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

Survival wis

y

SKILLS

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 * 3 / Long Rest

As a bonus action, a creature (other than yourself)
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.
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INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Dice Set, Flute, Hand Drum, Lute, Thieves'
pom— PN Tools
7 N === LANGUAGES ===
30 ft. (Walking) Common, Elvish, Sylvan
A SPEED )
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=== ACTIONS === === SPECIAL ===

Psychic Blades

When you hit a creature with a weapon attack, you
can expend one use of your Bardic Inspiration to deal
an extra 2d6 psychic damage to that target. You can
do so only once per round on your turn.
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Darkvision 60 ft.

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)
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Unarmed Strike +2

'WEAPON ATTACKS & CANTRIPS

1 Bludgeoning
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=== BARD FEATURES ===
* Psychic Blades ¢ XGtE 16
* Hit Points « PHB 52 When you hit a creature with a weapon attack, you can
expend one use of your Bardic Inspiration to deal an
* Proficiencies « PHB 52 extra 2d6 psychic damage to that target. You can do
so only once per round on your turn.
* Spellcasting * PHB 52
You can cast known bard spells using CHA as your | Special
spellcasting modifier (Spell DC 13, Spell Attack +5)
and known bard spells as rituals if they have the ritual * Words of Terror « XGtE 16
tag. You can use a musical instrument as a Once per short rest, you can speak to a humanoid
spellcasting focus. alone for 1 minute and cause it to become frightened
of you (or another creature of your choice) if it fails a
* Bardic Inspiration « PHB 53 WIS saving throw (DC 13) for 1 hour or until it or its
As a bonus action, a creature (other than you) within allies are attacked or damaged. If the target succeeds,
60 ft. that can hear you gains an inspiration die (1d6). it is not aware you used this ability.
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added | 1/ Short Rest « 1 Minute
after seeing the roll, but before knowing the outcome.
| 3/Long Rest « 1 Bonus Action === HALF-ELF RACIAL TRAITS ===
* Jack of All Trades « PHB 54 * Darkvision ¢ BR 39
You can add half your proficiency bonus, rounded You can see in darkness (shades of gray) up to 60 ft.
down (+1), to any ability check you make that doesn’t
already include it. * Fey Ancestry « BR 39
You have advantage on saving throws against being
* Song of Rest « PHB 54 charmed, and magic can't put you to sleep.
If you or any friendly creatures who can hear your
performance regain hit points at the end of the short * Skill Versatility « BR 39
rest by spending one or more Hit Dice, each of those You gain proficiency in two skills of your choice.
creatures regains an extra 1d6 hit points.
* Bard College » PHB 54
| College of Whispers
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check
you make with chosen proficiencies (2 at 3rd and 10th
level).
FEATURES & TRAITS JS
Leather 1 10 Ib. Soap 1 --
Dagger 1 1lb.
Longsword 1 3lb.
Chest 1 25 Ib.
Clothes, Common 1 31b.
Crowbar 1 51b.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Case, Map or Scroll 2 2 lb.
Clothes, Fine 1 6 Ib.
WEIGHT CARRIED
58.3 |b Lamp 1 1lb.
ENCUMBERED Oil (flask) 2 21b.
150 Ib. Paper (one sheet) 5 -
PUSH/DRAG/LIFT Perfume (vial) 1 -
300 Ib. Sealing Wax 1 -
\ EQUIPMENT
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Elnoa is an anarchist. She is a part of a group who
fights against the shadow organizations that
control the world from the darkness. They meet in
their secret headquarters every full moon in a
cabin in the woods to discuss happenings and
what to do next.€

Their leader is known as “The Monster.” No one
knows who or what they are but the anarchist
group, known as “The Great Insurrection,” follows
“his” direction with total devotion.€

Elnoa first met the group after she was betrayed
by a dear friend. They wanted to become heroes
since they were children. Belfinas was a male
half-elf who pretended to be Elnoa’s best friend
and greatest ally. He betrayed her during their first
real quest when they were sent by the local baron
to investigate a local lord for possible acts of
demonic summonings.€€Irthe end, Belfinas was
working with the lord the whole time and turned in
Elnoa as the summoner in order to receive the
reward and keep his master free from suspicion.€

While on the way to prison, the rebel group helped
Elnoa escape and the rest is history.€

Her closest friend and only person | can trust, is
my son Alros. He has been with her in the group
since he was old enough to hold a weapon.€

Elnoa’s goal is and will be forever to find
corruption, wherever it may be, and destroy it. €

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
Q Friends <C> Bard - 1A Self S,M Concentiation, upto 1 minte - PHB 244 D: 1m, S/M
QO Prestidigitation Bard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
=== 1st LEVEL === 4 Slots OO00
O Bane<C> Bard CHA 13 1A 30 ft. V,S,M  concenuation, upto 1 minte . PHB 216 D: 1m, V/ISIM
O Disguise Self Bard -- 1A Self V,S 1 hour PHB 233 D: 1h, VIS
O Dissonant Whispers Bard WIS 13 1A 60 ft. \Y Instantaneous  PHB 234 V
O Sleep Bard -- 1A 90 ft./20 ft. Sphere V,S,M 1 minute PHB 276  D:1m, 20 ft. Sphere, V/ISIM
===2nd LEVEL === 2 Slots OO
O Silence [R]<C> Bard = 1A 120 ft/20 ft. Sphere  V,S Concentration, up o 10 minutes PHB 275 D: 10m, 20 ft. Sphere, VIS
O Detect Thoughts <C> Bard WIS 13 1A Self V,S,M  concentaion, spro1mine - PHB 231 D: 1m, V/ISIM
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