourself harder to hit while in the thick of it. To mitigate when you are hit, you may want to offset your ASIs so you have a decent CON, so you don’t lose concentration on your important battle spells. War Caster is another good pickup that can help with this issue. Sneaky Ranged Caster These Arcane
Tricksters will do their best to stay completely out of harms way by using ranged attacks and picking up spells and feats that support this playstyle. Sharpshooter is a must have in this case, because your spells will specifically be used to give your Rogue, therefore offsetting the negative modifier of Sharpshooter’s primary ability. Your most important
spell pickup will be find familiar when you choose the Arcane Trickster subclass at 3rd level (this will be your one spell that’s not in enchantment or illusion). The best option to choose is an owl, who can flyby your enemies and provide the Help action, thereby giving you advantage each round. Seeing as you won’t need defensive self-buffs or any other
form of advantage to trigger your Sneak Attack, you can invest the rest of your spells wherever you want. Usually, debuffs are a good option to consider, though avoid any that would drop your target prone. For your unrestricted spell picks, fireball is always a good option. As is haste because of the extra attacks. Fly can also be stellar as it allows you
to put distance between yourself and your attackers, but it can have disastrous consequences if you lose concentration mid-flight. Pure Utility These Arcane Tricksters aren’t concerned as much with combat and devote their spell pickups to creating a problem-solving master. You’ll likely want to focus on INT after you pump your DEX so you have a
high spell save DC for spells like charm person, suggestion, and disguise self. While combat isn’t much of a concern, it’s probably best to stick with ranged options, just so you don’t run into too many issues with your low CON. These builds want to prioritize getting DEX and INT to 20, which won’t leave a ton of resources for additional feats. Maxing
for Arcane Trickster Armor Class Rogues aren’t known for their defensive abilities and, unfortunately, a lot of the spells that Arcane Tricksters get access to do little for your AC. You start with light armor proficiencies, which means studded leather is your best bet. When you max your DEX, hopefully no later than 8th level, you'll have a decent AC of
17. You could use mage armor to boost your AC by 1, but that likely isn’t worth one of your precious spell slots every adventuring day. Similarly, while you could pick up shield with one of your unrestricted spell options, your Uncanny Dodge makes this spell redundant. In the early game, when you have a lower AC, mirror image is probably your best
defensive spell. Once you hit your max AC of 17, blur becomes more effective because the disadvantage makes it less likely your AC can be surpassed. The Arcane Trickster’s best defensive strategy is to stay out of sight/out of reach. Spells like booming blade can make it hard for enemies to pursue you when you hit them and Disengage.

Likewise, hideous laughter and hold person can keep enemies locked in place while you skirt around the battlefield. Damage Output The most optimal damage output for Arcane Tricksters is either a ranged build with Sharpshooter or a melee build that utilizes shadow blade. In an optimal situation, Sharpshooter with a shortbow can output 1d6 + 10
+ Sneak Attack + DEX (13.5 avg before Sneak Attack and DEX). This has the upside of not requiring additional resources beyond a feat to come online. The downsides of this method is that Sharpshooter gives you a -5 to attack rolls, so you’ll be hitting less reliably. Though, with find familiar giving you advantage every round, this is less of an issue.
Shadow blade, on the other hand, comes online a bit later (7th level at the earliest) and does 2d8 + Sneak Attack + DEX (9 avg before Sneak Attack and DEX). Seeing as it’s a light weapon, you can also offhand attack with another light weapon—preferably a shortsword. If you go for this, you’ll be forgoing your Cunning Action, but you’ll be outputting
2d8 + 1d6 + Sneak Attack + DEX (12.5 avg before Sneak Attack and DEX) each round. You'll be hitting more consistently with this method compared to the ranged method, but it comes at the cost of a 2nd-level spell + concentration each combat. Arcane Tricksters are rogues and therefore gain Ability Score Increases (ASI) at 4th, 8th, 10th, 12th,
16th, and 20th level. Because their attack rolls, damage, AC, Stealth, and Sleight of Hand all depend on DEX, it’s still an Arcane Trickster’s highest priority. After DEX has been looked after, you'll want to pump either INT or CON. INT factors into your spellcasting modifier, so most Arcane Trickster builds will want this to be reasonable. You can also
choose to ignore INT and focus entirely on CON. If you opt for this option, focus on spells that don’t require a spell attack or saving throw, like sleep, find familiar, mirror image, blur, invisibility, and haste. STR: Leave the heavy lifting to your friends. DEX: Pump DEX as it improves your AC, attack rolls, damage, and Stealth. CON: More hitpoints and
better CON saves make the Rogue less squishy. INT: This is your spellcasting modifier. A solid INT score will help your precious spell slots land more often. WIS: Can help with WIS saves and Perception. CHA: Rogues can be a good character for CHA skill checks if needed by your party. If you're using the Player’s Handbook to create your Arcane
Trickster, consider the following options: Elf: A +2 to DEX, Darkvision, and proficiency in the Perception skill. Everything here is great for Arcane Tricksters High: A free cantrip from the Wizard spell list and the INT bonus is nice for our Arcane Trickster's spellcasting. The cantrip could be minor illusion and prestidigitation are both solid
