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O _+0_ Strength \ 7, \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH ‘ © + Dexterity
+1  Constitution +3 16 2 7 J—
+0_ Intelligence
+1 Wisdom INITIATIVE A \ HIT POINTS J
+5  Charisma y y, 7S , \
—— Resistances - Fire successes OO0
DEXTERITY e .
Advantage against being charmed, and Immunities - Magical Sleep Faiures Q=00
magic can't put you to sleep
1 5 Advantage made to maintain your DEFENSES HIT DICE DEATH SAVES
concentration on a spell when you take N N\ \ /
damage &
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] (@ +4_ Acrobatics DEX \ N - WEAPONS o=
. ) PROFICIENCY BONUS N T
12 le _*2_ Animal Handling wis j Martial Weapons, Simple Weapons
® +2  Arcana INT s
i === TOOLS ===
® _*2 Athletics STR = — Disguise Kit, Drum, Flute, Horn, Lute
© +4 Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
e ® _+L_ History INT Common, Draconic, Elvish
® _+3 Insight wis (/ N
30 ft. (Walkin
10 ® +5 Intimidation CHA ( 9)
@® _*1 Investigation INT
® 2 Medicine wis \ SPEED /
©® +1 Nature INT ) PROFICIENCIES & TRAINING
I wisbom Y ® +5 Perception wis N\
® _+5 Performance CHA === ACTIONS === === REACTIONS ===
l 2 ) Standard Actions War Caster
® _*5_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, You can use your reaction to make an opportunity
©® +1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, attack to cast a spell that has a casting time of 1
g Grapple, Shove, Improvise, Two-Weapon Fighting, action and targets only that creature.
® _*3_ Sleight of Hand DEX Interact with an Object, Study, Influence
=== SPECIAL ===
® _*6_ Stealth DEX === BONUS ACTIONS === Combat Inspiration
U CHARISMA ©® 3 Survival wis Bardic Inspiration « 3/ Long Rest A creature that_has a Bardic Inspiration die from
As a bonus action, a creature (other than yourself) you can roll that die and add the number rolled to a
1 7 ) within 60 ft. that can hear you gains an inspiration die weapon damage roll, or, when an attack roll is made
- (1d6). For 10 minutes, the creature can add it to one against the creature, it can use its reaction to roll the
O ability check, attack roll, or saving throw. This can be die and add the number rolled to its AC against that
o added after seeing the roll, but before knowing the attack, after seeing the roll but before knowing
—_— outcome. whether it hits or misses.
L SKILLS )/ ACTIONS )
r // \\
15 PASSIVE PERCEPTION Rapier +4 1d8+2 Piercing Martial, Finesse, Vex
13 Unarmed Strike +2 1 Bludgeoning
PASSIVE INSIGHT
11 PASSIVE INVESTIGATION

Darkvision 60 ft.
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=== 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 13, Spell Attack +5)
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.

| 3/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,
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 (+1), 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 1d6 hit points.

* Bard College « PHB 54
| College of Valor

* 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 55
You gain proficiency with medium armor, shields, and
martial weapons.

* Combat Inspiration « PHB 55

A creature that has a Bardic Inspiration die from you
can roll that die and add the number rolled to a
weapon damage roll, or, when an attack roll is made
against the creature, it can use its reaction to roll the
die and add the number rolled to its AC against that
attack, after seeing the roll but before knowing whether
it hits or misses.

| Special

* 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

=== HALF-ELF SPECIES 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

=== FEATS ===

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction
* Skilled « PHB 170

You gain proficiency in any combination of three skills
or tools of your choice.

N

EQUIPMENT

FEATURES & TRAITS
Decanter of Endless Water 1 2 1b. Flute 1 11b.
Ring of Fire Resistance 1 -
Studded Leather 1 13 Ib.
Shield 1 6 Ib.
Dagger 1 11b.
Rapier 1 2 lb.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Candle 5 -
WEIGHT CARRIED Clothes, Costume 3 12 Ib.
69.5 Ib. Potion of Healing 1 0.5 Ib.
ENCUMBERED Rations (1 day) 5 10 Ib.
150 Ib. Waterskin 1 5 lb. Ring of Fire Resistance 1 -
PUSH/DRAG/LIFT Disguise Kit 1 3lb.
300 Ib. Lute 1 2 1b.
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous PHB 285 V
O Minor lllusion Bard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
O Mage Hand Bard - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, V/S
=== 1st LEVEL === 4 Slots OO00
O Heroism Bard - 1A Touch V,S Concentration, upto 1 minute - PHB 250 D: 1m, VIS
O Thunderwave Bard CON13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Dissonant Whispers Bard WIS 13 1A 60 ft. \Y Instantaneous  PHB 234 V
O Healing Word Bard -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
===2nd LEVEL === 3 Slots 000
O Shatter Bard CON 13 1A 60 t/10 ft. Sphere V,S,M Instantaneous PHB 275 10 ft. Sphere, V/IS/M
O Enhance Ability Bard -- 1A Touch V,S,M  concentration, upto 1hour  PHB 237 D: 1h, V/S/IM
O Lesser Restoration Bard - 1A Touch V.S Instantaneous  PHB 255 VIS
R SPELLS N
! /|




