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

SAVING THROWS

Strength
Dexterity
Constitution
Intelligence
Wisdom

Charisma
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CONSTITUTION
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CHARISMA

N
Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine wis
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis
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CLASS & LEVEL PLAYER NAME
Half-Elf Noble 64,000
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+4 12 5 3 -
INITIATIVE CLASS \ HIT POINTS J
1 " 10ds 1 \
Immunities - Magical Sleep successes OO0
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Dragonchess Set, Lute, Lyre, Pan Flute
- === L ANGUAGES ===
7 N Common, Dwarvish, Elvish, Halfling
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & LANGUAGES
N\
=== ACTIONS === === REACTIONS ===

Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Bardic Inspiration * 4 / Short Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d10). 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.

ACTIONS

Cutting Words

As a reaction when a creature (that's not immune
to being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and
subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

74

Darkvision 60 ft.

SENSES

17 PASSIVE WISDOM (PERCEPTION)
15 PASSIVE WISDOM (INSIGHT)
14 PASSIVE INTELLIGENCE (INVESTIGATION)

//

Unarmed Strike +4

'WEAPON ATTACKS & CANTRIPS

1 Bludgeoning
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=== BARD FEATURES ===
* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 16, Spell Attack +8)
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 (1d10).
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.

| 4 / Short Rest « 1 Bonus Action

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down (+2), to any ability check you make that doesn’t
already include it.

* Song of Rest » PHB 54

If you or any friendly creatures who can hear your
performance regain hit points at the end of the short
rest by spending one or more Hit Dice, each of those
creatures regains an extra 1d8 hit points.

* Bard College * PHB 54
| College of Lore
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check

you make with chosen proficiencies (2 at 3rd and 10th
level).

* Bonus Proficiencies « PHB 54
You gain proficiency with three more skills of your
choice.

* Cutting Words « PHB 54

As a reaction when a creature (that's not immune to
being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and
subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

| 1 Reaction
* Ability Score Improvement « PHB

* Font of Inspiration « PHB
You regain all of your expended uses of Bardic
Inspiration when you finish a short or long rest.

* Countercharm « PHB

As an action, you can perform until the end of your
next turn. During that time, you and any friendly
creatures within 30 ft. that can hear you gain
advantage on saving throws against being frightened
or charmed.

| 1 Action
* Additional Magical Secrets « PHB 55
You can add two additional spells from any class list

as bard spells to your known spells.

* Magical Secrets * PHB 54
You can add spells from any class lists as bard spells

to your known spells (choose 2 at 10th, 14th, and 18th

level).

=== HALF-ELF RACIAL TRAITS ===

* Ability Score Increase * BR 39

* Darkvision * BR 39

You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
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.
Dagger 1 11b.
Longsword 1 31b.
Backpack 1 5 lb.
Clothes, Fine 1 6 Ib.
Signet Ring 1 -
Lute 1 2 lb.
Bedroll 1 7 Ib.
Candle 5 -
WEIGHT CARRIED Clothes, Costume 2 81b.
60 Ib. Rations (1 day) 5 10 Ib.
ENCUMBERED Waterskin 1 51b.
150 Ib. Disguise Kit 1 3lb.

PUSH/DRAG/LIFT

300 Ib.

EQUIPMENT




Male 32
GENDER AGE
Chaotic Good

ALIGNMENT FAITH

Medium 5'9"
SIZE HEIGHT
Pale Blue

SKIN EYES
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WEIGHT
Dark

HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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| take great pains to always look my
best and follow the latest fashions.
My eloquent flattery makes everyone
| talk to feel like the most wonderful

PERSONALITY TRAITS
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Independence. | must prove that |
can handle myself without the
coddling of my family. (Chaotic)

IDEALS
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The common folk must see me as a hero
of the people.

BONDS
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| have an insatiable desire for
decadent pleasures.
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\\ FLAWS //

In the bustling city of Highfolk, where the mingling
of diverse cultures breeds an unquenchable thirst
for art and lore, Percival Silverleaf was born under
a fortuitous star. As the son of a human merchant
and an elven artisan, Percival was gifted with the
innate charm and sharp intellect of his father, and
the refined aesthetic sensibilities and longevity of
his mother. From a young age, he exhibited a
peculiar talent for capturing not just the likeness,
but the very soul of his subjects through his
sketches and portraits.

The cobblestone streets of Highfolk, brimming with
wandering minstrels and eccentric artists, served
as Percival’s first gallery. He would roam from one
vibrant festival to another, sketchbook in hand,
immortalizing moments of joy and sorrow in his
deft strokes. His portraits soon became coveted
treasures, symbols of status and memory for all
who resided in or passed through Highfolk.

Recognizing the power of his craft to connect
people and stories, Percival sought to broaden his
horizons. He fashioned a lute from the wood of an
ancient ash tree, strings woven from the golden
hair of a sunlit nymph, and pledged himself to the
path of the bard. Music infused his art with magic,
his performances capturing both the eyes and the
hearts of his audience.

With his newfound abilities, Percival founded
"Percival's Portraits," a studio-gallery that doubled
as a performance space, where every portrait
commissioned was accompanied by a song.
These musical portraits, imbued with
enchantments, ensured that the essence of the
subject was not only seen but felt, a spell of
remembrance that left viewers entranced and
longing for their own.

As his fame grew, so did the tales of his

adventures and the gallery of faces he left behind,
each a story waiting to be told. Whether it was the
firelit smile of a dwarven blacksmith or the serene

CHARACTER BACKSTORY

Owner and proprietor of Percival's Portraits, a
studio-gallery in Highfolk.
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=== CANTRIPS === (At Will)
O Minor lllusion Additional Magical Secrets -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
===2nd LEVEL === 3 Slots OO0
O Mirror Image Additional Magical Secrets - 1A Self V,S 1 minute PHB 260 D: 1m, VIS
O Alter Self <C> Magical Secrets - 1A Self V,S Concentration, upto Lhour  PHB 211 D: 1h, VIS
=== 5th LEVEL === 2 Slots OO
O Animate Objects <C> Magical Secrets -- 1A 120 ft. V.S Concentration, wp o 1 minwte - PHB 213 D: 1m, V/S
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