considerations for the cantrip, as are the blade cantrips. This race is best for ranged builds because you also get a proficiency with longbows, allowing us to output more damage. Wood: Wood elves give your Arcane Trickster more sneakiness and some added movement. Best for Arcane Tricksters that will be going into melee. Gnome: Darkvision, +2
bonus to INT, and resistance against magic is great for Arcane Tricksters. Deep: +1 to DEX, 120ft Darkvision, and advantage on Stealth checks in rocky terrain is perfect. Forest: +1 DEX bonus, and the minor illusion cantrip for free is a solid base to build an Arcane Trickster Halfling: The +2 DEX bonus, and Lucky make this an amazing choice for
Arcane Tricksters. Lightfoot: +1 CHA will help with face skills and the ability to hide behind larger party members can grant advantage and allow for Sneak Attack damage more often. Stout: +1 CON is solid and the poison resistance is helpful. Good for Arcane Tricksters who are going to be in the fray. Human: Variant: +1 DEX and +1 INT is a
decent base for Arcane Tricksters. The free feat and skill is another huge benefit of going with the Variant Human. Check out our feats section for a list of the best feats to choose. Unfortunately, seeing as variant humans pick up their feat at 1st level and we don't get spells till 3rd level, you can't pick up War Caster just yet. Non-Standard Races If
you're looking for more options for your Arcane Trickster outside of the standard ones offered in the Player’s Handbook, or if you're using the Customize Your Origins optional rule from Tasha’s Cauldron of Everything, here are some solid options: Aarakocra: Updated: If you want concentration-less flight without having to spend a spell-slot, this is one
of your best options. Melee Arcane Tricksters won’t get as much benefit out of this as ranged builds will, however. Air Genasi: Shocking grasp, feather fall, and levitate are all awesome spells for your Arcane Trickster. Lightning resistance, Darkvision, and an increased walking speed are the cherries on the cake. Duergar: Invisibility

and enlarge/reduce are two nice additions to your toolbox. An enhanced Darkvision and some resistances against poison and certain effects are also helpful. Fairy: The Small creature size, flight, and ability to shrink yourself even further with enlarge/reduce can lead to interesting stealth options as an Arcane Trickster. Firbolg: Updated: Detect magic,
disguise self, and invisibility are all good spells to expand your Arcane Trickster’s limited spell list. Shifter: Swiftstride Shifter: The swiftstride shifter comes with ideal an ASI spread for a Rogue, and the subrace features will make for a highly mobile build on the battlefield. Tabaxi: Tabaxi were basically made to be played with the Rogue class and
being an Arcane Trickster doesn’t change this. Skill proficiencies, climbing speed, and Darkvision all fit in perfectly. To top it all off, combining the your Cunning Action to Dash as a bonus action and the tabaxi’s Feline Agility means that a character could move up to 120 feet in a single turn while still able to make an attack! Arcane Tricksters learn
spells from the wizards spell list and are limited to the enchantment and illusion schools for most of their choices. The rules for choosing spells as an Arcane Tricksters are as follows: All of your spells must appear on the Wizard spell list and you use INT as your spellcasting ability. When you choose Arcane Tricksters at 3rd level, you can pick up three
spells. Two of these spells need to be from the enchantment or illusion school. When you gain spells, they must come from the enchantment or illusion school, except for the spells you learn at 8th, 14th, and 20th level. The spells you want your Arcane Trickster to learn are completely dependent on the playstyles we discussed in the Arcane

Tricksters Playstyles section: Sneak, Stabby: Don’t concern yourself as much with spells that needs your INT to cast. Pump your DEX, CON, and pick up War Caster. Then, focus on spells that buff your Arcane Trickster, give them advantage on attacks, or make them harder to hit, like blur, find familiar, haste, and greater invisibility. Ranged: This is a
bit more lenient because you have pumped your INT modifier to respectable levels, as opposed to of having a high CON. You can pick up a decent mix of utility (disguise self, charm person, etc), debuffs (hold person, hypnotic pattern, etc.), and offense (fireball, find familiar, haste) Utility: Pump your INT and focus on spells that will give you added
value in a variety of circumstances. Charm person, invisibility, disguise self, and fly are all great options. Spells marked with an asterik (*) are outside of the enchantment and illusion schools of magic. These can be learned at 3rd, 8th, 14th, and 20th level. Cantrip Booming Blade: This cantrip is really nice because Rogues can Disengage as a bonus
action. You can attack and run away, forcing your foe to take damage if they want to pursue you. It also triggers Sneak Attack, which makes it optimal to use in most circumstances. Green-Flame Blade: Hitting multiple enemies at once is great, but as far as blade cantrips go booming blade is the better choice for Arcane Tricksters. Still, the attack you
make as part of casting this spell triggers Sneak Attack, so it's worth it if you line enemies up right. Fire Bolt: One of the better damage dealing cantrips. Good range and damage dice, fire is one of the most resisted damage types so be careful when casting at unknown enemies. Mage Hand: This cantrip is a cornerstone feature of the Arcane Trickster.
