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CHARACTER NAME

_-1_ Strength
_+3 Dexterity
_+1  Constitution
_+4 Intelligence
-1 Wisdom

+6  Charisma
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+2  Acrobatics DEX

+5  Arcana INT
+0  Athletics STR

+6  Deception CHA

+5  History INT

+1  Insight wis
+6_ Intimidation CHA
+5 _ Investigation INT

+0  Medicine WIS

+5  Nature INT

+0  Perception WIS

+8  Performance CHA

+8  Persuasion CHA

+6  Religion INT

+2  Sleight of Hand DEX

+3  Stealth DEX

+0  Survival wis

SKILLS

5

+1  Animal Handling wis

y

Standard Actions

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

=== BONUS ACTIONS ===
Bardic Inspiration * 4 / Long Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d6). For 10 minutes, the creature can add it to one
ability check, attack roll, or saving throw. This can be
added after seeing the roll, but before knowing the
outcome.
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Bard 3 Tenbay
CLASS & LEVEL PLAYER NAME
Air Genasi Acolyte (Milestone)
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HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor
N
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Bagpipes, Calligrapher's Supplies, Flute,
— — Trumpet
7 N === LANGUAGES ===
30 ft. (Walking) Common, Primordial
A SPEED )
i PROFICIENCIES & TRAINING
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=== ACTIONS === === REACTIONS ===

Cutting Words

As a reaction when a creature (that's not immune
to being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and
subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

ACTIONS

74

10 PASSIVE PERCEPTION
11 PASSIVE INSIGHT
15 PASSIVE INVESTIGATION

SENSES
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Unarmed Strike +1

0 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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CHARACTER NAME

Bard 3 Tenbay
CLASS & LEVEL PLAYER NAME
Air Genasi Acolyte (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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=== BARD FEATURES ===

* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 14, Spell Attack +6)
and known bard spells as rituals if they have the ritual
tag. You can use a musical instrument as a
spellcasting focus.

* Bardic Inspiration « PHB 53

As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration die (1d6).
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

| 4 / Long Rest « 1 Bonus Action

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down (+1), to any ability check you make that doesn’t
already include it.

* Song of Rest » PHB 54

If you or any friendly creatures who can hear your
performance regain hit points at the end of the short
rest by spending one or more Hit Dice, each of those
creatures regains an extra 1d6 hit points.

* Bard College » PHB 54
| College of Lore
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check

you make with chosen proficiencies (2 at 3rd and 10th
level).

AN
ability to cast it in that way when you finish a Long
* Bonus Proficiencies « PHB 54 Rest. You can also cast the spell using any spell slots
You gain proficiency with three more skills of your you have.
choice.
Spell Change. Whenever you gain a new level, you
* Cutting Words « PHB 54 can replace one of the spells you chose for this feat
As a reaction when a creature (that's not immune to with a different spell of the same level from the chosen
being charmed) you can see within 60 ft. makes an spell list.
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and Repeatable. You can take this feat more than once,
subtract the number from the creature's roll. You can but you must choose a different spell list each time.

do so after the roll but before knowing the result.
| Charisma
| 1 Reaction

=== AIR GENASI SPECIES TRAITS ===

* Unending Breath « EE
You can hold your breath indefinitely while you’re not
incapacitated.

* Mingle with the Wind « EE
You can cast levitate (w/o material components) once
per long rest. CON is your spellcasting ability.

=== FEATS ===

* Acolyte Ability Score Improvements « PHB-2024 178
| Increase two scores (+2 / +1) ¢

* Magic Initiate (Cleric)  free-rules 201

Two Cantrips. You learn two cantrips of your choice

from the Cleric spell list. Int., Wis., or Cha. is your

spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Cleric

spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the

WEIGHT CARRIED
7 lb.
ENCUMBERED

135 Ib.

PUSH/DRAG/LIFT

270 Ib.

FEATURES & TRAITS
\\
Blunderbuss Bullets 100 -
Horn of Blasting 1 -
Bagpipes 1 6 Ib.
Flute 1 11b.

EQUIPMENT
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male 15 Medium 5'6 130
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral icy blue brown
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=== CANTRIPS === (At Will)
QO Sacred Flame Magic Initiate (Cleric) DEX 14 1A 60 ft. V,S Instantaneous  free-rules 313 V/S
O Thaumaturgy Magic Initiate (Cleric) - 1A 30 ft. 1 minute free-rules 333 D: 1m, V
=== 1st LEVEL === 4 Slots OO00
O Guiding Bolt Magic Initiate (Cleric) +6 1A 120 ft. V.S 1 round free-rules 282 1/LR, D: 1Rnd, V/S
===2nd LEVEL === 2 Slots OO
O Levitate Mingle with the Wind CON11 1A 60 ft. V,S,M  concenvation upto 10minwees - PHB 255 1/LR, D: 10m, V/S/IM
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