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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

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 14, Spell Attack +6). 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
and that doesn't otherwise use your Proficiency Bonus.

* Bard Subclass « PHB-2024 60
| College of Creation (TCoE)
* Mote of Potential « TCoE

When granting a creature a Bardic Inspiration die, you
summon a Mote of Potential that orbits within 5 ft. of

the creature.

Ability Check. The Bardic Inspiration die can be rolled
again - choose which roll to use.

Attack Roll. The target and each creature of your
choice that you can see within 5 ft. of it must succeed
on a CON saving throw (DC: 14) or take thunder
damage equal to the number rolled on the Bardic
Inspiration die.

Saving Throw. The creature using the Bardic
Inspiration die gains temporary hit points equal to the
number rolled on the Bardic Inspiration die +3.

| Special
* Performance of Creation « TCOE
As an action, you can create one nonmagical item of
your choice in an unoccupied space within 10 ft. of
you. The maximum value of the item is 80 gp and it
lasts for 3 hours. The maximum size of the item is
medium [6th] Large, [14th] Huge.

| 1/ Long Rest ¢ 1 Action
* Ability Score Improvement « PHB-2024 61
=== WIZARD FEATURES ===
* Core Wizard Traits « PHB-2024 165
* Spellcasting « PHB-2024 165
* Ritual Adept « PHB-2024 166
* Arcane Recovery « PHB-2024 166
When you finish a Short Rest, you can recover
expended spell slots. The spell slots can have a
combined level equal to no more than 2, and none of

the slots can be level 6 or higher.

You can use this feature once per Long Rest.

| 1/ Long Rest « Special

* Scholar « PHB-2024 166
You can choose one of the skills in which you're
proficient and gain Expertise in it.

* Wizard Subclass « PHB-2024 167
| Diviner

* Divination Savant « PHB-2024 173

Choose two Divination spells, each of which must not
be higher than level 2, and add them to your spellbook
for free.

Whenever you gain access to a new level of spell slots
in this class, you can add one Wizard spell from the
Divination school to your spellbook for free.

* Portent « PHB-2024 173

Whenever you finish a Long Rest, roll 2 d20s and
record the numbers rolled. You can replace any D20
Test made by you or a creature that you can see with
one of these foretelling rolls. You must choose to do so
before the roll, and you can only use this once per
turn.

Each roll can only be used once, and when you finish
a Long Rest, you lose any unused rolls.

* Ability Score Improvement « PHB-2024 167

=== HUMAN SPECIES TRAITS ===

* Creature Type « PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

FEATURES & TRAITS
Leather 1 10 Ib. Bedroll 1 7 Ib.
Dagger 1 1lb. Bell 1 --
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 1lb. Waterskin 1 51b.
Perfume 1 - Mirror 1 0.5 1b.
Backpack 1 51b. Bullseye Lantern 1 2 |b.
Pouch 1 11b. Costume 3 12 Ib.
Tinderbox 1 11b.
Playing Cards 1 --
WEIGHT CARRIED Flute L 11b.
83 Ib. Glass Bottle 1 2 1b.
ENCUMBERED Mirror 1 0.5 Ib.
120 Ib. Fine Clothes 1 6 1b.
PUSH/DRAG/LIFT Oil 8 8 Ib.
240 |b. Rations 9 18 Ib.

EQUIPMENT
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* Speed * PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

=== FEATS ===
* Fey Touched « PHB-2024 204
by 1.

Fey Magic. Choose one level 1 spell from the
Divination or Enchantment school of magic. You
always have that spell and the Misty Step spell
prepared. Once per Long Rest, you can cast each of
these spells without expending a spell slot. You can
also cast these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

| Charisma «

* Lucky « PHB-2024 201

Luck Points. You have 3 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.

Ability Score Increase. Increase your Int., Wis., or Cha.

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: 3/ Long Rest * Special

* Purple Dragon Rook « FRHoF 38
You gain the following benefits.

Entreat. You gain proficiency in one of the following
skills: Insight, Performance, or Persuasion.

Rallying Cry. When you roll Initiative and don’t have
the Incapacitated condition, you can choose up to 3
creatures you can see within 30 ft. Those creatures
gain Heroic Inspiration.

Once you use this benefit, you can’t do so again until
you finish a Long Rest.

| Rallying Cry: 1/ Long Rest « Special
* Carouser Ability Score Improvements « ABoH 6

| Increase two scores (+2 / +1) ¢
* Tireless Reveler « ABoH 8
When an ally you can see within 60 feet of yourself
expends Heroic Inspiration, you can gain Heroic
Inspiration if you lack it. You can use this benefit a
number of times equal to your Proficiency Bonus, and
you regain all expended uses when you finish a Short
or Long Rest.

| Gain Heroic Inspiration: 3 / Short Rest « Special

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Bard / Wizard
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P Silvery Barbs Fey Touched (Always Prepared) -- 1R 60 ft. \% Instantaneous  SACoC 38 1/LR,V
O Comprehend Languages [R] Divination Savant -- 1A Self V,S,M 1 hour PHB-2024 252 D: 1h, V/S/M
===2nd LEVEL === 3 Slots OO0
O Misty Step Fey Touched -- 1BA  Self \Y Instantaneous ~ PHB-2024299 1/LR, V
P Misty Step Fey Touched (Always Prepared) -- 1BA  Self \% Instantaneous  PHB-2024299 V
O Detect Thoughts Divination Savant WIS 14 1A Self V,S,M  concenvaiion, upto 1 minuie - PHB-2024 262 D: 1m, V/S/M
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