They can use it to pick pockets, pick locks, distract enemies to gain advantage, all as a bonus action. Albeit, the spell still takes an action to cast, but doesn't require concentration. This is something that most Arcane Tricksters will want to use each initiative, if they can get it out before combat starts. Message: Rogues do often sneak ahead so they
won’t be able to communicate to the party, especially if your playgroup is disciplined about avoiding metagaming. Minor Illusion: Allows you to get creative with your sneaky nonsense. You can hide behind the illusion if you are small enough, distract enemies, and use it to relay messages. Prestidigitation: Useful in the same vein as minor illusion.
There’s just so much utility here for anything your character is trying to pull off. 1st level Charm Person: A great tool in the Rogue’s arsenal of deceptive tactics. This can be held back by your INT modifier if you don't spend the necessary resources. Find Familiar: If you choose an owl familiar, this spell can be the most broken one available to Arcane
Tricksters. Command the owl to fly down, provide a Help action (by distracting your enemy, for example), and then fly away without provoking an attack of opportunity with its Flyby ability. Help actions give you advantage on your next attack, so you guessed it....free Sneak Attacks! It’s a bit cheesy, but hey, it works. If your enemies can use ranged
attacks, expect your DM to quickly ruin your fun. Tasha’s Hideous Laughter: A nice way of incapacitating an enemy that’s causing you problems. It can also provide advantage on your attacks for Sneak Attack, as long as you're within melee range. Mage Armor: You can get +1 AC compared to studded leather, which may or may not be worth it
depending on your build. Shield: While this can prevent you getting hit, it requires your precious spell slots. Usually Uncanny Dodge will be good enough to keep your Arcane Trickster standing. Silent Image: A great spell that allows you to create something in your environment to hide behind or in, enabling Sneak Attacks. It does require
concentration, but if your concentration is broken you’re not hiding anyways. Sleep: Sleep is really good at low levels, but struggles to scale with enemy HP. Once you get to above level 5, doing non-lethal melee damage is a much more reliable way to knock enemies out. 2nd level Blur: While it requires concentration, it's a solid defensive option when
you get your AC to a respectable level. Darkvision: * If your race doesn’t come with Darkvision and your allies can’t give it to you in some way, you should take this spell. Fighting from the shadows enables your Sneak Attacks, but how are you gonna do that if you can’t see? Hold Person: * Extremely potent debuff for humanoid opponents that may be
held back by your INT modifier. Invisibility: Better sneaking, a free Sneak Attack (and probably surprise round) is well worth the 2nd-level spell slot. The 1 hour duration allows it to be useful for extended stealth missions. Misty Step: * Every class that can get it’s hands on misty step should strongly consider picking it up. Use it for lining up your
Sneak Attacks on the battlefield or to escape a sticky situation. Shadow Blade: Extra damage of a rare damage type. It also gets automatic advantage in low light, making it a solid way of pumping out Sneak Attacks. This spell is good enough to use every combat if you have the spell slots for it. Mirror Image: Decent defensive option that doesn't
require concentration. It's less potent than blur if you have a high AC, but it'll always be useful if you find yourself getting pummeled. 3rd level Fly: * Lots of utility both in and out of combat. Rogues can often find creative ways to make Fly powerful. Haste: * Haste is universally loved as one of the better buffs, and can be great for rogues since they
lack Extra Attacks. However, using your turn to buff yourself only to immediately have your concentration broken is devastating. If you're going to be running with this spell often, pick up War Caster. Hypnotic Pattern: One of the best crowd control options that come naturally as part of the Arcane Trickster's spell list. Major Image: An even better
way to create an illusion than minor illusion or silent image. There is simply so much you can do with this spell. 4th level Confusion: Decent crowd control if you find your party lacking it. Dimension Door: * Can be better than misty step depending on the situation. Greater Invisibility: The best buff a Rogue can ask for. Attacking won’t break your
invisibility, unlike its weaker counterpart. This is a must-have for all Arcane Trickster builds. Black Tentacles: * Crowd control that grants the Restrained condition, allowing you to attack with advantage for Sneak Attack. Phantasmal Killer: There is potential for loads of damage here along with the Frightened condition, but by the time you can cast
4th level spells you'll need to have a high INT for this to be effective. Rogues are tricky to multiclass because every two levels you divert to other classes, you're forgoing a bump in Sneak Attack damage. Seeing as you have no need for utility options, an Arcane Trickster multiclass is looking for increased combat prowess or more powerful
