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y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ® 4 Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS N T
| @ +2 Anima Handling wis j Martial Weapons, Simple Weapons
® +1 Arcana INT =
i === TOOLS ===
® _*2_ Athletics STR — — Birdpipes, Lute, Pan Flute, Thieves' Tools
©® +8 Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
e ® _*1_ History INT Common, Dwarvish, Halfling
® _+2  Insight wis (/ N
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10 ® +6 Intimidation CHA ( 9)
@® _*1 Investigation INT
® +1 Medicine wis \ SPEED /
® -+ Nature INT ) PROFICIENCIES & TRAINING
' wispom Y ® =+ Perception wis , N\
® _+6_ Performance CHA === ACTIONS ===
10 ) Standard Actions You can confer your Bardic Inspiration die 4 times per
® _*8 Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Long Rest.
@ +L Religion INT Hide, Ready, Search, Upllze, Opportunity AFtaclf, L L
Grapple, Shove, Improvise, Two-Weapon Fighting, === REACTIONS ===
2 3 @ _*3  Sleight of Hand DEX Interact with an Object, Study, Influence Combat Inspiration: Defense
When the creature is hit by an attack roll, that
® _*4  Stealth DEX === BONUS ACTIONS === creature can use its Reaction to roll the Bardic
U CHARISMA ) . Bardic Inspiration « 4 / Long Rest Inspiration die and add the result to its AC against that
® _+1  Survival wis . >
As a Bonus Action, you can inspire another attack.
18 O creature within 60 ft. that can see or hear you. That
- creature gains one of your Bardic Inspiration dice Combat Inspiration: Offense
O (1d6). Once within the next hour, when the creature Immediately after the creature hits a target with an
o fails a D20 Test, the creature can roll the Bardic attack roll, the creature can roll the Bardic Inspiration
R Inspiration die and add the number rolled to the total, die and add the result to the attack’s damage.
potentially turnina the failure into a success.
\ SKILLS J ACTIONS )
74 <\
12 PASSIVE PERCEPTION CrosstW’ Heavy +1 TS +7 1d10+5 Piercing Martial, Ammunition, Heavy, Loading, Range, Two-Handed, Push, Range (100/400)
Dagager +4 1d4 Piercin Simple, Dual Wield, Finesse, Light, Thrown, Nick, Range (20/60), True Strike: Radiant
12 PASSIVE INSIGHT 99 9
Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60), True Strike: Radiant
11 PASSIVE INVESTIGATION . Armeord] ) ’ . .
Rapier, +1 TS +7 1d8+5 Piercing Martial, Finesse, Vex, True Strike: Radiant
Shortsword +4 1d6+2 Piercing Martial, Finesse, Light, Vex, True Strike: Radiant
< Shortsword +4 1d6 Piercing Martial, Dual Wield, Finesse, Light, Vex, True Strike: Radiant
SENSES L N WEAPON ATTACKS & CANTRIPS y
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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 4 times per
Long Rest.

| 4/ 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 Valor
* Combat Inspiration « PHB-2024 67

A creature that has a Bardic Inspiration die from you
can use it for one of the following effects:

Defense. When the creature is hit by an attack roll, that
creature can use its Reaction to roll the Bardic
Inspiration die and add the result to its AC against that
attack.

Offense. Immediately after the creature hits a target
with an attack roll, the creature can roll the Bardic
Inspiration die and add the result to the attack’s
damage.

| Combat Inspiration: Defense: 1 Reaction
| Combat Inspiration: Offense: 1 Reaction

* Martial Training « PHB-2024 67

You gain proficiency with Martial weapons and training
with Medium armor and Shields. In addition, you can
use a Simple or Martial weapon as a Spellcasting
Focus to cast spells from your Bard spell list.

* Ability Score Improvement « PHB-2024 61

=== 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.

* 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 ===

* Actor « PHB-2024 202
Ability Score Increase.Cha. score increased by 1.

Impersonation. While you're disguised as a real or
fictional person, you have Advantage on Cha.
(Deception or Performance) checks to convince others
that you are that person.

Mimicry. You can mimic the sounds of other creatures,
including speech. A creature that hears the mimicry
must succeed on a Wis. (Insight) check to determine
the effect is faked (DC 8 +6).

* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.

