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Crossbow, Hand, Longsword, Rapier,
Shortsword, Simple Weapons
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® +1  Athletics STR —r === TOOLS ===
® _+7  Deception CHA ABILITY SAVE DC | Birdpipes, Lyre, Wargong
_g— _gu—
® _+5 History INT o === ===
{INTELLIGENCE LANGUAGES _ _
® _*3 Insight wis 7 N Abyssal, Common, Dwarvish, Elvish
30 ft. (Walkin
+ 1 ©® 4 Intimidation CHA ( 9)
® _+3  Investigation INT
@ ® _+3  Medicine wis \ SPEED Y
® +2  Nature INT 4 PROFICIENCIES & LANGUAGES
I wisbpom ® _+4  Perception WIS , \
® _+5 Performance CHA === ACTIONS === Unsettling Words
+ 2 ) Standard Actions As a bonus action, you can expend one use of your
® _*4_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Bardic Inspiration and choose one creature you can
© +2 Religion INT Help, Hide, Ready, Search, Use an Object, see within 60 ft. Roll the Bardic Inspiration die (1d6).
g Opportunity Attack, Grapple, Shove, Improvise, The creature must subtract the number rolled from the
@ _*2  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object next saving throw it makes before the start of your
next turn.

©® _*2_ Stealth DEX === BONUS ACTIONS ===
[ cHARISMA Bardic Inspiration 3/ Long Rest
As a bonus action, a creature (other than yourself)

® _*4  Survival wis

+3 o) within 60 ft. that can hear you gains an inspiration die
©)
O

(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
i — outcome.
L SKILLS )/ \ ACTIONS )

7 N
14 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +2 1 Bludgeoning
13 PASSIVE WISDOM (INSIGHT)
13 PASSIVE INTELLIGENCE (INVESTIGATION)
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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.

| 3/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 Eloguence
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check

you make with chosen proficiencies (2 at 3rd and 10th
level).

creatures that you have heard (for at least 1 minute).

* 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 (1d6).
The creature must subtract the number rolled from the
next saving throw it makes before the start of your next
turn.

| 1 Bonus Action

=== 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 ===

* 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

N

EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib. Sealing Wax 1 --
Dagger 1 1lb. Soap 1 --
Rapier 1 21b. Crowbar 1 51b.
Chest 1 25 Ib. Hammer 1 31b.
Chest 1 25 Ib. Holy Water (flask) 1 11b.
Clothes, Common 1 31b. Manacles 1 6 Ib.
Wargong 0 - Mirror, Steel 1 0.5 1b.
Ink (1 ounce bottle) 1 - Oil (flask) 1 11b.
Ink Pen 1 - Tinderbox 1 11b.
WEIGHT CARRIED Case, Map or Scroll 2 2 lb. Torch 3 3b.
97.5 Ib. Clothes, Fine 1 6 Ib. Stake (Wooden) 9 -
ENCUMBERED Lamp 1 1lb.
150 Ib. Oil (flask) 2 21b.
PUSH/DRAG/LIFT Paper (one sheet) 5 -
300 Ib. Perfume (vial) 1 -
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous PHB 285 V
Q Friends <C> Bard -- 1A Self SM Concentration, upto 1 minwte  PHB 244 D: 1m, S/IM
=== 1st LEVEL === 4 Slots OO00
QO Disguise Self Bard - 1A Self V,S 1 hour PHB 233 D: 1h, VIS
O Identify [R] Bard -- im Touch V,S,M Instantaneous PHB 252  V/SIM
O Charm Person Bard WIS 13 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
===2nd LEVEL === 2 Slots OO
O Gift of Gab Bard - 1R Self V,SMR Instantaneous Al 76 VISIM/IR
O Locate Object <C> Bard -- 1A Self V,S,M  concenvation.po ominwees - PHB 256 D: 10m, V/S/M
O Suggestion <C> Bard WIS 13 1A 30 ft. V.M Concentration, p o8 hows - PHB 279 D: 8h, VIM
SPELLS
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