spellcasting options. You're also looking for either DEX or INT requirements, as investing in any other ability score isn’t worth it for Arcane Tricksters. Wizard Dipping one level into Wizard gives you some spells that you can cast with your INT that aren’t limited by school. The most common pickup here is find familiar. Dipping two levels into Wizard
gives you a subclass of your choice. Divination gives you Portent, making it by far the best option. Fighter A one-level dip gives you a Fighting Style. Archery is amazing for ranged builds and Defense or Dueling are great for melee builds. You also get proficiencies for all armor and shields. With your boosted DEX, you won’t want to choose medium or
heavy armor unless you find mithral splint or plate. The +2 from the shield is useful if you don’t want to go for offhand attacks. You also gain some self-healing with Second Wind. A two-level investment gets you Action Surge, which can be extremely useful when you want to cast spells and attack in the same round. Further investment into a Fighter is
going to depend on what level your campaign is going up to. Picking up the Battle Master subclass will net some awesome maneuvers, but three-levels of multiclassing will seriously start to encroach on progressing your Rogue’s capabilities. Arcane Tricksters are rogues that gain access to spells from the Wizard spell list. The spells Arcane Trickster’s
learn are mainly from the enchantment and illusion school. They are considered a half-caster, only getting spell slots up to 4th level, and have a maximum of 11 spell slots at 20th level. On top of the ability to cast spells, Arcane Tricksters gain roguish abilities to use with their spells. This includes an invisible mage hand, the ability to impose
disadvantage on spell saves when you are hidden, and the ability to steal the knowledge of other casters’ spells. Strengths Arcane Tricksters have an insane amount of utility. The amazing proficiencies and expertise offered by the Rogue class on top of their spells make them able to be of use in any situation. Also, like Eldritch Knights, Arcane
Tricksters merge a linear, martial class with the options provided by spellcasters. This can lead to more varied gameplay and more unique combat scenarios. Weaknesses Rogues are an extremely strong base class to start with. Their ability to be great at every skill, deal massive damage, and avoid damage makes them a force to be reckoned with even
at a base level so there aren’t a ton of downsides to the Arcane Tricksters. However, when compared to other Roguish Archetypes, Arcane Tricksters will lag behind in terms of raw damage output. Also, the nature of the spell casting is quite restrictive so there are better options for a sneaky caster, like bards and druids. This guide is meant as a deep
dive into the Arcane Trickster Rogue subclass. For a full overview of the Rogue class, check out our rogue 5e Guide. For our full class guides, we use the following color rating scheme: Red: Weak, unlikely to contribute to your build Orange: Situationally good, but below average Green: A solid choice Blue: A great option worth considering Sky Blue:
One of the best choices for optimization For our subclass guides, we focus mainly on the Blue and Sky Blue options, because the other options are discussed in the parent guide or other subclass guides. We also discuss options that normally would be good for a typical build, but underperform when used in a subclass. Spellcasting: Spellcasting allows
you to.... cast spells! You choose from the Wizard enchantment and illusion spells lists, which will boost your sneakiness and ability to gain advantage in combat. Your options are mainly functional rather than damage oriented, but that’s kind of the point. When you choose the subclass at 3rd level, you may choose one of your three spells from any
school of magic, and at 8th, 14th, and 20th level all spells may be chosen from any school, so choose wisely! Our recommendations for spells for the Arcane Trickster are further on down the article. Mage Hand Legerdemain: You gain the mage hand cantrip and it becomes more nimble than how other classes can use it. It can stow objects, pick
pockets, and use thieves’ tolls at range to pick locks and disarm traps. Not only is it more dexterous, but it’s also invisible and you can use your Cunning Action to control it! 9th Level Magical Ambush: If a creature can’t see you, they have disadvantage on saving throws triggered by spells you cast at them. This pairs really well with the Arcane
Trickster’s affinity for stealth and your talent for casting spells. Since you’re not a pure INT-based character, you need all the help you can get with making sure your enemies fail their saving throws. If you’'re planning on casting a save-or-suck spell, like hypnotic pattern or hold person, it might be best to use your Cunning Action to Hide before
casting the spell. 13th Level Versatile Trickster: You can distract your enemies with you mage hand to gain advantage on attacks against them! This works extremely well for rogues because the can pair the advantage with Sneak Attack to produce huge damage. It should be noted that this requires your bonus action, so you are forgoing all the
