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: CLASS & LEVEL PLAYER NAME
Nootie Plucker
Aarakocra Entertainer (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
ﬂ) -1 Strength \ / \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ ® _+5 Dexterity
O _+1_ Constitution +3 14 9 -
O _+0_ Intelligence
O +0 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +5 Charisma / y, 98 , \
— Resistances - Cold* successes OO0
DEXTERITY raiLures O=O=0
+ 3 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor
[CONSTITUTION] ® 5 Acrobatics DEX \ N - WEAPONS ===
) ) PROFICIENCY BONUS - - .
| o o Anima Handling wis j Crossbow, Hand, Longsword, Rapier,
O +0 Arcana INT ~ Shortsword, Simple Weapons
O -1 Athletics STR = —r === TOOLS ===
O _+3  Deception CHA ABILITY SAVE DC | Disguise Kit, Drum, Hand Drum, Lute, Yarting
_g— _gu—
J—\ O _+0_ History INT o — J—
INTELLIGENCE LANGUAGES
® _+2  Insight wis 7% N Celestial, Common
30 ft. (Walking), 30 ft. (Flyin
+O O +3 Intimidation CHA ( 9) (Flying)
O _+0_ Investigation INT
O +0 Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y ® =+ Perception wis N\
® _+5 Performance CHA === ACTIONS === Crossbow Expert Attack
+O ) Standard Actions When you use the Attack action and attack with a
O _*3  Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, one-handed weapon, you can use a bonus action to
O +0  Religion INT Help, Hide, Ready, Search, Use an Object, attack with a hand crossbow you are holding.
g Opportunity Attack, Grapple, Shove, Improvise,
O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
QO _+3 Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) 2 . Bardic Inspiration « 3 / Long Rest
® 2 Survival wis As a bonus action, a creature (other than yourself)
+3 o) 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
o added after seeing the roll, but before knowing the
JR— outcome.
L SKILLS )/ ACTIONS )
4 N
12 PASSIVE WISDOM (PERCEPTION) CrOSSbOW’ hand +5 1d6+3 Piercing Martial, Ammunition, Range, Light, Loading, Range (30/120)
12 Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
PASSIVE WISDOM (INSIGHT)
Unarmed Strike +1 0 Bludgeoning
PASSIVE INTELLIGENCE (INVESTIGATION :
10 ( ) Talons +1 1d6-1 Slashing
SENSES L N WEAPON ATTACKS & CANTRIPS y




— —

Bard 1 InebriatedMoose
H CLASS & LEVEL PLAYER NAME
Nootie Plucker
Aarakocra Entertainer (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
7 N
=== BARD FEATURES === appropriate for the character. with a one-handed weapon, you can use a bonus

* Additional Bard Spells » TCoE 27
Your Bard has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5)
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.

| 3/Long Rest « 1 Bonus Action

=== AARAKOCRA RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 5
Your character can speak, read, and write Common
and one other language that you and your DM agree is

action to attack with a hand crossbow you are holding.
* Creature Type ¢ MotM 6
You are a Humanoid. | Crossbow Expert Attack: 1 Bonus Action

* Size « MotM 6
Your size is Medium.

* Speed * MotM 6
Your walking speed is 30 ft.

* Flight « MotM 6

You have a flying speed equal to your walking speed.
You can't use this flying speed if you're wearing
medium or heavy armor.

* Talons « MotM 6

You have talons that you can use to make unarmed
strikes. When you hit with them, you deal
<strong>1d6</strong>-1 slashing damage.

| 1 Action

*Wind Caller » MotM 6

Once per long rest, you can cast <em>gust of
wind</em> without requiring a material component.
You can also cast this spell normally using any spell
slots of 2nd level or higher.

Your spellcasting modifier is either Intelligence,
Wisdom, or Charisma (choose when you select this
race).

=== FEATS ===

* Crosshow Expert « PHB 165

You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and

FEATURES & TRAITS
Leather 1 10 Ib.
Crossbow, hand 1 31b.
Dagger 1 11b.
Crossbow Bolts 100 7.51b.
Backpack 1 5 lb.
Clothes, Costume 1 4 1b.
Drum 1 31b.
Lute 1 2 lb.
Bedroll 1 7 Ib.
WEIGHT CARRIED Candle 5 -
68.5 Ib. Clothes, Costume 2 8 1Ib.
ENCUMBERED Rations (1 day) 5 10 Ib.
135 Ib. Waterskin 1 51b.
PUSH/DRAG/LIFT Disguise Kit 1 3lb.

270 Ib.

EQUIPMENT
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Male 20 Medium 4'10" 100
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good None yet Penguin Yes Penguin
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
7 . \
Quiet, but friendly. Keeps to
himself. A bit cowardly, with high
self-preservation.
PERSONALITY TRAITS
L~ 1
[ "]
Beauty. When | perform, | make the
world better than it was. (Good)
People. | like seeing the smiles on
IDEALS
L~ 1
[ "]
Cares deeply about Darius and
anything connected to him. Wants to
find his real parents and others like
BONDS
L~ 1
[N "]
Low self-confidence
\ FLAWS /
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS ) N ‘s
) { )\ {
/, \
When Nootie was very young, he was separated noot noot

from whatever family he had for unknown reasons.
He remembers nothing of his parents aside from a
single image in his memory of holding onto
someone's hand that looked like his only much
larger during a very windy night.

His next earliest memory is being taken in by a
wandering group of brigands. A few of them were
kind to him, including Darius, an older man who
found him and essentially became his foster
father. But many saw Nootie as the runt of the
pack, weighing them down and bringing
unnecessary risks.

He eventually obtained a lute, and found music to
be more enjoyable than robbing, looting, and
killing. And despite his weaknesses, his music
gained him a bit of sympathy from his gangmates
through entertaining them around the fire.

At some point while some members were out on a
job, Darius didn't come back. Nootie was told that
he was caught by the guards and they had to
leave the area. Soon after, Nootie left the group,
having few positive feelings left for the rest of them
and the type of things they did to people. He stole
some supplies in the dead of night and left,
becoming a wandering bard, performing in
whatever villages he came across.

Nootie wants to help and protect those who are
poor and lonely like himself, but has little
confidence in his physical abilities, so he uses his
music to soothe people, genuinely believing it
makes the world a better place.

His ultimate goal is to live a simple life and share
his music with the world, but he also often
daydreams of seeing the world and finding out
who/what he is. Having met a few aarakocra, he
recognizes that he is similar, but has never found
evidence of any like himself, and he is extremely
jealous of their flight.

CHARACTER BACKSTORY

Racial Trait: Increased Swimming Speed

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous  PHB 285
O Blade Ward Bard -- 1A Self V,S 1 round PHB 218 D: 1Rnd, V/S
=== 1st LEVEL === 2 Slots OO
O Healing Word Bard -- 1BA 60 ft. \% Instantaneous  PHB 250 V
O Feather Fall Bard -- 1R 60 ft. V.M 1 minute PHB 239 D: 1m, VIM
O Bane<C> Bard CHA 13 1A 30 ft. V,S,M  concenuation, upto 1 mine - PHB 216 D: 1m, V/ISIM
O Color Spray Bard -- 1A Self/15 ft. Cone V,S,M 1 round PHB 222  D: 1Rnd, 15 ft. Cone, V/S/IM

SPELLS
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