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INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
=== WEAPONS ===
PROFICIENCY BONUS . .
‘ j Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Bagpipes, Navigator's Tools, Thieves' Tools,
ABILITY SAVE DC | Vehicles (Water)
S==x N
=== LANGUAGES ===
/7 N Common, Elvish, Undercommon
30 ft. (Walking)
A SPEED Y
) PROFICIENCIES & LANGUAGES
/ N\
=== ACTIONS === Battle Magic

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 * 5 / Short Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d12). 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.

When you use your action to cast a bard spell, you
can make one weapon attack as a bonus action.

Crosshow Expert Attack

When you use the Attack action and attack with a
one-handed weapon, you can use a bonus action to
attack with a hand crossbow you are holding.

Tavern Brawler Grapple

When you hit a creature with an unarmed strike or
an improvised weapon on your turn, you can use a
bonus action to attempt to grapple the target.

=== SPECIAL ===
Combat Inspiration

\ ACTIONS )
r // \\
22 PASSIVE WISDOM (PERCEPTION) CrosstW’ Hand’ +3 +13 1d6+7 Piercing Martial, Ammunition, Range, Light, Loading, Range (30/120)
Dagger, +2, of throwing +12 1d4+6 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
16 PASSIVE WISDOM (INSIGHT)
Dagger, +2, of throwing +12 1d4+6 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
PASSIVE INTELLIGENCE (INVESTIGATION . L . .
23 ( ) Rapier, +3 +13 1d8+7 Piercing Martial, Finesse
Unarmed Strike +8 1d4+2 Bludgeoning
Tavern Brawler Strike +8 1d4+2 Bludgeoning
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== BARD FEATURES ===
* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 19, Spell Attack +11)
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 (1d12).
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/ Short Rest « 1 Bonus Action

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down (+3), 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 1d12 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
* Ability Score Improvement « PHB 54

* Font of Inspiration « PHB
You regain all of your expended uses of Bardic
Inspiration when you finish a short or long rest.

* Countercharm « PHB

As an action, you can perform until the end of your
next turn. During that time, you and any friendly
creatures within 30 ft. that can hear you gain
advantage on saving throws against being frightened
or charmed.

| 1 Action

* Extra Attack « PHB 55
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Magical Secrets » PHB 54

You can add spells from any class lists as bard spells
to your known spells (choose 2 at 10th, 14th, and 18th
level).

* Battle Magic * PHB 55
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When you use your action to cast a bard spell, you can
make one weapon attack as a bonus action.

| 1 Bonus Action

* Superior Inspiration « PHB 54
When you roll initiative and have no uses of Bardic
Inspiration left, you regain one use.

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat » BR 31
You gain one feat of your choice.

=== FEATS ===

* Crosshow Expert « PHB 165

You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and
with a one-handed weapon, you can use a bonus
action to attack with a hand crossbow you are holding.

| Crossbow Expert Attack: 1 Bonus Action

* Alert « PHB 165
You gain a +5 bonus to initiative, you can't be

FEATURES & TRAITS
\\
Boots of Striding and Springing 1 -- Lamp 1 1lb.
Bracers of Defense 1 - Oil (flask) 2 2 |b.
Cloak of Displacement 1 - Paper (one sheet) 5 -
Wand of Magic Missiles 1 - Perfume (vial) 1 --
Crossbow, Hand, +3 1 31b. Sealing Wax 1 -
Rapier, +3 1 21b. Soap 1 -
Dagger, +2, of throwing 1 11b.
Dagger, +2, of throwing 1 11b.
Suitcase 1 25 Ib.
WEIGHT CARRIED Clothes, Fine 1 6 Ib.
49.2 |b. Playing Card Set 1 -
ENCUMBERED Ink (1 ounce bottle) 1 -
225 |b. Ink Pen 1 - Boots of Striding and Springing 1 --
PUSH/DRAG/LIFT Case, Map or Scroll 2 21b. Bracers of Defense 1 -
450 |b. Clothes, Fine 1 6 Ib. Cloak of Displacement 1 -
EQUIPMENT ))
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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.

