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Strength \

_+4  Dexterity
_+1  Constitution
Intelligence
_+0 Wisdom

+5  Charisma

Advantage to avoid or end the
Poisoned condition

L SKILLS ),

N
Acrobatics DEX \

® +6

® _*2_ Animal Handling wis
® +3 Arcana INT

® +0 Athletics STR
® _+4 Deception CHA
® _+3  History INT

® _+2  Insight wis

® +4 Intimidation CHA
@ _*3 Investigation INT
® +1 Medicine wis

® +3 Nature INT

® _+1  Perception WIS
® _+5 Performance CHA
® _+7_ Persuasion CHA
® _+3  Religion INT

@ _*3  Sleight of Hand DEX
® _+3 Stealth DEX

® _+1  Survival wis
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30 ft. (Walking)
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CLASS & LEVEL PLAYER NAME
Dwarf Merchant (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 15 24 --
INITIATIVE CLASS \ HIT POINTS )
/4 /7 3d8 \
Resistances - Poison successes O-O-0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
— — Bagpipes, Lute, Navigator's Tools, Pan Flute
ABILITY SAVE DC |
P === LANGUAGES ===

Common, Dwarvish, Midani

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

=== BONUS ACTIONS ===

Bardic Inspiration * 3 / Long Rest

As a Bonus Action, you can inspire another
creature within 60 ft. that can see or hear you. That
creature gains one of your Bardic Inspiration dice
(1d6). Once within the next hour, when the creature
fails a D20 Test, the creature can roll the Bardic
Inspiration die and add the number rolled to the total,
potentially turnina the failure into a success.

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

You can confer your Bardic Inspiration die 3 times per

Long Rest.

Bardic Inspiration: Agile Strikes

When you expend a use of your Bardic Inspiration
as part of an action, Bonus Action, or Reaction, you
can make an Unarmed Strike as part of the same

action.

Stonecunning (Tremorsense) « 2 / Long Rest
You gain Tremorsense with a range of 60 ft. for 10
minutes. You must be on or touching a natural or

worked stone surface to use this Tremorsense.

=== SPECIAL ===

74

Darkvision 120 ft.

SENSES 3

'WEAPON ATTACKS & CANTRIPS

\ ACTIONS
7 N
11 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
12 Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INSIGHT

Unarmed Strike +1 0 Bludgeoning
13 PASSIVE INVESTIGATION : )

Bardic Damage +4 1d6+2 Bludgeoning
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=== BARD FEATURES ===

* Core Bard Traits « PHB-2024 59

* Bardic Inspiration « PHB-2024 59

As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d6). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success.

You can confer your Bardic Inspiration die 3 times per
Long Rest.

| 3/Long Rest « 1 Bonus Action
* Spellcasting « PHB-2024 59

is your spellcasting ability for your Bard spells (Spell
DC 13, Spell Attack +5). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

* Expertise « PHB-2024 60
You gain Expertise in two skill proficiencies of your
choice.

* Jack of All Trades « PHB-2024 60
You can add half your Proficiency Bonus (1) to ability
checks you make that uses a skill proficiency you lack
* Bard Subclass ¢« PHB-2024 60

| College of Dance
* Dazzling Footwork « PHB-2024 64

While you aren’t wearing armor or a Shield, you gain
the following benefits:

You can cast spells through your bardic arts. Charisma

and that doesn't otherwise use your Proficiency Bonus.

* You have Advantage on Charisma (Performance)
checks that involves you dancing.

* Your base AC is +15 (10 + Dex. modifier + Cha.
modifier).

* When you expend a use of your Bardic Inspiration
as part of an action, Bonus Action, or Reaction, you
can make an Unarmed Strike as part of the same
action.

* You can use Dex. instead of Str. for the attack rolls
of your Unarmed Strike. When you deal damage with
it, you can deal 1d6+2 Bludgeoning damage.

| Bardic Damage: 1 Action

| Bardic Inspiration: Agile Strikes: 1 Bonus Action

=== DWARF SPECIES TRAITS ===

* Creature Type « PHB-2024 188
You are a Humanoid.

* Size « PHB-2024 188
You are Medium.

* Speed « PHB-2024 188
Your speed is 30 ft.

* Darkvision « PHB-2024 188
You have Darkvision with a range of 120 ft.

* Dwarven Resilience « PHB-2024 188

You have Resistance to Poison damage. You also
have Advantage on saving throws you make to avoid
or end the Poisoned condition.

* Dwarven Toughness « PHB-2024 188
Your HP maximum increases by 3.

* Stonecunning « PHB-2024 188

N
As a Bonus Action, you gain Tremorsense with a
range of 60 ft. for 10 minutes. You must be on or
touching a natural or worked stone surface to use this
Tremorsense.

You can use this Bonus Action 2 times per Long Rest.

| Stonecunning (Tremorsense): 2 / Long Rest * 1
Bonus Action

* Languages « PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Lucky »« PHB-2024 201

Luck Points. You have 2 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.
Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 2 / Long Rest * Special

* Merchant Ability Score Improvements « PHB-2024
182

| Increase three scores (+1/+1/+1) ¢

FEATURES & TRAITS
\\
Periapt of Wound Closure 1 - Truth Stick (Necklace) 1 --
Ring of Mind Shielding 1 - Crowbar 1 51b.
Leather 1 10 Ib. Hammer 1 31b.
Dagger 1 11b. Holy Water (flask) 1 11b.
Dagger 1 1lb. Manacles 1 6 Ib.
Potion of Healing 1 0.5 Ib. Mirror, Steel 1 0.5 1b.
Potion of Healing 1 0.5 Ib. Oil (flask) 1 11b.
Potion of Healing 1 0.5 Ib. Tinderbox 1 1lb.
Antitoxin 1 - Torch 3 31b.
WEIGHT CARRIED Antitoxin 1 - Stake (Wooden) 9 -
94.5 |b. Antitoxin 1 - Holy Symbol 1 -
ENCUMBERED Antitoxin 1 -
120 Ib. Backpack 1 51b. Ring of Mind Shielding 1 -
PUSH/DRAG/LIFT Lute 1 2 1b.
240 Ib. Horn of Silent Alarm 1 -
EQUIPMENT ))
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ADDITIONAL FEATURES & TRAITS
/,
Oil 8 Ib.
Rations 18 Ib.
Bedroll 7 Ib.
Bell -
Tinderbox 11b.
Waterskin 51b.
Mirror 0.5 Ib.
Bullseye Lantern 21b.
Costume 12 Ib.
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lllya always felt ostracized in any community he
found himself in. His dwarven family appreciated
his unique artistic interests, but not at the
expense, but not when it interfered with typical
dwarven qualities. Bards found his particular love
of the bagpipes annoying. Not feeling welcomed in
many circles, llya set out for adventuring in the
hopes to find people who appreciate his
uniqueness and can make him a better artist.
making some coin along the way wouldn't hurt.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Dancing Lights Bard -- 1A 120 ft. V,S,M  concenuation, upto tminute - PHB-2024 259 D: 1m, V/S/M
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous ~ PHB-2024 337
=== 1st LEVEL === 4 Slots OO00
QO Charm Person Bard WIS 13 1A 30 ft. V,S 1 hour PHB-2024 249 D: 1h, V/S
O Color Spray Bard CON 13 1A Self/15 ft. Cone V,S,M Instantaneous  PHB-2024251 15 ft. Cone, V/S/M
O Dissonant Whispers Bard WIS 13 1A 60 ft. \Y Instantaneous ~ PHB-2024 264
O Healing Word Bard -- 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284 \/
SPELLS
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