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Advantage against being charmed,
and magic can't put you to sleep
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O _+3  Animal Handling wis
O +1 Arcana INT

O -1 Athletics STR

® _+7_ Deception CHA

O _+1  History INT

® _+6  Insight wis

® +7 Intimidation CHA
O _*1  Investigation INT

O +3  Medicine wis

O _+1  Nature INT

® _+6  Perception WIS

® _+7_ Performance CHA
QO _+4  Persuasion CHA
O _*1  Religion INT

® _*6  Sleight of Hand DEX
® _+6 Stealth DEX
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Monk 7 / Bard 1 patrickmspeaks
CLASS & LEVEL PLAYER NAME
Half-ElIf Entertainer 37,625
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
y
ARMOR Max HP Current HP Temp HP
+8 18 51 -
INITIATIVE CLASS \ HIT POINTS
( " 7d8+1d8 \ ff
Immunities - Magical Sleep successes OO0
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES
HEROIC INSPIRATION j ‘ === ARMOR ===
Light Armor
j === WEAPONS ===

Shortsword, Simple Weapons

=== TOOLS ===

Birdpipes, Brewer's Supplies, Disguise Kit,
Flute, Pan Flute

=== LANGUAGES ===
Common, Elvish, Gnomish

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== 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

=== BONUS ACTIONS ===
Bardic Inspiration * 4 / 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.

Flurry of Blows

After you take the Attack action on your turn, you
can spend 1 ki point to make two unarmed strikes as a
bonus action.

Patient Defense
You can spend 1 ki point to take the Dodge action
as a bonus action on your turn.

Step of the Wind

You can spend 1 ki point to take the Disengage or
Dash action as a bonus action on your turn, and your
jump distance is doubled for the turn.

Unarmed Strike
When vou use the Attack action with an unarmed

74

ACTIONS
4 N
16 PASSIVE PERCEPTION Dagger +6 1d6+3 Piercing  simple, Finesse, Light, Thrown, Nick, Range (20/60)
16 DASSIVE INSIGHT Dagger +6 1d6+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Shortsword +6 1d6+3 Piercing Martial, Finesse, Light, Vex
11 PASSIVE INVESTICATION Shortsword +6 1d6+3 Piercing Martial, Finesse, Light, Vex
Darkvision 60 ft. Starry Wisp +7 2d8 Radiant ~ V/S
Unarmed Strike +6 1d6+3 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /
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=== MONK FEATURES ===
* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action

* Dedicated Weapon ¢ TCoE 48

Whenever you finish a short or long rest, you can
touch one weapon, and then count that weapon as a
monk weapon until you use this feature again. The
weapon must be a simple or martial weapon that you
are proficient with, and must lack the heavy and
special properties.

* KiePHB 78
You can spend Ki Points to fuel ki features. You have
7 points per short rest and your Ki save DC is 14.

Flurry of Blows - After you take the Attack action on
your turn, you can spend 1 ki point to make two
unarmed strikes as a bonus action.

Patient Defense - You can spend 1 ki point to take the
Dodge action as a bonus action on your turn.

Step of the Wind - You can spend 1 ki point to take the

Disengage or Dash action as a bonus action on your
turn, and your jump distance is doubled for the turn.

| Ki Points: 7 / Short Rest  Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action
* Unarmored Movement « PHB 78
Your speed increases by 15 feet while you are not
wearing armor or wielding a shield.
* Ki-Fueled Attack » TCoE 48
If you spend 1 ki point or more as part of your action
on your turn, you can make one attack with an
unarmed strike or a monk weapon as a bonus action
before the end of the turn.

| Special
* Monastic Tradition « PHB 78

| Way of the Drunken Master
* Deflect Missiles « PHB 78
You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +10. If you reduce damage to 0
and have a free hand, you can spend 1 ki point to
make a ranged attack (as with a monk weapon) with
range 20/60.

| 1 Reaction

| Deflect Missiles Attack: 1 Reaction

* Bonus Proficiencies « XGtE 34

You gain proficiency in the Performance skill and
brewer's supplies if you don't already have it.

* Drunken Technique « XGtE 34

Whenever you use Flurry of Blows, you gain the
benefit of the Disengage action, and your walking
speed increases by 10 ft. until the end of the current
turn.

| Special

* Quickened Healing « TCoE 49
As an action, you can spend 2 ki points to regain
1d6+3 hit points.

| 1 Action
* Ability Score Improvement « PHB 78

* Slow Fall « PHB 78
You can use your reaction when you fall to reduce any
falling damage you take by 35.

| 1 Reaction

* Focused Aim » TCoE 49

When you miss with an attack roll, you can spend 1-3
ki points to increase your attack roll by 2 for each of
these ki points you spend, potentially turning the miss
into a hit.

| Special

* Extra Attack « PHB 79
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Stunning Strike « PHB 79

When you hit with a melee weapon attack, you can
spend 1 ki point to make the target stunned until the
end of your next turn if it fails a CON saving throw (DC

