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j === ARMOR ===
=N Light Armor
N
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
y-
=== TOOLS ===
I — Carpenter's Tools, Dulcimer, Hand Drum,
ABILITY SAVE DC | Wargong
S==x N
=== LANGUAGES ===
7 N Common, Elvish, Halfling
30 ft. (Walking)
A SPEED )

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,

=== BONUS ACTIONS ===
Bardic Inspiration * 3 / Long Rest

Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

As a Bonus Action, you can inspire another

creature within 60 ft. that can see or hear you. That
creature gains one of your Bardic Inspiration dice
(1d6). Once within the next hour, when the creature
fails a D20 Test, the creature can roll the Bardic
Inspiration die and add the number rolled to the total,
potentially turnina the failure into a success.

ACTIONS

You can confer your Bardic Inspiration die 3 times per
Long Rest.
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=== BARD FEATURES ===
* Core Bard Traits « free-rules 59

* Bardic Inspiration ¢ free-rules 59

As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d6). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success.

You can confer your Bardic Inspiration die 3 times per
Long Rest.

| 3/Long Rest « 1 Bonus Action

* Spellcasting ¢ free-rules 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 13, Spell Attack +5). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

* Expertise ¢ free-rules 60
You gain Expertise in two skill proficiencies of your
choice.

* Jack of All Trades « free-rules 60

You can add half your Proficiency Bonus (1) to ability
checks you make that uses a skill proficiency you lack
and that doesn’t otherwise use your Proficiency Bonus.

=== HALFLING SPECIES TRAITS ===

* Creature Type ¢ free-rules 193
You are Humanoid.

* Size « free-rules 193

Your Size is Small.

* Speed ¢ free-rules 193
Your Speed is 30 ft.

* Brave ¢ free-rules 193
You have Advantage on saving throws you make to
avoid or end the Frightened condition.

* Halfling Nimbleness ¢ free-rules 193

You can move through the space of any creature that
is a size larger than you, but you can't stop in the
same space.

* Luck e free-rules 193
When you roll a 1 on the d20 of a D20 Test, you can
reroll the die, and you must use the new roll.

* Naturally Stealthy « free-rules 193

You can take the Hide action even when you are
obscured only by a creature that is at least one size
larger than you.

* Languages - free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Noble Ability Score Improvements « PHB-2024 182
| Increase two scores (+2 / +1) ¢

* Skilled « free-rules 201

You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.

FEATURES & TRAITS
\\
Leather 1 10 Ib. Bullseye Lantern 2 |b.
Dagger 1 1lb. Costume 12 Ib.
Dagger 1 1lb.
Perfume 1 -
Backpack 1 51b
Playing Cards 1 -
Dulcimer 1 10 Ib.
Fine Clothes 1 6 Ib.
Oil 8 8 Ib.
WEIGHT CARRIED Rations 9 18 1b.
86.5 Ib. Bedroll 1 7 Ib.
ENCUMBERED Bell 1 -
120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Waterskin 1 51b.
240 Ib. Mirror 1 0.5 Ib.
EQUIPMENT ))
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 13 1A 60 ft. Instantaneous  free-rules 337 'V
O Friends Bard - 1A 10 ft. S,M Concentration, up to L minute  PHB-2024 277 D: 1m, S/M

=== 1st LEVEL === 3 Slots OO0
O Comprehend Languages [R] Bard -- 1A Self V,S,M 1 hour free-rules 252 D: 1h, V/S/M
O Animal Friendship Bard WIS 13 1A 30 ft. V,S,M 24 hours free-rules 239 D: 24h, V/S/IM
O Speak with Animals [R] Bard - 1A Self V.S 10 minutes free-rules 318 D: 10m, V/S
QO Silvery Barbs Bard -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Charm Person Bard WIS 13 1A 30 ft. V,S 1 hour free-rules 249 D: 1h, VIS
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