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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
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ARMOR Max HP Current HP Temp HP
+4 13 7 3 -
INITIATIVE CLASS \ HIT POINTS
/7 / /
5d8 + 4d8 + 1d8 SUCCESSESO:O:O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
|
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Disguise Kit, Flute, Forgery Kit, Thieves'
pom— PN Tools
7 N === LANGUAGES ===
30 ft. (Walking) Common, Elvish, Thieves’ Cant
A SPEED )
i 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

see, and then roll one Psionic Energy die (1d8). For a
number of hours equal to the number rolled, the
chosen creatures can speak telepathically with you,
and you can speak telepathically with them, as long as
you are within 1 mile. You and the creature don’t need
to speak a common language to understand each
other.

74

® _+10 Stealth DEX Genie's Vessel: Bottled Respite » 1/ Long Rest The first time you use this power after each long rest,
U CHARISMA ) @ +2 Survival wis ou can magically vanish and enter your vessel, you don't expend the Psionic Energy die. All other
Y icall ish and | don’ d the Psionic E die. All oth
which remains in the space you left. You can remain times you use the power, you expend the die.
20 o) inside the vessel up to 8 hours. You exit the vessel
- early if you use a bonus action to leave, if you die, or if === BONUS ACTIONS ===
@] the vessel is destroyed. Bardic Inspiration « 5/ Long Rest
As a bonus action, a creature (other than yourself)
o JE— Psionic Power: Psychic Whispers ¢ 1/ Long Rest within 60 ft. that can hear you gains an inspiration die
As an action, choose up to 4 creatures vou can (1d6). For 10 minutes. the creature can add it to one
\ SKILLS / \ ACTIONS
7 N
18 PASSIVE PERCEPTION Dagger +6 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
14 Dagger +6 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INSIGHT
Rapier +6 1d8+2 Piercing Martial, Finesse, Vex
15 PASSIVE INVESTIGATION . .
Unarmed Strike +3 0 Bludgeoning
Psychic Blades: Attack (DEX) +6 1d6+2 Psychic
Psychic Blades: Attack (STR) +3 1d6-1 Psychic

SENSES

'WEAPON ATTACKS & CANTRIPS




=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 3d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.

| 1 Bonus Action

* Steady Aim « TCoE 62

As a bonus action, you give yourself advantage on
your next attack roll on the current turn. You can use
this bonus action only if you haven't moved during this
turn, and after you use the bonus action, your speed is
0 until the end of the current turn.

| 1 Bonus Action
* Roguish Archetype « PHB 96
| Soulknife

* Psionic Power » TCoE 64
You have 8 Psionic Energy dice (1d8), and they fuel
various psionic powers you have.

| Psionic Power: Psionic Energy: 8 / Long Rest ¢
Special

| Psionic Power: Psi-Bolstered Knack: Special

| Psionic Power: Psychic Whispers: 1/ Long Rest « 1
Action

| Psionic Power: Recovery: 1/ Short Rest « 1 Bonus
Action

* Psychic Blades « TCoE 64

Whenever you take the Attack action, you can
manifest a psychic blade from your free hand and
make the attack with that blade (a simple melee
weapon with finesse, thrown, and range 60 ft.). On a
hit, it deals 1d6+2 psychic damage.

After you attack with the blade, you can make a melee
or ranged weapon attack with a second psychic blade
as a bonus action on the same turn, provided your
other hand is free to create it. The damage die of this
bonus attack is 1d4, instead of 1d6.

| Psychic Blades: Attack (DEX): 1 Action
| Psychic Blades: Attack (STR): 1 Action

| Psychic Blades: Bonus Attack (DEX): 1 Bonus
Action

| Psychic Blades: Bonus Attack (STR): 1 Bonus
Action

* Ability Score Improvement « PHB 96

* Uncanny Dodge « PHB 96

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

| 1 Reaction
=== BARD FEATURES ===

* 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 17, Spell Attack +9)
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.

| 5/ Long Rest « 1 Bonus Action
* Magical Inspiration « TCoE 27

If a creature has a Bardic Inspiration die from you and
casts a spell that restores hit points or deals damage,
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Leather 1 10 Ib. Piton 10 251b.
Dagger 1 11b. Rations (1 day) 5 10 Ib.
Dagger 1 11b. Rope, Hempen (50 feet) 1 10 Ib.
Rapier 1 2 lb. Tinderbox 1 1lb.
Backpack 1 51b. Waterskin 1 51b.
Clothes, Fine 1 6 Ib. String 10 --
Disguise Kit 1 31b.
Thieves' Tools 1 11b.
Ball Bearings (bag of 1,000) 1,000 2 lb.
WEIGHT CARRIED Bell L -
715 Ib. Candle 5 -
ENCUMBERED Crowbar 1 51b.
120 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Lantern, Hooded 1 2 lb.
240 Ib. Oil (flask) 2 2 1b.
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the creature can roll that die and choose a target
affected by the spell. Add the number rolled as a
bonus to the hit points regained or the damage dealt.
The Bardic Inspiration die is then lost.

| Special

* 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 1d6é hit points.