benefits of Cunning Action to use this ability. It’s also worth mentioning that mage hand takes an action to cast, but isn’t concentration. So, it’s best to cast this spell before combat if able so you don’t have to waste a turn summoning your invisible hand. 17th Level Spell Thief: This is kind of a clunky ability, especially because the spell can only be 1st
- 4th level, and your INT restricts the usefulness in terms of spell save DC. When it hits, it’s a great way to not only temporarily know how to cast a useful spell, but also prevent your opponent from casting it again. The Basics of Playing an Arcane Trickster Pretty much the only way to make the D&D 5e Rogue more versatile is to give them spells. This
means the Arcane Trickster can become the ultimate build for options and utility. That said, they aren’t particularly impressive in combat. Seeing as the spells they get to choose from are primarily from the illusion and enchantment schools, there aren’t many additional options to help output damage in combat. Luckily, because they rely on DEX for
their attack rolls, damage, AC, and Stealth, rogues are quite single-ability dependent (SAD). This means that when you take the Arcane Trickster subclass, you’ll have a decent amount of resources to put into your spellcasting modifier (INT). This allows Arcane Tricksters to rely on spells that force saves against their spell save DC, unlike Eldritch
Knights who try to avoid this because of their lack of resources to pump INT. Arcane Trickster Playstyles Sneaky, Stabby Caster Arcane Tricksters are the best at taking what a Rogue already does and making them even better at it. Spells like invisibility can make you nearly undetectable, while mage hand allows you to pick pockets from 60 feet away.
Your spells also play to your strengths in combat. Hideous laughter and find familiar allow you to gain advantage more easily on your attacks, which in turn allows you to Sneak Attack more. Arcane Tricksters going for this playstyle will also love shadow blade, especially in dark environments because it provides great damage and advantage on
attacks in dim light. It’s also a finesse weapon, so you’ll have no problem dishing out Sneak Attack. If you want to use the blade cantrips, booming blade is a stellar option to combine with your ability to Disengage as a bonus action. Unfortunately, as of Tasha’s Cauldron of Everything, the blade spells no longer work with shadow blade. You'll also want



to invest in blur, mirror image, greater invisibility, or even haste to make yourself harder to hit while in the thick of it. To mitigate when you are hit, you may want to offset your ASIs so you have a decent CON, so you don’t lose concentration on your important battle spells. War Caster is another good pickup that can help with this issue. Sneaky
Ranged Caster These Arcane Tricksters will do their best to stay completely out of harms way by using ranged attacks and picking up spells and feats that support this playstyle. Sharpshooter is a must have in this case, because your spells will specifically be used to give your Rogue, therefore offsetting the negative modifier of Sharpshooter’s primary
ability. Your most important spell pickup will be find familiar when you choose the Arcane Trickster subclass at 3rd level (this will be your one spell that’s not in enchantment or illusion). The best option to choose is an owl, who can flyby your enemies and provide the Help action, thereby giving you advantage each round. Seeing as you won’t need
defensive self-buffs or any other form of advantage to trigger your Sneak Attack, you can invest the rest of your spells wherever you want. Usually, debuffs are a good option to consider, though avoid any that would drop your target prone. For your unrestricted spell picks, fireball is always a good option. As is haste because of the extra

attacks. Fly can also be stellar as it allows you to put distance between yourself and your attackers, but it can have disastrous consequences if you lose concentration mid-flight. Pure Utility These Arcane Tricksters aren’t concerned as much with combat and devote their spell pickups to creating a problem-solving master. You'll likely want to focus on
INT after you pump your DEX so you have a high spell save DC for spells like charm person, suggestion, and disguise self. While combat isn’t much of a concern, it’s probably best to stick with ranged options, just so you don’t run into too many issues with your low CON. These builds want to prioritize getting DEX and INT to 20, which won’t leave a
ton of resources for additional feats. Maxing for Arcane Trickster Armor Class Rogues aren’t known for their defensive abilities and, unfortunately, a lot of the spells that Arcane Tricksters get access to do little for your AC. You start with light armor proficiencies, which means studded leather is your best bet. When you max your DEX, hopefully no
later than 8th level, you’ll have a decent AC of 17. You could use mage armor to boost your AC by 1, but that likely isn’t worth one of your precious spell slots every adventuring day. Similarly, while you could pick up shield with one of your unrestricted spell options, your Uncanny Dodge makes this spell redundant. In the early game, when you have a