* 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

N

EQUIPMENT

FEATURES & TRAITS
Crossbow, Heavy +1 TS 1 18 Ib. Blanket 1 31b.
Rapier, +1 TS 1 21b. Lute 1 2 b.
Potion of Healing 1 0.5 Ib. Bolts 40 31b.
Potion of Healing 1 0.5 Ib. Fine Clothes 1 6 Ib.
Breastplate 1 20 Ib. Traveler's Clothes 1 4 1b.
chuul posion 2 - Acid 1 1lb.
Cowboy hat 1 - Antitoxin 1 --
soul coin 1 - Shield of Missile Attraction 1 6 Ib.
Dagger 1 11b. completion coin - drowned path 1 --
WEIGHT CARRIED Dagger 1 1lb. Caltrops (bag of 20) 20 2 b.
1455 Ib. Shortsword 1 2 1b. Rope, Silk (50 feet) 1 51b.
ENCUMBERED Shortsword 1 2 1b.
150 Ib. Ball Bearings (bag of 1,000) 1,000 2 1b. Shield of Missile Attraction 1 6 Ib.
PUSH/DRAG/LIFT Thieves' Tools 1 11lb.
300 Ib. Backpack 1 5 lb.
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* Wayfarer Ability Score Improvements « PHB-2024
185

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS

Oil

Rations

Bedroll

Bell

Tinderbox
Tinderbox
Waterskin
Mirror

Hooded Lantern
Bullseye Lantern
Grappling Hook
Flask

Crowbar
Costume

completion coin - drowned path

8 Ib. chuul posion
10 Ib. Cowboy hat

7 lb. soul coin

1lb.
1lb.
51b.
0.5 Ib.
21b.
21b.
4 1b.
1lb.
51b.
12 Ib.

ADDITIONAL EQUIPMENT




Male 25
GENDER AGE
Chaotic Neutral

ALIGNMENT FAITH

Medium
SIZE

Tan
SKIN

180 cm
HEIGHT
brown

—

80

WEIGHT

Brown

EYES HAIR

E——

A

Man in his mid twenties,
brown haid and sideburns.
Kind eyes.

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—

7 N
Charismatic and outgoing, he gets
very impressed by other peoples
abilities.

PERSONALITY TRAITS

L~
[N

{2

He likes other people, he wants to
build people up the way he wasn’t.
To be what he would have needed.

IDEALS
L~

()

[N

To find a family

BONDS

L~ 1
[N "]
He has a very weak sense of moral,
if he can take something that he
wants, he probably will.

"

\\ FLAWS //

Olli was born in an inn. His mother died giving
birth and his father was a gambler who ran away
after trying to cheat the wrong people. Olli grew up
on the road, stealing and begging to stay alive. On
the road he met a halfling named Gwilym who
taught him to play the lute. Olli would later say that
the road was his father and the lute was his
mother. He grew up playing where he went looking
for adventure and excitement. When he heard
about the Gauntlets in Bazagone city he thought to
himself he would go and risk everything in the
search of something greater.

\ CHARACTER BACKSTORY

Collin but everybody calls him Olli.

Ollies goals are:

To get money for equipment

To find a way to lift the curse of of the shield

find people to adventure with

ADDITIONAL NOTES /,
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=== CANTRIPS ===
Vicious Mockery
True Strike

Message

=== 1st LEVEL ===
Healing Word
Command

Cure Wounds

Disguise Self

===2nd LEVEL ===
Hold Person
Invisibility

Cloud of Daggers

(At will)
Bard
Bard
Bard

4 Slots OO00
Bard
Bard
Bard
Bard

3 Slots 000
Bard
Bard
Bard

WIS 14
+6

1A
1A
1A

1BA
1A
1A
1A

1A
1A
1A

60 ft. \%
Self S,M
120 ft. S,M
60 ft. \Y

60 ft. \%
Touch V.S
Self V,S
60 ft. V,S\M
Touch V,S,\M

60 ft./5 ft. Cube V,S,M

SPELLS

Instantaneous
Instantaneous

1 round

Instantaneous
Instantaneous
Instantaneous

1 hour

Concentration, up to 1 minute
Concentration, up to 1 hour

Concentration, up to 1 minute

PHB-2024 337

PHB-2024 336

PHB-2024 298

PHB-2024 284

PHB-2024 251

PHB-2024 259

PHB-2024 262

PHB-2024 286

PHB-2024 289

PHB-2024 251

\%
SIM
D: 1Rnd, S/IM

\

\

VIS

D: 1h, VIS

D: 1m, V/IS/IM
D: 1h, VISIM
D: 1m, 5 ft. Cube, V/SIM
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