* Tavern Brawler « PHB 170

Increase your STR or CON score by 1. You are
proficient with improvised weapons. Your unarmed
strike uses a d4 for damage. When you hit a creature
with an unarmed strike or an improvised weapon on
your turn, you can use a bonus action to attempt to
grapple the target.

| Tavern Brawler Strike: 1 Action
| Tavern Brawler Grapple: 1 Bonus Action

* Sharpshooter « PHB 170

Attacking at long range doesn't impose disadvantage
on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

* Prodigy * XGtE 75

You gain one skill proficiency, one tool proficiency, and
learn one language of your choice. You gain expertise
(apply twice your proficiency bonus) with one chosen
skill.

ADDITIONAL FEATURES & TRAITS
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Two musical instruments replaced by 2 skills,
Scottish background represented by proficiency with
bagpipes.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Friends <C> Bard -- 1A Self S,M Concentration p o 1 minwte - PHB 244 D: 1m, S/IM
O Mage Hand Bard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Prestidigitation Bard - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
QO Vicious Mockery Bard WIS19 1A 60 ft. \Y Instantaneous PHB 285 V
=== 1st LEVEL === 4 Slots OO00
O Charm Person Bard wIS19 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
O Dissonant Whispers Bard WIS19 1A 60 ft. \Y Instantaneous  PHB 234 V
O Heroism <C> Bard - 1A Touch V.S Concenuation, upto tminte - PHB 250 D: 1m, V/S
O Magic Missile Wand of Magic Missiles - 1A 120 ft. V.S Instantaneous  PHB 257 1 Charge (7/7), VIS
O Bless<C> Magical Secrets -- 1A 30 ft. V,S,M  concentiation. upto1minwte - PHB 219 D: 1m, V/S/M
QO Zephyr Strike <C> Magical Secrets - 1BA  Self \Y Concentration, wp o 1 minwte - XGtE 171 D: 1m, V
===2nd LEVEL === 3 Slots 000
O Detect Thoughts <C> Bard wIS19 1A Self V,S,M  concentation, spro1mnwe - PHB 231 D: 1m, V/SIM
O Blur<C> Magical Secrets -- 1A Self \% Concentration, wp o 1 minwte - PHB 219~ D: 1m, V
O Find Traps Magical Secrets - 1A 120 ft. V,S Instantaneous  PHB 241 VIS
===3rd LEVEL === 3 Slots 000
O Hypnotic Pattern <C> Bard WIS 19 1A 120 ft/30 ft. Cube  S,M Concentiaton, wpro 1mine - PHB 252 D: 1m, 30 ft. Cube, S/IM
O Nondetection Bard - 1A Touch V,S,M 8 hours PHB 263  D: 8h, VISIM
O Tongues Magical Secrets - 1A Touch V,M 1 hour PHB 283  D: 1h, VIM
=== 4th LEVEL === 3 Slots 000
O Charm Monster Bard WIS19 1A 30 ft. V,S 1 hour XGtE 151 D: 1h, V/S
O Freedom of Movement Bard - 1A Touch V,S\M 1 hour PHB 244  D: 1h, VISIM
=== 5th LEVEL === 3 Slots OO0
QO Skill Empowerment <C> Bard - 1A Touch V,S Concentration, upto Lhour - XGtE 165  D: 1h, V/S
O Dominate Person <C> Bard wIS19 1A 60 ft. V,S Concentraion upo 1mine - PHB 235 Ext. D: (See Description)*, D: 1m, V/S
O Greater Restoration Bard - 1A Touch V,S,M Instantaneous PHB 246 VISIM
=== 6th LEVEL === 2 Slots OO
O Eyebite <C> Bard WIS19 1A Self V,S Concentration, upto Lminute  PHB 238 D: 1m, V/S
O Find the Path <C> Bard -- im Self V,S,M  cConcentration,upto 1day PHB 240 D: 1d, V/SIM
=== T7th LEVEL === 2 Slots OO
O Regenerate Bard -- im Touch V,S,M 1 hour PHB 271 D: 1h, VISIM
=== 8th LEVEL === 1 Slots O
O Power Word Stun Bard - 1A 60 ft. \% Instantaneous  PHB 267
O Glibness Magical Secrets -- 1A Self A\ 1 hour PHB 245 D: 1h,V
=== 9th LEVEL === 1 Slots O
O Foresight Bard -- im Touch V,S,M 8 hours PHB 244  D: 8h, VISIM
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