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Light Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

CLASS & LEVEL PLAYER NAME
Warforged Soldier (Milestone)
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Dragonchess Set, Hand Drum, Horn, Tinker's
Tools, Vehicles (Land), Wargong

LANGUAGES ===
Common, Modron

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
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 « 2 / 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.

Rage * 2/ Long Rest
As a bonus action enter a rage for up to 1 minute
(10 rounds).

You gain advantage on STR checks and saving
throws (not attacks), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashing damage. You can't cast or concentrate on
spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

=== REACTIONS ===

ACTIONS )

10 PASSIVE WISDOM (PERCEPTION)
10 PASSIVE WISDOM (INSIGHT)
19 PASSIVE INTELLIGENCE (INVESTIGATION)
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Warforged Soldier (Milestone)
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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 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.

| 2/Long Rest « 1 Bonus Action

* 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 Lore
* 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 54
You gain proficiency with three more skills of your
choice.

* Cutting Words « PHB 54

As a reaction when a creature (that's not immune to
being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and
subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

| 1 Reaction
* Ability Score Improvement « PHB 54
=== BARBARIAN FEATURES ===
* Hit Points « PHB 47
* Proficiencies « PHB 47
* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).
You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.
Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 2/ Long Rest « 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX

N

modifier + CON modifier + any shield bonus.

=== WARFORGED RACIAL TRAITS ===

* Constructed Resilience « ERftLW 36

You have advantage on saving throws against being
poisoned, and you have resistance to poison damage.
You don’t need to eat, drink, or breathe. You are
immune to disease. You don’t need to sleep, and
magic can’t put you to sleep.

* Sentry's Rest « ERftLW 36

When you take a long rest, you must spend at least six
hours in an inactive, motionless state, rather than
sleeping. In this state, you appear inert, but it doesn’t
render you unconscious, and you can see and hear as
normal.

* Integrated Protection « ERftLW 36

You gain a +1 bonus to Armor Class. To don or doff
armor other than a shield takes 1 hour, and you must
be proficient with the armor.

While you live, your incorporated armor can’t be
removed from your body against your will.

=== FEATS ===

* Actor « PHB 165

You gain +1 CHA, you have advantage on Deception
and Performance checks when trying to pass yourself
off as a different person, and you can mimic the
speech of another person or the sounds made by other
creatures that you have heard (for at least 1 minute).

FEATURES & TRAITS
Leather 1 10 Ib. Soap 1 --
Dagger 1 11b.
Chest 1 25 Ib.
Clothes, Common 1 31b.
Dice Set 1 -
Horn 1 21b
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Case, Map or Scroll 2 2 lb.
WEIGHT CARRIED Clothes, Fine 1 6 Ib.
52.2b. Lamp 1 1lb.
ENCUMBERED Qil (flask) 2 21b.
180 Ib. Paper (one sheet) 5 ~
PUSH/DRAG/LIFT Perfume (vial) 1 -
360 Ib. Sealing Wax 1 -

EQUIPMENT
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