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e n . CLASS & LEVEL PLAYER NAME
Francis "Frank/Scrooge" Xavier Cross
Human Gambler (Milestone)
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’@ ® +3 Medicine wis \ SPEED /
® +2 Nature INT ) PROFICIENCIES & LANGUAGES
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® _+5 Performance CHA === ACTIONS === Tales from Beyond: Determine Tale
+ 2 ) Standard Actions While holding your Spiritual Focus, you can use a
® _*7_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, bonus action to expend one use of Bardic Inspiration
©® +2 Religion INT Help, Hide, Ready, Search, Use an Object, and roll on the Spirit Tales table using the Bardic
g Opportunity Attack, Grapple, Shove, Improvise, Inspiration die to determine the result. You can only
@ _*1  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object retain one tale at a time and this tale lasts until your
next short/long rest or until you roll again on the Spirit
® _+1 Stealth DEX === BONUS ACTIONS === Tales table.
U CHARISMA ) 3 . Bardic Inspiration « 3 / Long Rest
® 2 Survival wis As a bonus action, a creature (other than yourself) === SPECIAL ===
+3 ) within 60 ft. that can hear you gains an inspiration die Magical Inspiration
- (1d6). For 10 minutes, the creature can add it to one If a creature has a Bardic Inspiration die from you
(@) ability check, attack roll, or saving throw. This can be and casts a spell that restores hit points or deals
o added after seeing the roll, but before knowing the damage, the creature can roll that die and choose a
JE— outcome. target affected by the spell. Add the number rolled as
a bonus to the hit points reaained or the damaae
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13 PASSIVE WISDOM (PERCEPTION) Greatclub +1 1d8-1 Bludgeoning  Simple, Two-Handed
16 Unarmed Strike +1 0 Bludgeoning
PASSIVE WISDOM (INSIGHT)
12 PASSIVE INTELLIGENCE (INVESTIGATION)
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=== BARD FEATURES === * Song of Rest « PHB 54 equals DC 13.

* 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.

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 Spirits

* Expertise « PHB 54

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

* Guiding Whispers * VRGIR 28

You learn the <em>guidance</em> cantrip, which
doesn’t count against the number of bard cantrips you
know and has a range of 60 ft. when you cast it.

* Spiritual Focus * VRGtR 28
You can use a candle, crystal ball, skull, spirit board,
or tarokka deck as a spellcasting focus.

At 6th level, when you cast a bard spell that deals
damage or heals HP through this focus, you can roll a
d6 and add the result to one damage or healing roll.

* Tales from Beyond ¢ VRGtR 28

While holding your Spiritual Focus, you can use a
bonus action to expend one use of Bardic Inspiration
and roll on the Spirit Tales table using the Bardic
Inspiration die to determine the result. You can only
retain one tale at a time and this tale lasts until your
next short/long rest or until you roll again on the Spirit
Tales table.

You can use an action to target one creature (including
yourself) within 30 ft. of you that you can see. Once
you do so, you can't bestow the tale’s effect again until
you roll it again. If the tale requires a saving throw, it

| Tales from Beyond: Determine Tale: 1 Bonus
Action

| Tales from Beyond: Bestow Tale: 1 Action

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

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

FEATURES & TRAITS
Leather 1 10 Ib. Perfume (vial) 1 --
Dagger 1 11b. Sealing Wax 1 --
Greatclub 1 10 Ib. Soap 1 -
Chest 1 25 Ib.
Clothes, Fine 1 6 Ib.
Pouch 1 11b.
Playing Card Set 1 -
Lyre 1 21b
Ink (1 ounce bottle) 1 -
WEIGHT CARRIED Ink Pen L -
66.3 Ib. Case, Map or Scroll 2 2 lb.
ENCUMBERED Clothes, Fine 1 6 Ib.
135 Ib. Lamp 1 11b.
PUSH/DRAG/LIFT Oil (flask) 2 2 b.
270 Ib. Paper (one sheet) 5 -
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous  PHB 285
Q Friends <C> Bard -- 1A Self SM Concentration, upto 1 minwte  PHB 244 D: 1m, S/IM
P Guidance <C> Guiding Whispers (Always Prepared) -- 1A 60 ft. V,S Concenuation, up o L minute - PHB 248 D: 1m, VIS
=== 1st LEVEL === 4 Slots OO00
O Command Bard WIS 13 1A 60 ft. 1 round PHB 223 D: 1Rnd, V
O Charm Person Bard WIS 13 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
===2nd LEVEL === 2 Slots OO
O Suggestion <C> Bard WIS13 1A 30 ft. V,M Concentraiion, upo8hows - PHB 279 D: 8h, VIM
O Crown of Madness <C> Bard WIS 13 1A 120 ft. V.S Concenuation, upto tminte - PHB 229 D: 1m, V/S
O Calm Emotions <C> Bard CHA13 1A 60 ft./20 ft. Sphere  V,S Concenuation, upo 1minwte - PHB 221 D: 1m, 20 ft. Sphere, V/S
O Invisibility <C> Bard -- 1A Touch V,S,M  cConcentration, upto 1hour  PHB 254 D: 1h, V/S/IM
SPELLS
3\ P2
! /|




