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=== BARD FEATURES ===

* Core Bard Traits « free-rules 59

* Bardic Inspiration ¢ free-rules 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 (1d8). 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 5 times per
Short or Long Rest.

| 5/ Short Rest « 1 Bonus Action

* Spellcasting ¢ free-rules 59

You can spells through your bardic arts. Charisma is
your spellcasting ability for your Bard spells (Spell DC
17, Spell Attack +9). You can use a Musical Instrument
as a Spellcasting Focus for your Bard spells.

* Expertise ¢ free-rules 60
You gain Expertise in two skill proficiencies of your
choice.
* Jack of All Trades « free-rules 60
You can add half your Proficiency Bonus (2) to ability
checks you make that uses a skill proficiency you lack
and that doesn’t otherwise use your Proficiency Bonus.
* Bard Subclass ¢ free-rules 60

| College of Lore

* Bonus Proficiencies « free-rules 66
You gain proficiency with three skills of your choice.

* Cutting Words e free-rules 66

When a creature that you can see within 60 ft. of you
makes a damage roll or succeeds on an ability check
or attack roll, you can take a Reaction to expend one
use of Bardic Inspiration; roll the Bardic Inspiration die
and subtract the number rolled from the creature’s roll,
reducing the damage or potentially turning the success
into a failure.

| 1 Reaction
* Ability Score Improvement ¢ free-rules 61

* Font of Inspiration ¢ free-rules 61
You now regain all expended uses of Bardic
Inspiration when you finish a Short or Long Rest.

In addition, you can expend a spell slot (no action
required) to regain one expended use of Bardic
Inspiration.

| Regain Bardic Inspiration: Special

* Magical Discoveries ¢ free-rules 66

You learn two spells of your choice from the Cleric
Druid, or Wizard spell list, which must be a cantrip or a
spell for which you have spell slots.

You always have the chosen spells prepared, and you
can replace one of the spells whenever you gain a
Bard level.

* Countercharm « free-rules 61
If you or a creature within 30 ft. fails a saving throw
against an effect that applies the Charmed or
Frightened condition, you can take a Reaction to
cause the save to be rerolled with Advantage.

| 1 Reaction

* 8: Ability Score Increase « free-rules 61

FEATURES & TRAITS

* 9: Expertise « free-rules 60
You gain Expertise in another two skill proficiencies of
your choice.

=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91
* Fighting Style « free-rules 91
You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.
* Second Wind « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.
You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest ¢ 1 Bonus Action

* Weapon Mastery ¢ free-rules 91

=== GOLIATH SPECIES TRAITS ===

* Creature Type « PHB-2024 192
You are a Humanoid.

* Size « PHB-2024 193
Your size is Medium.

* Speed * PHB-2024 192
Your Speed is 35 ft.

* Giant Ancestry « PHB-2024 192
Choose one supernatural boon from your ancestry,
you can use it 4 times per Long Rest.

N

Adamantine Half Plate

WEIGHT CARRIED
40 Ib.
ENCUMBERED

240 Ib.

PUSH/DRAG/LIFT

480 Ib.

1 40 Ib.

EQUIPMENT
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| Cloud’s Jaunt (Cloud Giant) «
As a Bonus Action, you magically teleport up to 30 ft.
to an unoccupied space you can see.

| 4 / Long Rest ¢ 1 Bonus Action

* Large Form « PHB-2024 192

Once per Long Rest as a Bonus Action, you can
change your size to Large for 10 minutes or until you
end it. For that duration, you have Advantage on
Strength checks, and your Speed increases by 10 ft.

| Activate Large Form: 1/ Long Rest * 1 Bonus
Action

* Powerful Build « PHB-2024 192

You have Advantage on any ability check you make to
end the Grappled condition. You also count as one
size larger when determining your carrying capacity.

* Languages ¢ PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Blind Fighting « PHB-2024 209
You have Blindsight with a range of 10 ft.

* Telekinetic » PHB-2024 208
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Minor Telekinesis. You learn the Mage Hand spell.
You can cast it without Verbal or Somatic components,
you can make the spectral hand Invisible, and its
range increases by 30 ft. when you cast it. The spell's

spellcasting ability is the ability increased by this feat.

Telekinetic Shove. As a Bonus Action, you can
telekinetically shove one creature you can see within
30 ft. of yourself. When you do so, the target must
succeed on a Strength saving throw (DC 8 plus the
ability modifier of the score increased by this feat and
your Proficiency Bonus) or be moved 5 ft. toward or
away from you.

| Charisma
| Telekinetic Shove: 1 Bonus Action

* Ability Score Improvement « free-rules 202
Increase one ability score by 2 or two ability scores by
1.

