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HEROIC INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Drum, Navigator's Tools
N N
=== LANGUAGES ===
7 N Abyssal, Common
30 ft. (Walking)
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

=== BONUS ACTIONS ===
Bardic Inspiration « 10 / Short Rest

As a Bonus Action, you can inspire another
creature within 60 ft. that can see or hear you. That
creature gains one of your Bardic Inspiration dice
(1d8). Once within the next hour, when the creature
fails a D20 Test, the creature can roll the Bardic
Inspiration die and add the number rolled to the total,
potentially turnina the failure into a success.

You can confer your Bardic Inspiration die 10 times
per Short or Long Rest.

Hew

Immediately after you score a Critical Hit with a
Melee weapon or reduce a creature to 0 Hit Points
with one, you can make one attack with the same
weapon as a Bonus Action.

Hexblade’s Curse ¢ 1 / Short Rest

Once per short rest, as a bonus action, choose one

creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+7 bonus to damaae rolls. score a critical hit on a roll

\ ACTIONS
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13 PASSIVE PERCEPTION Dragon's Wrath Maul (Ascendant) +20 2d6+20 Bludgeoning 1 Charge, Marial, Heavy, Two-Handed, Topple, +7 dam from Great Weapon Mastery
Eldritch Blast +17 1d10+10 Force Count: 4, VIS
13 PASSIVE INSIGHT
Unarmed Strike +9 3 Bludgeoning
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Darkvision 60 ft.
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=== WARLOCK FEATURES ===

* Core Warlock Traits « PHB-2024 153

* Eldritch Invocations « PHB-2024 153

You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a
prerequisite, you must meet it to learn that invocation.

| Agonizing Blast (Eldritch Blast) « br-2024
You can add your Cha. modifier bonus to the damage
rolls of Eldritch Blast.

| Devouring Blade ¢ br-2024
The Extra Attack of your Thirsting Blade invocation
confers two extra attacks rather than one.

| Eldritch Smite ¢ br-2024
Once per turn when you hit a creature with your pact
weapon, you can expend a Pact Magic spell slot to
deal an extra 6d8 Force damage to the target, and you
can give it the Prone condition if it's Huge or smaller.

| 1 Action

| Lessons of the First Ones « br-2024
You gain one Origin feat of your choice.

| Lessons of the First Ones ¢ br-2024
You gain an Origin feat of your choice.

| Lifedrinker  br-2024
Once per turn when you hit a creature with your pact
weapon, you can deal an extra 1d6
Necrotic/Psychic/Radiant damage (your choice) to the
creature, and expend one of your Hit Point Dice to roll
it and regain HP equal to the roll+ Con. modifier
(minimum of 1 HP).

| Pact of the Blade « br-2024
As a Bonus Action, you can conjure a pact weapon in
your hand, or create a bond with a magic weapon you
touch. You can’t bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Whenever you attack with the bonded weapon, you
can use your Cha. instead of Str. or Dex.; and you can
cause it to deal Necrotic, Psychic, or Radiant damage
or its normal damage type.

Your bond with the weapons ends if you use this
feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the bond
ends.

| Pact of the Blade: Conjure: 1 Bonus Action
| Pact of the Blade: Bond: 1 Bonus Action
| Thirsting Blade ¢ br-2024
You gain the Extra Attack feature for your pact weapon
only and can attack twice with the weapon instead of
once when you take the Attack action.
* Pact Magic « PHB-2024 153
* Magical Cunning * PHB-2024 154
Once per Long Rest, you can perform an esoteric rite
for 1 minute, regaining up to 2 expended Pact Magic
spell slots.
| 1/Long Rest « 1 Minute

* Warlock Subclass « PHB-2024 154

* Expanded Spell List « XGtE
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse * XGtE

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+7 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 22 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special
* Ability Score Improvement « PHB-2024 155
* Accursed Specter « XGtE
When you slay a humanoid, you can cause its spirit to
rise as a specter that gains +6 temp HP. Roll initiative
for the specter, which has its own turns. It obeys your
verbal commands, gains a +10 bonus to its attack
rolls, and remains until the end of your next long rest.
| 1/Long Rest ¢ Special

