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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 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 (1d8).
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 / Short 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 Eloquence

* Expertise « PHB 54

Your proficiency bonus is doubled for any ability check
you make with chosen proficiencies (2 at 3rd and 10th
level).

* Silver Tongue « MOoT 28

When you make a Charisma (Persuasion) or Charisma
(Deception) check, you can treat a d20 roll of 9 or
lower as a 10.

* Unsettling Words « MOoT 28

As a bonus action, you can expend one use of your
Bardic Inspiration and choose one creature you can
see within 60 ft. Roll the Bardic Inspiration die (1d8).
The creature must subtract the number rolled from the
next saving throw it makes before the start of your next
turn.

| 1 Bonus Action

* 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

* 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

* Unfailing Inspiration « MOoT 28

When a creature adds one of your Bardic Inspiration
dice to its ability check, attack roll, or saving throw and
the roll fails, the creature can keep the Bardic
Inspiration die.

* Universal Speech « MOoT 28

As an action, choose 4 creature(s) within 60 ft. The
chosen creature(s) can magically understand you,
regardless of the language you speak, for 1 hour.
Once you use this feature, you can’t do so again until
you finish a long rest or expend a spell slot.

| 1/Long Rest ¢ 1 Action

=== HUMAN RACIAL TRAITS ===
* Ability Score Increase * BR 31
* Languages ¢ BR 31

You can speak, read, and write Common and one
extra language.

PUSH/DRAG/LIFT

330 Ib.

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Mace 1 4 1b.
Backpack 1 5 lb.
Clothes, Fine 1 6 Ib.
Pouch 1 1lb.
Dice Set 1 -
Bagpipes 1 6 Ib.
Bedroll 1 7 Ib.
WEIGHT CARRIED Candle 5 -
66.3 |b. Clothes, Costume 2 8 Ib.
ENCUMBERED Rations (1 day) 5 10 Ib.
165 Ib. Waterskin 1 51b.
Disguise Kit 1 31b.
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=== CANTRIPS === (At Will)
Q Prestidigitation Bard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
Q Friends <C> Bard -- 1A Self SM Concentration, upto 1 minute  PHB 244 D: 1m, S/IM
QO Minor lllusion Bard - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
=== 1st LEVEL === 4 Slots OO00
QO Distort Value Bard - im Touch/1 ft. Cube V 8 hours Al 75 D: 8h, 1 ft. Cube, V
O Animal Friendship Bard WIS 15 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O Charm Person Bard WIS 15 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
===2nd LEVEL === 3 Slots 000
O Gift of Gab Bard - 1R Self V,SMR Instantaneous Al 76 VISIMIR
O Suggestion <C> Bard WIS 15 1A 30 ft. WAV Concentration. up o8 howrs - PHB 279 D: 8h, VIM
O Locate Animals or Plants [R] Bard -- 1A Self V,S,M Instantaneous PHB 256  V/S/IM
O Enhance Ability <C> Bard - 1A Touch V,S,M  concenuation, upto1howr - PHB 237 D: 1h, V/IS/M
===3rd LEVEL === 3 Slots OO0
O Motivational Speech Bard - im 60 ft. \% 1 hour Al 77 D: 1h,V
O Fast Friends <C> Bard WIS 15 1A 30 ft. \Y Concentration, up o 1 hour -~ A] 75 D: 1h,V
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