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+4  Acrobatics DEX \

+2_ Animal Handling wis
+2  Arcana INT
+0  Athletics STR

+5  Deception CHA

+3  History INT

+3  Insight wis
+4  Intimidation CHA
+2  Investigation INT

+2_ Medicine WIS

+2  Nature INT

+2  Perception WIS

+7_ Performance CHA

+7  Persuasion CHA

+2  Religion INT

+3  Sleight of Hand DEX

+3  Stealth DEX

+2_ Survival wis
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ABILITY SAVE DC |

30 ft. (Walking)

Q SPEED J

Light Armor, Simple Weapons

=== TOOQOLS ===
Drum, Fiddle, Flute, Lute, Lyre, Pan Flute,
Trumpet
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Bard 2
CLASS & LEVEL PLAYER NAME
Human (medium) Entertainer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
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ARMOR Max HP Current HP Temp HP |
+2 13 17 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
2d8 successes O=O=0O
FAILURES( )=< >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘
=== ARMOR - WEAPONS ===

=== LANGUAGES ===
Common, Elvish, Gnomish

=== ACTIONS === Attack, Magic, Dash,
Disengage, Dodge, Help, Hide, Ready,
Search, Utilize, Opportunity Attack, Grapple,
Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

4 PROFICIENCIES & TRAINING

Spell attack bonus: +5
Spell save DC: 13

Spell slots available: 3[__ [ ][]

Cantrips (at will):
Friends, Vicious Mockery

Ivl 1 spelss (uses spell slots, 1/spell):
Charm Person, Command, Cure Wounds, Faerie Fire,
Tasha's Hideous Laughter

=== SPECIAL ===

Encouraging Song. As you finish a Short or Long Rest,
you can play a song on a Musical Instrument with
which you have proficiency and give Heroic Inspiration
to 2 allies who hear the song.

=== BONUS ACTIONS ===
Bardic Inspiration*3/Long Rest[_ ][ J[ 1]

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).

\ ACTIONS 74
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12 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
13 DASSIVE INSIGHT Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Unarmed Strike +1 0 Bludgeoning
12 PASSIVE INVESTIGATION
SENSES A WEAPON ATTACKS & CANTRIPS /
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Battle Medic.

As a Utilize action, you can expend one use of a
Healer's Kit to tend to a creature within 5 feet of
yourself. That creature can expend one of its HP Dice,
and you then roll that die. The creature regains a
number of HP equal to the roll +2.

Healing Rerolls. Whenever you roll a die to determine
the number of HP you restore with a spell or with this
feat's Battle Medic benefit, you can reroll the die if it
rolls a 1, and you must use the new roll.

Bardic Inspiration

As a Bonus Action, you can inspire another creature
within 60 feet of yourself who can see or hear you.
That creature gains one of your Bardic Inspiration dice.
A creature can have only one Bardic Inspiration die at
atime.

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 d20, potentially
turning the failure into a success. A Bardic Inspiration
die is expended when it's rolled.

Encouraging Song. As you finish a Short or Long Rest,
you can play a song on a Musical Instrument with
which you have proficiency and give Heroic Inspiration
to 2 allies who hear the song.

Heroic Inspiration

You can expend Heroic Inspiration to reroll any die
immediately after rolling it, and you must use the new
roll.

=== SPELLS - CANTRIPS ===

Friends

1 action, 10 ft, s/m, con upto 1 min

The target must succeed on a Wisdom saving throw or
have the Charmed condition for the duration. The
target succeeds automatically if it isn't a Humanoid, if
you're fighting it, or if you have cast this spell on it
within the past 24 hours.

The spell ends early if the target takes damage or if
you make an attack roll, deal damage, or force anyone
to make a saving throw. When the spell ends, the
target knows it was Charmed by you.

Vicoius Mockery

1 action, 60 ft, v, instant, WIS 13

The target must succeed on a Wisdom saving throw or
take 1d6 Psychic damage and have Disadvantage on
the next attack roll it makes before the end of its next
turn.

=== SPELLS - LEVEL 1 ===

Charm Person

1 action, 30ft, v/s, 1 hour, WIS 13

One Humanoid you can see within range makes a
Wisdom saving throw. It does so with Advantage if you
or your allies are fighting it. On a failed save, the target
has the Charmed condition until the spell ends or until
you or your allies damage it. The Charmed creature is
Friendly to you. When the spell ends, the target knows
it was Charmed by you.

Cure Wounds

1 action, touch, v/s, instant
target heals 2d8+3 HP
works with Battle Medic

Command

1 action, 60ft, v, instant, WIS 13

The target must succeed on a Wisdom saving throw or
follow the command on its next turn. Choose the
command from these options:

* Approach. The target moves toward you by the
shortest and most direct route, ending its turn if it
moves within 5 feet of you.

* Drop. The target drops whatever it is holding and
then ends its turn.

Flee. The target spends its turn moving away from you
by the fastest available means.

* Grovel. The target has the Prone condition and then
ends its turn.

* Halt. On its turn, the target doesn’t move and takes
no action or Bonus Action.

Faerie Fire

1 action, 60ft/20ft cube, v, con upto 1 min, DEX 13
Objects in a 20-foot Cube within range are outlined in
blue, green, or violet light (your choice). Each creature
in the Cube is also outlined if it fails a Dexterity saving
throw. For the duration, objects and affected creatures
shed Dim Light in a 10-foot radius and can’t benefit
from the Invisible condition.

Tasha's Hideous Laughter

1 action, 30ft, v/s/m, con upto 1 min, WIS13

One creature of your choice that you can see within
range makes a Wisdom saving throw. On a failed
save, it has the Prone and Incapacitated conditions for
the duration. During that time, it laughs uncontrollably
if it's capable of laughter, and it can’t end the Prone
condition on itself.

At the end of each of its turns and each time it takes
damage, it makes another Wisdom saving throw. The
target has Advantage on the save if the save is
triggered by damage. On a successful save, the spell
ends.
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FEATURES & TRAITS
Leather 1 10 Ib. Waterskin 1 51b.
Dagger 1 1lb. Mirror 1 0.51b.
Dagger 1 1lb. Bullseye Lantern 1 2 b.
Perfume 1 - Costume 3 12 Ib.
Backpack 1 51b. Healer's kit (10 uses)
Lyre 1 21b. N [ N |
Pan Flute 1 21b.
Mirror 1 0.5 Ib.
Costume 2 8 Ib.
WEIGHT CARRIED Traveler's Clothes 1 4 1b.
87 Ib. Oil 8 8 Ib.
ENCUMBERED Rations 9 18 Ib.
120 Ib. Bedroll 1 7 1b.
PUSH/DRAG/LIFT Bell 1 -
240 |b. Tinderbox 1 1lb.

EQUIPMENT