* 8: Ability Score Improvement « PHB-2024 155

N

| 1 Action | The Hexblade (XGtE)
FEATURES & TRAITS
Tome of Leadership and Influence 1 -- Piton 10 2.51b.
Tome of Leadership and Influence 1 - Rations (1 day) 10 20 Ib.
Tome of Leadership and Influence 1 - Rope, Hempen (50 feet) 1 10 Ib.
Tome of Leadership and Influence 1 - Tinderbox 1 1lb.
Tome of Leadership and Influence 1 - Torch 10 10 Ib.
Blood Fury Tattoo 1 -- Waterskin 1 51b.
Spellwrough tattoo of Bestow Curse 1 --
loun Stone of Mastery 1 -
Potion of Speed 5 -
WEIGHT CARRIED Dragon's Wrath Maul (Ascendant) 1 10 Ib.
1425 Ib. Shield 1 6 Ib.
ENCUMBERED Plate 1 65 Ib.
420 |b. Backpack 1 51b. Blood Fury Tattoo 1 -
PUSH/DRAG/LIFT Crowbar 1 51b. loun Stone of Mastery 1 -
840 Ib. Hammer 1 31b. Dragon's Wrath Maul (Ascendant) 1 10 Ib.
\ EQUIPMENT
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* Contact Patron « PHB-2024 155

You always have Contact Other Plane prepared. Once
per Long Rest, you can cast the spell without
expending a spell slot to contact your patron, and you
automatically succeed on the spell’'s saving throw.

* Armor of Hexes * XGtE

If the target cursed by your Hexblade's Curse hits you
with an attack roll, you can use your reaction to roll a
d6. On a 4 or higher, the attack instead misses you,
regardless of its roll.

| 1 Reaction

* Mystic Arcanum (Level 6 Spell) « PHB-2024 155
Your patron grants you a magical secret called an
arcanum, choose one level 6 Warlock spell as this
arcanum. You can cast this spell once per Long Rest
before you cast it in this way again.

*12: Ability Score Improvement « PHB-2024 155
=== BARD FEATURES ===
* Core Bard Traits « PHB-2024 59

* Bardic Inspiration « PHB-2024 59

As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d8). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success.

You can confer your Bardic Inspiration die 10 times per
Short or Long Rest.

| 10 / Short Rest « 1 Bonus Action

* Spellcasting « PHB-2024 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 25, Spell Attack +17). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

* Expertise « PHB-2024 60
You gain Expertise in two skill proficiencies of your
choice.

* Jack of All Trades « PHB-2024 60

You can add half your Proficiency Bonus (3) to ability
checks you make that uses a skill proficiency you lack
and that doesn't otherwise use your Proficiency Bonus.

* Bard Subclass « PHB-2024 60
| College of Valor

* Combat Inspiration « PHB-2024 67
A creature that has a Bardic Inspiration die from you
can use it for one of the following effects:

Defense. When the creature is hit by an attack roll, that
creature can use its Reaction to roll the Bardic
Inspiration die and add the result to its AC against that
attack.

Offense. Immediately after the creature hits a target
with an attack roll, the creature can roll the Bardic
Inspiration die and add the result to the attack’s
damage.

| Combat Inspiration: Defense: 1 Reaction

| Combat Inspiration: Offense: 1 Reaction
* Martial Training « PHB-2024 67
You gain proficiency with Martial weapons and training
with Medium armor and Shields. In addition, you can

use a Simple or Martial weapon as a Spellcasting
Focus to cast spells from your Bard spell list.

ADDITIONAL FEATURES & TRAITS

~N
* Ability Score Improvement « PHB-2024 61

* Font of Inspiration « PHB-2024 61
You now regain all expended uses of Bardic
Inspiration when you finish a Short or Long Rest.

In addition, you can expend a spell slot (no action
required) to regain one expended use of Bardic
Inspiration.

| Regain Bardic Inspiration: Special

* Extra Attack « PHB-2024 67
You can attack twice instead of once whenever you
take the Attack action on your turn.

In addition, you can cast one of your cantrips that has
a casting time of an action in place of one of those
attacks.

