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\

N
O _-1_ Strength \
© _+4  Dexterity
O _+2 Constitution
O _+0_ Intelligence
O _+1 Wisdom
© _+5 Charisma

Advantage against being charmed,
and magic can't put you to sleep

SAVING THROWS

y

5

® _+4  Acrobatics DEX
® _*2_ Animal Handling wis
® +1 Arcana INT

® +0 Athletics STR
® _+5 Deception CHA
® _+1  History INT

® _+3  Insight wis

® +4 Intimidation CHA
@® _*1 Investigation INT
® +2 Medicine wis

® +1 Nature INT

® _+3  Perception WIS
® _+7_ Performance CHA
® _+7_ Persuasion CHA
® _*1 Religion INT

@ _*3  Sleight of Hand DEX
® _+4 Stealth DEX

® _+2  Survival wis
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Bard 4 Miin_tea
CLASS & LEVEL PLAYER NAME
Half-EIf Entertainer - Baldur's Gat (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 13 31 -
INITIATIVE CLASS \ HIT POINTS )
/4 // 4d8 / \
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
— — Disguise Kit, Dulcimer, Harp, Lyre, Viol
ABILITY SAVE DC |
P P === LANGUAGES ===
Common, Elvish, Halfling
/7 N\
30 ft. (Walking)
\§ SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Beguiling Magic * 1/ Long Rest

Immediately after you cast an Enchantment or
lllusion spell using a spell slot, you can cause a
creature you can see within 60 ft. of you to make a DC
13 Wis. saving throw. On a failed save, the target has
the Charmed or Frightened condition (your choice) for
1 minute, and it repeats the save at the end of each of
its turns, ending the effect on itself on a success.

You can only use this benefit once per Long Rest, but
you can also restore your use of it by expending one
use of your Bardic Inspiration.

=== BONUS ACTIONS ===
Bardic Inspiration * 3/ Long Rest

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
Lona Rest.

74

Darkvision 60 ft.

SENSES 3

S N ACTIONS
(" N
13 B Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
13 PASSIVE INSIGHT Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Unarmed Strike +1 0 Bludgeoning
11 PASSIVE INVESTIGATION

'WEAPON ATTACKS & CANTRIPS




=== 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.

* Bard Subclass ¢« PHB-2024 60
| College of Glamour
* Beguiling Magic « PHB-2024 65

You always have Charm Person and Mirror Image
prepared.

In addition, immediately after you cast an Enchantment
or lllusion spell using a spell slot, you can cause a
creature you can see within 60 ft. of you to make a DC
13 Wis. saving throw. On a failed save, the target has
the Charmed or Frightened condition (your choice) for
1 minute, and it repeats the save at the end of each of
its turns, ending the effect on itself on a success.

You can only use this benefit once per Long Rest, but
you can also restore your use of it by expending one
use of your Bardic Inspiration (no action required).

| 1/Long Rest « 1 Action
| Beguiling Magic: Regain Use: No Action

* Mantle of Inspiration « PHB-2024 65

As a Bonus Action, you can expend a use of Bardic
Inspiration, rolling a Bardic Inspiration die (1d6). When
you do, choose up to +3 creatures within 60 ft. of
yourself. Each of those creatures gains Temporary HP
equal to two times the number rolled on the Bardic
Inspiration die, and then can use its reaction to move
up to its Speed without provoking Opportunity Attacks.

| 1 Bonus Action

* Ability Score Improvement « PHB-2024 61

=== HALF-ELF SPECIES TRAITS ===

* Ability Score Increase * BR 39

Your Charisma score increases by 2, and two other
ability scores of your choice increase by 1.

* Darkvision * BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
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Bard 4 Miin_tea
CLASS & LEVEL PLAYER NAME
Half-EIf Entertainer - Baldur's Gat (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
P — —
7 N

You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

* Languages * BR 39

FEATURES & TRAITS
Leather 1 10 Ib. Mirror 1 0.51b.
Dagger 1 1lb. Bullseye Lantern 1 2 b.
Dagger 1 1lb. Costume 3 12 Ib.
Clothes, Common 1 31b.
Pot, Iron 1 10 Ib.
Shovel 1 51b.
Backpack 1 51b.
Backpack 1 51b.
Flute 1 11b.
WEIGHT CARRIED oil 8 8 1b.
94.5 |b. Rations 9 18 Ib.
ENCUMBERED Bedroll 1 7 Ib.
120 Ib. Bell 1 -
PUSH/DRAG/LIFT Tinderbox 1 11lb.
240 |b. Waterskin 1 5 lb.
EQUIPMENT )
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female 113 Medium 6ft2 143
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Porcelain Pastel pink Mint long strai
ALIGNMENT FAITH SKIN EYES HAIR
— —
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PERSONALITY TRAITS
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CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS 7
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CHARACTER BACKSTORY ADDITIONAL NOTES




SPELL SAVE DC

) .

=== CANTRIPS ===

QO Vicious Mockery

@)

Thunderclap

=== 1st LEVEL ===
Dissonant Whispers
Tasha's Hideous Laughter
Thunderwave

Charm Person

TOO0OOo

===2nd LEVEL ===

o

Shatter
O Suggestion

P Mirror Image

(At will)
Bard
Bard

4 Slots OO00
Bard
Bard
Bard

Beguiling Magic (Always Prepared)

3 Slots OO0
Bard
Bard

Beguiling Magic (Always Prepared)

WIS 13 1A
CON13 1A

WIS 13 1A
WIS 13 1A
CON13 1A
WIS 13 1A

CON13 1A
WIS 13 1A
- 1A

60 ft.

Self/5 ft. Emanation

60 ft.
30 ft.
Self/15 ft. Cube
30 ft.

60 ft./10 ft. Sphere
30 ft.
Self

SPELLS

\Y
S

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

V,S,\M
\A
V.S

Instantaneous

Instantaneous

Instantaneous

Concentration, up to 1 minute
Instantaneous

1 hour

Instantaneous

Concentration, up to 8 hours

1 minute

PHB-2024 337

PHB-2024 333

PHB-2024 264

PHB-2024 331

PHB-2024 334

PHB-2024 249

PHB-2024 316

PHB-2024 320

PHB-2024 299

\Y

5 ft. Emanation, S

\

D: 1m, VISIM
15 ft. Cube, VIS
D: 1h, VIS

10 ft. Sphere, V/ISIM
D: 8h, VIM
D:1m, VIS
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