lower AC, mirror image is probably your best defensive spell. Once you hit your max AC of 17, blur becomes more effective because the disadvantage makes it less likely your AC can be surpassed. The Arcane Trickster’s best defensive strategy is to stay out of sight/out of reach. Spells like booming blade can make it hard for enemies to pursue you
when you hit them and Disengage. Likewise, hideous laughter and hold person can keep enemies locked in place while you skirt around the battlefield. Damage Output The most optimal damage output for Arcane Tricksters is either a ranged build with Sharpshooter or a melee build that utilizes shadow blade. In an optimal situation, Sharpshooter
with a shortbow can output 1d6 + 10 + Sneak Attack + DEX (13.5 avg before Sneak Attack and DEX). This has the upside of not requiring additional resources beyond a feat to come online. The downsides of this method is that Sharpshooter gives you a -5 to attack rolls, so you'll be hitting less reliably. Though, with find familiar giving you advantage
every round, this is less of an issue. Shadow blade, on the other hand, comes online a bit later (7th level at the earliest) and does 2d8 + Sneak Attack + DEX (9 avg before Sneak Attack and DEX). Seeing as it’s a light weapon, you can also offhand attack with another light weapon—preferably a shortsword. If you go for this, you’ll be forgoing your
Cunning Action, but you’ll be outputting 2d8 + 1d6 + Sneak Attack + DEX (12.5 avg before Sneak Attack and DEX) each round. You’ll be hitting more consistently with this method compared to the ranged method, but it comes at the cost of a 2nd-level spell + concentration each combat. Arcane Tricksters are rogues and therefore gain Ability Score
Increases (ASI) at 4th, 8th, 10th, 12th, 16th, and 20th level. Because their attack rolls, damage, AC, Stealth, and Sleight of Hand all depend on DEX, it’s still an Arcane Trickster’s highest priority. After DEX has been looked after, you’ll want to pump either INT or CON. INT factors into your spellcasting modifier, so most Arcane Trickster builds will
want this to be reasonable. You can also choose to ignore INT and focus entirely on CON. If you opt for this option, focus on spells that don’t require a spell attack or saving throw, like sleep, find familiar, mirror image, blur, invisibility, and haste. STR: Leave the heavy lifting to your friends. DEX: Pump DEX as it improves your AC, attack rolls,
damage, and Stealth. CON: More hitpoints and better CON saves make the Rogue less squishy. INT: This is your spellcasting modifier. A solid INT score will help your precious spell slots land more often. WIS: Can help with WIS saves and Perception. CHA: Rogues can be a good character for CHA skill checks if needed by your party. If you're using
the Player’s Handbook to create your Arcane Trickster, consider the following options: Elf: A +2 to DEX, Darkvision, and proficiency in the Perception skill. Everything here is great for Arcane Tricksters High: A free cantrip from the Wizard spell list and the INT bonus is nice for our Arcane Trickster's spellcasting. The cantrip could be minor illusion
and prestidigitation are both solid considerations for the cantrip, as are the blade cantrips. This race is best for ranged builds because you also get a proficiency with longbows, allowing us to output more damage. Wood: Wood elves give your Arcane Trickster more sneakiness and some added movement. Best for Arcane Tricksters that will be going
into melee. Gnome: Darkvision, +2 bonus to INT, and resistance against magic is great for Arcane Tricksters. Deep: +1 to DEX, 120ft Darkvision, and advantage on Stealth checks in rocky terrain is perfect. Forest: +1 DEX bonus, and the minor illusion cantrip for free is a solid base to build an Arcane Trickster Halfling: The +2 DEX bonus, and Lucky
make this an amazing choice for Arcane Tricksters. Lightfoot: +1 CHA will help with face skills and the ability to hide behind larger party members can grant advantage and allow for Sneak Attack damage more often. Stout: +1 CON is solid and the poison resistance is helpful. Good for Arcane Tricksters who are going to be in the fray. Human:
Variant: +1 DEX and +1 INT is a decent base for Arcane Tricksters. The free feat and skill is another huge benefit of going with the Variant Human. Check out our feats section for a list of the best feats to choose. Unfortunately, seeing as variant humans pick up their feat at 1st level and we don't get spells till 3rd level, you can't pick up War Caster
just yet. Non-Standard Races If you’'re looking for more options for your Arcane Trickster outside of the standard ones offered in the Player’s Handbook, or if you're using the Customize Your Origins optional rule from Tasha’s Cauldron of Everything, here are some solid options: Aarakocra: Updated: If you want concentration-less flight without having
to spend a spell-slot, this is one of your best options. Melee Arcane Tricksters won’t get as much benefit out of this as ranged builds will, however. Air Genasi: Shocking grasp, feather fall, and levitate are all awesome spells for your Arcane Trickster. Lightning resistance, Darkvision, and an increased walking speed are the cherries on the cake.
