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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 1d6é hit points.

* Bard College + PHB 54
| College of Glamour
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check

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

* Mantle of Inspiration « XGtE 14

As a bonus action, spend one use of Bardic
Inspiration to grant 5 temporary HP to up to 3
creatures you can see and that can see you within 60
ft. Each creature can immediately use its reaction to
move up to its speed, without provoking opportunity
attacks.

| 1 Bonus Action

* Enthralling Performance + XGtE 14

Once per short rest, you can choose 3 creatures that
watched and listened to you perform for 1 minute.
Each target makes a WIS saving throw (DC 14) and is
charmed if it fails for 1 hour, or until it takes any
damage, you attack it, or it sees you attack or damage
its allies.

11/ Short Rest + 1 Minute
=== 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.

<\
* Unarmored Defense + PHB 48

While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack » PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.

* Danger Sense + PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.

* Primal Path - PHB 48
| Path of Wild Magic

* Magic Awareness * TCoE

As an action, you can open your awareness to the
presence of concentrated magic. Until the end of your
next turn, you know the location of any spell or magic
item within 60 ft. of you that isn’t behind total cover.
When you sense a spell, you learn which school of
magic it belongs to.

|1 3/Long Rest * 1 Action
* Wild Surge « TCoE
When you enter your rage, roll on the Wild Magic
table to determine the magical effect produced.
If the effect requires a saving throw, the DC equals 13.

| Special

=== HARENGON SPECIES TRAITS ===

FEATURES & TRAITS
Portable Hole 1 -
Leather 1 10 Ib.
Dagger 1 11lb.
Club 1 21b.
Backpack 1 5 Ib.
Clothes, Costume 1 4 1b.
Bagpipes 1 6 Ib.
Wargong 0 -
Bedroll 1 71b
WEIGHT CARRIED Candle 5 -
61 |b Clothes, Costume 2 8 Ib.
ENCUMBERED Rations (1 day) 5 10 Ib.
150 Ib. Waterskin 1 5 Ib.
PUSH/DRAG/LIFT Disguise Kit 1 31lb.
300 Ib.

EQUIPMENT
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* Ability Score Increases *+ MotM 12

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) +
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 12

Your character can speak, read, and write Common
and one other language that you and your DM agree
is appropriate for the character.

* Size * MotM 13
You are Medium or Small. You choose the size when
you select this race.

* Hare-Trigger « MotM 13
You can add your proficiency bonus (3) to your
initiative rolls.

* Leporine Senses * MotM 13
You have proficiency in the Perception skill.

* Lucky Footwork * MotM 13

When you fail a DEX saving throw, you can use your
reaction to roll a d4 and add it to the save, potentially
turning the failure into a success. You can't use this
reaction if you’re prone or your speed is 0.

|1 1 Reaction

* Rabbit Hop « MotM 13

As a bonus action, you can jump 15 ft. without
provoking opportunity attacks. You can only use this
trait if your speed is greater than 0. You can use it 3
times and regain all expended uses when you finish a
long rest.

| 3/Long Rest + 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Vicious Mockery Bard WIS 1A 60 ft. \% Instantaneous PHB \%
O Friends Bard -- 1A Self S,M  Jorcenaton.wlo pHB D:1m, S/M
=== 1st LEVEL === 4 Slots OO00
O Tasha's Hideous Laughter ~ Bard WIS 1A 30ft. V.S,  Tmeieme PHB D: 1m, V/SIM
O Charm Person Bard WIS 1A 30ft. V,S 1 hour PHB D: 1h, VIS
O Disguise Self Bard -- 1A Self V,S 1 hour PHB D:1h, V/IS
=== 2nd LEVEL === 2 Slots OO
O Spray of Cards Bard DEX 1A selffisftCone V,S, Instantaneous TBoMT 15 ft. Cone, V/S/M
O Knock Bard - 1A 60 ft. \ Instantaneous  PHB \Y;
O Suggestion Bard WIS 1A 30ft. VM Soreentation.woto PHB D: 8h, V/IM
SPELLS
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