=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91
* Fighting Style « PHB-2024 91
You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.
* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+2 HP.
You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest ¢ 1 Bonus Action

* Weapon Mastery « PHB-2024 91

ADDITIONAL EQUIPMENT
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* Action Surge « PHB-2024 91
On your turn you can take one additional action,
except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

=== BUGBEAR SPECIES TRAITS ===

* 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 8

You are a Humanoid. You are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed » MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8
You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You

discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed « MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky * MotM 8

You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in
a space large enough for a Small creature.

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra 2d6
damage.

| Special

=== FEATS ===

* Great Weapon Fighting « PHB-2024 209

When you roll damage for an attack you make with a
Melee weapon that you are holding with two hands,
you can treat any 1 or 2 on a damage die as a 3. The
weapon must have the Two-Handed or Versatile
property.

* Spell Sniper « PHB-2024 208

Ability Score Increase. Int., Wis., or Cha. increased by
1.

ADDITIONAL FEATURES & TRAITS

Bypass Cover. Your attack rolls for spells ignore Half
Cover and Three-Quarters Cover.

Casting in Melee. Being within 5 ft. of an enemy
doesn't impose Disadvantage on your attack rolls with
spells.

Increased Range. When you cast a spell that has a
range of at least 10 ft. and requires you to make an
attack roll, you can increase the spell's range by 60 ft.

* Boon of Combat Prowess « PHB-2024 210
Ability Score Increase. One ability score of your choice
increased by 1.

Peerless Aim. Once per turn, when you miss an attack
roll, you can hit instead.

* Metamagic Adept « TCoE 80

| Careful Spell « PHB
You can spend 1 sorcery point to allow up to 10
creatures to automatically succeed on the saving throw
of a spell you cast.

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend 2 sorcery points to change the
casting time to 1 bonus action for this casting.

| Sorcery Points (Metamagic Adept): 2 / Long Rest ¢
Special

| Metamagic - Quickened Spell: Special
| Metamagic - Careful Spell: Special

* Great Weapon Master « PHB-2024 204
Ability Score Increase. Your Str. is increased by 1.

Heavy Weapon Mastery. When you hit a creature with

N

ADDITIONAL EQUIPMENT
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a weapon that has the Heavy property as part of the
Attack action on your turn, you can cause the weapon
to deal an extra 7 damage to the target.

Hew. Immediately after you score a Critical Hit with a
Melee weapon or reduce a creature to 0 HP with one,
you can make one attack with the same weapon as a
Bonus Action.

| Hew: 1 Bonus Action
| Heavy Weapon Mastery: 1 Action

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +7 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Weapon Mastery « PHB-2024 91

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Maul (Topple) ¢
Topple. If you hit a creature with a Maul, you can force
it to make a Con. saving throw (DC 8 + 7 + the ability
modifier used to make the attack). On a failed save,
the creature has the Prone condition.

| Trident (Topple) ¢
Topple. If you hit a creature with a Trident, you can
force it to make a Con. saving throw (DC 8 + 7 + the
ability modifier used to make the attack). On a failed

save, the creature has the Prone condition.

| Topple (Maul): 1 Action

| Topple (Trident): 1 Action

| Slow (Longbow): 1 Action
* Lucky » PHB-2024 201
Luck Points. You have 7 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.
Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.
Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 7 / Long Rest » Special

* Merchant Ability Score Improvements « PHB-2024
182

| Increase two scores (+2/ +1) ¢
* Savage Attacker « PHB-2024 201
Once per turn when you hit a target with a weapon,

you can roll the weapon’s damage dice twice and use
either roll against the target.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Bard / Warlock

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS ===
Q Eldritch Blast

=== 5th LEVEL ===
O Contact Other Plane [R]
O Contact Other Plane [R]

=== 6th LEVEL ===

O Summon Fiend

(At will)
Warlock

3 Pact OO0

Contact Patron

Contact Patron

Mystic Arcanum (Level 6 Spell)

+17

1A

im

im

1A

120 ft.

Self
Self

90 ft.

SPELLS

V.S

V,S,\M

Instantaneous

1 minute

1 minute

PHB-2024 267

PHB-2024 255

PHB-2024 255

Concentration, up to 1 hour - PHB-2024 326

Count: 4, VIS

1/LR, D: 1m, V
D:1m,V

1/LR, Special: Use the spell slot's level for the spell's level in the stat block.*, D: 1h, V/ISIM

> 4
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