Duergar: Invisibility and enlarge/reduce are two nice additions to your toolbox. An enhanced Darkvision and some resistances against poison and certain effects are also helpful. Fairy: The Small creature size, flight, and ability to shrink yourself even further with enlarge/reduce can lead to interesting stealth options as an Arcane Trickster. Firbolg:
Updated: Detect magic, disguise self, and invisibility are all good spells to expand your Arcane Trickster’s limited spell list. Shifter: Swiftstride Shifter: The swiftstride shifter comes with ideal an ASI spread for a Rogue, and the subrace features will make for a highly mobile build on the battlefield. Tabaxi: Tabaxi were basically made to be played with
the Rogue class and being an Arcane Trickster doesn’t change this. Skill proficiencies, climbing speed, and Darkvision all fit in perfectly. To top it all off, combining the your Cunning Action to Dash as a bonus action and the tabaxi’s Feline Agility means that a character could move up to 120 feet in a single turn while still able to make an attack!
Arcane Tricksters learn spells from the wizards spell list and are limited to the enchantment and illusion schools for most of their choices. The rules for choosing spells as an Arcane Tricksters are as follows: All of your spells must appear on the Wizard spell list and you use INT as your spellcasting ability. When you choose Arcane Tricksters at 3rd
level, you can pick up three spells. Two of these spells need to be from the enchantment or illusion school. When you gain spells, they must come from the enchantment or illusion school, except for the spells you learn at 8th, 14th, and 20th level. The spells you want your Arcane Trickster to learn are completely dependent on the playstyles we
discussed in the Arcane Tricksters Playstyles section: Sneak, Stabby: Don’t concern yourself as much with spells that needs your INT to cast. Pump your DEX, CON, and pick up War Caster. Then, focus on spells that buff your Arcane Trickster, give them advantage on attacks, or make them harder to hit, like blur, find familiar, haste, and greater
invisibility. Ranged: This is a bit more lenient because you have pumped your INT modifier to respectable levels, as opposed to of having a high CON. You can pick up a decent mix of utility (disguise self, charm person, etc), debuffs (hold person, hypnotic pattern, etc.), and offense (fireball, find familiar, haste) Utility: Pump your INT and focus on
spells that will give you added value in a variety of circumstances. Charm person, invisibility, disguise self, and fly are all great options. Spells marked with an asterik (*) are outside of the enchantment and illusion schools of magic. These can be learned at 3rd, 8th, 14th, and 20th level. Cantrip Booming Blade: This cantrip is really nice because
Rogues can Disengage as a bonus action. You can attack and run away, forcing your foe to take damage if they want to pursue you. It also triggers Sneak Attack, which makes it optimal to use in most circumstances. Green-Flame Blade: Hitting multiple enemies at once is great, but as far as blade cantrips go booming blade is the better choice for
Arcane Tricksters. Still, the attack you make as part of casting this spell triggers Sneak Attack, so it's worth it if you line enemies up right. Fire Bolt: One of the better damage dealing cantrips. Good range and damage dice, fire is one of the most resisted damage types so be careful when casting at unknown enemies. Mage Hand: This cantrip is a
cornerstone feature of the Arcane Trickster. They can use it to pick pockets, pick locks, distract enemies to gain advantage, all as a bonus action. Albeit, the spell still takes an action to cast, but doesn't require concentration. This is something that most Arcane Tricksters will want to use each initiative, if they can get it out before combat starts.
Message: Rogues do often sneak ahead so they won’t be able to communicate to the party, especially if your playgroup is disciplined about avoiding metagaming. Minor Illusion: Allows you to get creative with your sneaky nonsense. You can hide behind the illusion if you are small enough, distract enemies, and use it to relay messages.