* Bard College * PHB 54
| College of Eloquence

* Expertise « PHB 54

Your proficiency bonus is doubled for any ability check
you make with chosen proficiencies (2 at 3rd and 10th
level).

* Silver Tongue * TCoE 30

When you make a Charisma (Persuasion) or Charisma
(Deception) check, you can treat a d20 roll of 9 or
lower as a 10.

* Unsettling Words « TCoE 30

As a bonus action, you can expend one use of your
Bardic Inspiration and choose one creature you can
see within 60 ft. Roll the Bardic Inspiration die (1d6).
The creature must subtract the number rolled from the
next saving throw it makes before the start of your next
turn.

| 1 Bonus Action

* Bardic Versatility « TCoE

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following:

- Replace one of the skills you chose for the Expertise
feature with one of your other skill proficiencies that
isn't benefiting from Expertise.

- Replace one cantrip you learned from this class’s
Spellcasting feature with another cantrip from the bard
spell list.

* Ability Score Improvement « PHB 54
=== WARLOCK FEATURES ===

* Additional Warlock Spells « TCoE 70
* Hit Points « PHB 106

* Proficiencies « PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Genie
* Pact Magic « PHB 107
You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 17, Spell Attack +9).
You can use an arcane focus as a spellcasting focus.
* Genie Kind « TCoE

| Marid « TCoE
Your patron Genie is a Marid.

* Expanded Spell List » TCoE 73

* Genie's Vessel « TCoE

ADDITIONAL FEATURES & TRAITS

~N
| Genie's Wrath (Marid) « TCoE

Once during each of your turns when you hit with an

attack roll, you can deal an extra 4 cold damage to the

target.

| Genie's Vessel: Bottled Respite: 1/ Long Rest ¢ 1
Action

=== CHANGELING SPECIES 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
appropriate for the character.

* Creature Type * MotM 10
You are a Fey.

* Size « MotM 10
You choose between being Medium or Small when
you select this race.

* Speed *« MotM 10
Your walking speed is 30 ft.

* Shapechanger « MotM 10

As an action, you can change your appearance and
voice. You determine the specifics, including your
coloration, hair length, sex, height, weight, and can
change your size between Medium and Small. You
can look like another race, though none of your game

ADDITIONAL EQUIPMENT
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statistics change.

You can't duplicate the appearance of an individual
you've never seen, and your form must have the same
basic arrangement of limbs that you have. Your
clothing and equipment aren’t changed by this trait.

You stay in the new form until you use an action to
revert or until you die.

| Shapechange: 1 Action

* Proficiencies « MotM

=== 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 +9).

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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Bard / Warlock

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li ‘\
=== CANTRIPS === (At Will)
QO Prestidigitation Bard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Message Bard -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
Q Friends Bard - 1A Self S,M Concentration, upto 1 minte - PHB 244 D: 1m, SIM
O Minor lllusion Warlock - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Mage Hand Warlock - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
=== 1st LEVEL === 4 Slots O0O00 | 1 Pact O
O Command Bard WIS 17 1A 60 ft. \% 1 round PHB 223 D:1Rnd, V
O Sleep Bard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/S/M
O Comprehend Languages [R] Bard - 1A Self V,S,M 1 hour PHB 224  D: 1h, VISIM
O Cure Wounds Bard - 1A Touch V.S Instantaneous  PHB 230  V/S
O Dissonant Whispers Bard WIS 17 1A 60 ft. \Y Instantaneous  PHB 234 V
O Hex Warlock - 1BA 90 ft. V,S,M  concentration, upto 1hour  PHB 251 D: 1h, VISIM
O Hellish Rebuke Warlock DEX17 1R 60 ft. V.S Instantaneous PHB 250 VIS
===2nd LEVEL === 3 Slots 000
O Invisibility Bard - 1A Touch V,S,M  concenration, upto 1hour  PHB 254 D: 1h, V/SIM
O Hold Person Bard WIS 17 1A 60 ft. V,S,M  concentration. pro 1minwie. PHB 251 D: 1m, V/S/IM
R SPELLS N
! /|




