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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 14, Spell Attack +6)
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 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
=== MONK FEATURES ===
* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action
*Kie PHB 78

You can spend Ki Points to fuel ki features. You have
2 points per short rest and your Ki save DC is 12.

<strong>Flurry of Blows</strong> - After you take the
Attack action on your turn, you can spend 1 ki point to
make two unarmed strikes as a bonus action.

<strong>Patient Defense</strong> - You can spend 1
ki point to take the Dodge action as a bonus action on
your turn.

<strong>Step of the Wind</strong> - You can spend 1
ki point to take the Disengage or Dash action as a
bonus action on your turn, and your jump distance is
doubled for the turn.

| Ki Points: 2 / Short Rest « Special

| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action
* Unarmored Movement « PHB 78

Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.

=== 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.

N

EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib. Holy Water (flask) 1 11b.
Dagger 1 1lb. Manacles 1 6 Ib.
Longsword 1 3lb. Mirror, Steel 1 0.51b.
Backpack 1 51b. Oil (flask) 1 11b.
Chest 1 25 Ib. Tinderbox 1 11b.
Clothes, Common 1 31b. Torch 3 31b.
Lute 1 21b. Stake (Wooden) 9 -
Bedroll 1 7 Ib. Holy Symbol 1 --
Candle 5 -
WEIGHT CARRIED Clothes, Costume 2 8 1b.
102.5 Ib. Rations (1 day) 5 10 Ib.
ENCUMBERED Waterskin 1 51b.
120 Ib. Disguise Kit 1 31b.
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
240 Ib. Hammer 1 31b.
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=== FEATS ===

* Tough « PHB 170
Your HP maximum increases by 10.

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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