Prestidigitation: Useful in the same vein as minor illusion. There’s just so much utility here for anything your character is trying to pull off. 1st level Charm Person: A great tool in the Rogue’s arsenal of deceptive tactics. This can be held back by your INT modifier if you don't spend the necessary resources. Find Familiar: If you choose an owl familiar,
this spell can be the most broken one available to Arcane Tricksters. Command the owl to fly down, provide a Help action (by distracting your enemy, for example), and then fly away without provoking an attack of opportunity with its Flyby ability. Help actions give you advantage on your next attack, so you guessed it....free Sneak Attacks! It’s a bit
cheesy, but hey, it works. If your enemies can use ranged attacks, expect your DM to quickly ruin your fun. Tasha’s Hideous Laughter: A nice way of incapacitating an enemy that’s causing you problems. It can also provide advantage on your attacks for Sneak Attack, as long as you're within melee range. Mage Armor: You can get +1 AC compared to
studded leather, which may or may not be worth it depending on your build. Shield: While this can prevent you getting hit, it requires your precious spell slots. Usually Uncanny Dodge will be good enough to keep your Arcane Trickster standing. Silent Image: A great spell that allows you to create something in your environment to hide behind or in,
enabling Sneak Attacks. It does require concentration, but if your concentration is broken you’re not hiding anyways. Sleep: Sleep is really good at low levels, but struggles to scale with enemy HP. Once you get to above level 5, doing non-lethal melee damage is a much more reliable way to knock enemies out. 2nd level Blur: While it requires
concentration, it's a solid defensive option when you get your AC to a respectable level. Darkvision: * If your race doesn’t come with Darkvision and your allies can’t give it to you in some way, you should take this spell. Fighting from the shadows enables your Sneak Attacks, but how are you gonna do that if you can’t see? Hold Person: * Extremely
potent debuff for humanoid opponents that may be held back by your INT modifier. Invisibility: Better sneaking, a free Sneak Attack (and probably surprise round) is well worth the 2nd-level spell slot. The 1 hour duration allows it to be useful for extended stealth missions. Misty Step: * Every class that can get it’s hands on misty step should strongly
consider picking it up. Use it for lining up your Sneak Attacks on the battlefield or to escape a sticky situation. Shadow Blade: Extra damage of a rare damage type. It also gets automatic advantage in low light, making it a solid way of pumping out Sneak Attacks. This spell is good enough to use every combat if you have the spell slots for it. Mirror
Image: Decent defensive option that doesn't require concentration. It's less potent than blur if you have a high AC, but it'll always be useful if you find yourself getting pummeled. 3rd level Fly: * Lots of utility both in and out of combat. Rogues can often find creative ways to make Fly powerful. Haste: * Haste is universally loved as one of the better
buffs, and can be great for rogues since they lack Extra Attacks. However, using your turn to buff yourself only to immediately have your concentration broken is devastating. If you're going to be running with this spell often, pick up War Caster. Hypnotic Pattern: One of the best crowd control options that come naturally as part of the Arcane
Trickster's spell list. Major Image: An even better way to create an illusion than minor illusion or silent image. There is simply so much you can do with this spell. 4th level Confusion: Decent crowd control if you find your party lacking it. Dimension Door: * Can be better than misty step depending on the situation. Greater Invisibility: The best buff a
Rogue can ask for. Attacking won’t break your invisibility, unlike its weaker counterpart. This is a must-have for all Arcane Trickster builds. Black Tentacles: * Crowd control that grants the Restrained condition, allowing you to attack with advantage for Sneak Attack. Phantasmal Killer: There is potential for loads of damage here along with the
Frightened condition, but by the time you can cast 4th level spells you'll need to have a high INT for this to be effective. Rogues are tricky to multiclass because every two levels you divert to other classes, you're forgoing a bump in Sneak Attack damage. Seeing as you have no need for utility options, an Arcane Trickster multiclass is looking for
increased combat prowess or more powerful spellcasting options. You're also looking for either DEX or INT requirements, as investing in any other ability score isn’t worth it for Arcane Tricksters. Wizard Dipping one level into Wizard gives you some spells that you can cast with your INT that aren’t limited by school. The most common pickup here is
find familiar. Dipping two levels into Wizard gives you a subclass of your choice. Divination gives you Portent, making it by far the best option. Fighter A one-level dip gives you a Fighting Style. Archery is amazing for ranged builds and Defense or Dueling are great for melee builds. You also get proficiencies for all armor and shields. With your
boosted DEX, you won't want to choose medium or heavy armor unless you find mithral splint or plate. The +2 from the shield is useful if you don’t want to go for offhand attacks. You also gain some self-healing with Second Wind. A two-level investment gets you Action Surge, which can be extremely useful when you want to cast spells and attack in
the same round. Further investment into a Fighter is going to depend on what level your campaign is going up to. Picking up the Battle Master subclass will net some awesome maneuvers, but three-levels of multiclassing will seriously start to encroach on progressing your Rogue’s capabilities.