N

FEATURES & TRAITS
Bracers of Defense 1 - Mess Kit 1 11b.
Birdpipe of lllusions 1 -- Rations (1 day) 10 20 Ib.
Doss Lute 1 - Tinderbox 1 11b.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb.
Shortsword 1 21b.
Shortsword 1 21b.
Backpack 1 5 lb.
Caltrops (bag of 20) 20 2 lb.
WEIGHT CARRIED Clothes, Costume 1 4 1b.
63 Ib. Clothes, Traveler's 1 4 1b.
ENCUMBERED Potion of Healing 2 11b.
135 Ib. Rope, Silk (50 feet) 1 51b. Bracers of Defense 1 -
PUSH/DRAG/LIFT Pan Flute 1 21b. Birdpipe of lllusions 1 -
270 Ib. Bedroll 1 7 Ib. Doss Lute 1 --

EQUIPMENT
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| Special

* Ki-Empowered Strikes « PHB 79
Your unarmed strikes count as magical for the purpose
of overcoming resistance and immunity.

* Tipsy Sway * XGtE 34
When you're prone, you can stand up by spending 5 ft.
of movement, rather than half your speed. When a
creature misses you with a melee attack roll, you can
spend 1 ki point as a reaction to cause that attack to
hit one creature of your choice, other than the attacker,
that you can see within 5 ft.

| 1 Reaction
* Evasion ¢« PHB 79
When you are subjected to an effect that allows you to
make a DEX saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.
* Stillness of Mind « PHB 79
You can use an action to end one effect on yourself
that is causing you to be charmed or frightened.

| 1 Action
=== 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 15, Spell Attack +7)
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.

| 4/ Long Rest ¢ 1 Bonus Action

=== 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
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.

=== FEATS ===

* Alert « PHB 165

You gain a +5 bonus to initiative, you can't be
surprised while you are conscious, and other creatures
don’t gain advantage on attack rolls against you as a
result of being unseen by you.

ADDITIONAL FEATURES & TRAITS
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Female 21 Medium 53" 121
GENDER AGE HEIGHT WEIGHT
Lawful Evil Serves no gods Olive Green Black
ALIGNMENT FAITH EYES HAIR
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Elliara has severe scarring on her back from a public flogging when she
was only 13. While she often bares her arms, her outfits are chosen
carefully to hide these scars. Additionally, she has the Kalisek mark
tattooed under her left breast as is the tradition for all slaves.

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

//
Whenever | come to a new place, |
collect local rumors and spread
gossip.
Nobody stays angry at me or

PERSONALITY TRAITS
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Greed. I'm in it for the money and
power. The fame is just a cover to

keep me safe. (Evil)

IDEALS
L~

[
| would do almost anything for the
other members of my old troupe,
especially after leaving them in jail.

BONDS
L~
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"
A scandal prevents me from ever
going home again. That kind of
trouble seems to follow me around.

"

\\ FLAWS
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CHARACTER BACKSTORY

Hyanré
(Hyan (To Injure) + ré (Woman who does))

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Blade Ward Bard - 1A Self V,S Concenration, up to L minute - PHB-2024 247 D: 1m, V/S
QO Starry Wisp Bard +7 1A 60 ft. V.S Instantaneous ~ PHB-2024320 V/S
=== 1st LEVEL === 2 Slots OO
O Command Bard WIS 15 1A 60 ft. \Y Instantaneous ~ PHB-2024 251 V/
O Comprehend Languages [R] Bard -- 1A Self V,S,M 1 hour PHB-2024 252 D: 1h, V/SIM
O Cure Wounds Bard - 1A Touch V.S Instantaneous ~ PHB-2024 259 /S
O Unseen Servant [R] Bard -- 1A 60 ft. V,S,M 1 hour PHB 284 D: 1h, V/ISIM
O Animal Friendship Doss Lute WIS 15 1A 30 ft. V,S,M 24 hours PHB-2024 239 1 Charge (7/7), D: 24h, VISIM
O Protection from Evil and Good Doss Lute - 1A Touch V,S,M  concenvaton, upro0mines - PHB-2024 309 1 Charge (7/7), D: 10m, V/SIM
===2nd LEVEL ===
O Protection from Poison Doss Lute -- 1A Touch V.S 1 hour PHB-2024 310 1 Charge (7/7), D: 1h, VIS
O Levitate Doss Lute CON 15 1A 60 ft. V,S,M  concenvaon pro 1ominwees - PHB-2024 291 1 Charge (7/7), D: 10m, V/S/M
O Invisibility Doss Lute - 1A Touch V,S,M  Concenuation upto 1 hour - PHB-2024 289 1 Charge (7/7), D: 1h, VISIM
===3rd LEVEL ===
QO Protection from Energy Doss Lute - 1A Touch V,S Concentration, up to 1 hour - PHB-2024.309 1 Charge (7/7), D: 1h, VIS
O Fly Doss Lute - 1A Touch V,S,M  concenation. up o lomnues - PHB-2024 276 - 1 Charge (7/7), D: 10m, V/SIM
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