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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 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
and that doesn't otherwise use your Proficiency Bonus.

=== DRAGONBORN SPECIES TRAITS ===

* Creature Type » PHB-2024 187
You are a Humanoid.

* Size « PHB-2024 187

Your size is Medium.

* Speed * PHB-2024 187
Your speed is 30 ft.

* Draconic Ancestry « PHB-2024 187
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Black Dragon
You have a Black Dragon ancestor.

* Breath Weapon « PHB-2024 187

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 2
times per Long Rest.

| Breath Weapon (Acid) ¢
When you take the Attack action on your turn, you can

replace one attack with a breath weapon that is a 15-ft.

Cone or a 30-ft. Line that's 5 ft. wide (choose the
shape each time). Each creature must make a DC 11
Dex. saving throw taking 1d10 Acid damage on a
failed save or half as much damage on a success.

| 2/Long Rest ¢ 1 Action

* Damage Resistance « PHB-2024 187
You have Resistance to the damage type determined
by your Draconic Ancestry trait.

| Draconic Resistance (Acid) ¢
You have resistance to Acid damage.

* Darkvision « PHB-2024 187
You have Darkvision with a range of 60 ft.

* Draconic Flight « PHB-2024 187
Once per Long Rest as a Bonus Action, you gain
temporary flight for 10 minutes or until you retract the

wings (no action required) or have the Incapacitated
condition. During that time, you have a Fly Speed
equal to your Speed.

=== FEATS ===

* Magic Initiate (Wizard) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard 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 Wizard
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence «
* Sage Ability Score Improvements « PHB-2024 183

| Increase three scores (+1/+1/+1) ¢

N

FEATURES & TRAITS
Ring of Swimming 1 -
Dagger, +2 1 1lb.
Quarterstaff 1 4 1b.
Parchment 8 -
Parchment 8 -
Calligrapher's Supplies 1 5 lb.
Calligrapher's Supplies 1 5 lb.
Robe 1 4 1b.
Robe 1 4 1b.
WEIGHT CARRIED Book 1 51b.
33 b. Book 1 51b.
ENCUMBERED
150 Ib.

PUSH/DRAG/LIFT

300 Ib.
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=== CANTRIPS === (At Will)
Mage Hand Magic Initiate (Wizard) -- 1A 30 ft. V.S 1 minute PHB-2024 293 D: 1m, V/S
Acid Splash Magic Initiate (Wizard) DEX 12 1A 60 ft./5 ft. Sphere V,S Instantaneous ~ PHB-2024 239 5 ft. Sphere, V/S
=== 1st LEVEL === 3 Slots 000
Disguise Self Magic Initiate (Wizard) -- 1A Self V.S 1 hour PHB-2024 262 1/LR, D: 1h, V/S
SPELLS
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