* Weapon Mastery « PHB-2024 91

| Hand Crossbow (Vex) ¢
Vex. If you hit a creature with a Hand Crossbow and
deal damage to it, you have Advantage on your next
attack roll against that creature before the end of your
next turn.

| Heavy Crossbow (Push) «
Push. If you hit a creature with Heavy Crossbow, you
can push the creature up to 10 ft. straight away from
you if it's Large or smaller.

| Light Crossbow (Slow) ¢
Slow. If you hit a creature with a Light Crossbow and
deal damage to the creature, you can reduce its Speed
by 10 ft. until the start of your next turn. If the creature
is hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Slow (Light Crossbow): 1 Action

ADDITIONAL FEATURES & TRAITS

| Vex (Hand Crossbow): 1 Action
| Push (Heavy Crossbow): 1 Action

* Lucky « PHB-2024 201

Luck Points. You have 4 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: 4 / Long Rest « Special

* Merchant Ability Score Improvements « PHB-2024
182

| Increase two scores (+2/ +1) ¢

N

ADDITIONAL EQUIPMENT




e — —
Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
—— —
L \ L \
// \
// \\
PERSONALITY TRAITS
L~ 1
[ ~"1]
IDEALS
L~ —~
[ ~"1]
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
1 ‘f )\ /
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




SPELL SAVE DC

) .

L
'f

O O0OO0Oo

[o}Ne) O0OO0OO0OO0O0

@)

o

=== CANTRIPS ===
Message

Minor lllusion

Starry Wisp

Mage Hand

=== 1st LEVEL ===
Command

Healing Word
Silvery Barbs
Feather Fall

Shield

===2nd LEVEL ===
Aid
Invisibility

Hold Person

===3rd LEVEL ===
Slow
Dispel Magic

Spirit Guardians

=== 4th LEVEL ===
Dimension Door
Polymorph

Freedom of Movement

=== 5th LEVEL ===
Greater Restoration

Hold Monster

(At will)
Bard
Bard
Bard

Telekinetic

4 Slots OO00
Bard
Bard
Bard
Bard

Magical Discoveries

3 Slots OO0
Bard
Bard
Bard

3 Slots OO0
Bard
Bard

Magical Discoveries

3 Slots 00O
Bard
Bard
Bard

1 Slots O
Bard
Bard

WIS 17

WIS 17

WIS 17

1A
1A
1A
1A

1A
1BA
1R
1R
1R

1A
1A
1A

1A
1A
1A

1A
1A
1A

1A
1A

120 ft.

30 ft./5 ft. Cube
60 ft.

30 ft.

60 ft.
60 ft.
60 ft.
60 ft.
Self

30 ft.
Touch

60 ft.

120 ft./40 ft. Cube
120 ft.

Self/15 ft. Emanation

500 ft.
60 ft.

Touch

Touch

90 ft.

SPELLS

SM
SM
V.S
V.S

WA
V.S

V,S.M
V,S.M
V,S.M

V,S,\M
V.S
V,S,\M

V,S,\M
V,S,\M

V,S,M
V,S,M

1 round
1 minute
Instantaneous

1 minute

Instantaneous
Instantaneous
Instantaneous
1 minute

1 round

8 hours
Concentration, up to 1 hour

Concentration, up to 1 minute

Concentration, up to 1 minute

Instantaneous

Concentration, up to 10 minutes

Instantaneous

Concentration, up to 1 hour

1 hour

Instantaneous

Concentration, up to 1 minute

free-rules 298
free-rules 298
free-rules 320

free-rules 293

free-rules 251
free-rules 284
SACoC 38
free-rules 271

free-rules 316

free-rules 239
free-rules 289

free-rules 286

free-rules 318
free-rules 265

free-rules 318

free-rules 262
free-rules 306

free-rules 277

free-rules 281

free-rules 285

D: 1Rnd, S/IM

D: 1m, 5 ft. Cube, S/M
VIS

D: 1m, VIS

:1m, VIM
- 1Rnd, VIS

O o < < <

D: 8h, VIS/IM
D: 1h, VISIM
D: 1m, V/SIM

D: 1m, 40 ft. Cube, V/ISIM
Special: (See Description)*, VIS
D: 10m, 15 ft. Emanation, V/S/M

\
D: 1h, V/ISIM
D: 1h, VISIM

VISIM
D: 1m, V/ISIM
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