10 Bard

Entertainer / Singer

CLASS & LEVEL

BACKGROUND

PLAYER NAME

ALIGNMENT

EXPERIENCE POINTS

Half Elf
RACE

CHARACTER NAME

INSPIRATION

STRENGTH

10

13
+4

ARMOR
CLASS

PROFICIENCY BONUS

+2

30

INITIATIVE

SPEED

I love a good insult, even one directed at
me.
I'll settle for nothing less than perfection.
PERSONALITY TRAITS

0
DEXTERITY

●

14
+2
●

0

Strength

+6

Dexterity

+2

Constitution

0

Intelligence

+1

Wisdom

+9

Charisma

CONSTITUTION

Hit Point Maximum 59

59
CURRENT HIT POINTS

TEMPORARY HIT POINTS

14
●

INTELLIGENCE

10
0

●

+1
CHARISMA

20
+5

Acrobatics (Dex)

+3

Animal Handling (Wis)

2

Arcana (Int)

2

Athletics (Str)

2

NAME

History (Int)

+9

Insight (Wis)

+9

Intimidation (Cha)

2

Investigation (Int)

+5

Medicine (Wis)

2

Nature (Int)

+9

Perception (Wis)

●

+9

Performance (Cha)

●

+13

Persuasion (Cha)

2

Religion (Int)

●

+6

Sleight of Hand (Dex)

●

+6

Stealth (Dex)

+3

Survival (Wis)

●

Dagger

+6

1d4+2

Rapier, 2lb, Piercing, Finesse
Dagger, 1 lb, Finesse, Light,
20/60
Leather Armor, 11+Dex Mod,
10 lbs.
ATTACKS & SPELLCASTING

SP

EP

GP

15

I'll do anything to win fame
and renown.
FLAWS

ATK BONUS DAMAGE/TYPE

1d8+3

CP

BONDS

DEATH SAVES

+7

PASSIVE WISDOM (PERCEPTION)

Common, Elven, Halfling
Light Armor
Simple Weapons
Hand Crossbows, Longsword,
Rapiers, Shortswords
Instrument Proficiencies, Lute,
bagpipe, flute, cowbell

FAILURES

Rapier+1

SKILLS

19

SUCCESSES

1d8

Deception (Cha)

●

●

Total 10

HIT DICE

●

WISDOM

12

+6

+13

IDEALS

I want to be famous,
whatever it takes.

SAVING THROWS

+2

Beauty - When I perform, I make
the world better than it was.

Disguise Kit
Backpack
Bedroll
2 x Costumes
5 x Candles
5 x Rations
Waterskin
Disguise Kit

Lvl 1, Bardic Inspiration, Bonus Action, You can cast this on another creature and it has to
use it within 10 minutes. That player can add an additional 1d6 to an attack, save or skill
check roll. Once this is used the player loses it. The bard can use this feature the amount of
times to the Bard's Cha modifier. Long Rest to recover.
(5th 1d8), (10 1d10), (15 1d12)
Lvl 1 Class Skill Proficiencies: Deception, Insight, Medicine, -Entertainer background also
gives Acrobatics and Performance. Race (Half Elf) gives you proficiency in another 2 skills,
Intimidation and Sleight of Hand.
Lvl 2, Jack of All Trades, You can Add 1/2 of your proficiency bonus, rounded down, to any
ability check you make that has no current bonus.
Lvl 2, Song of Rest, You play soothing music to help your party during a short rest. You and
any friendly creature who can hear you regens 1d6 hp extra during your rest.
(lvl 9 1d8) (lvl 13 1d10) (lvl 17 1d12)
Lvl 3 Bardic College of Lore: Bonus Skill Proficiencies - When you join the College of Lore
at 3rd level, you gain proficiency with three skills of your choice. Stealth Perception and
Persuasion.
Expertise. At 3rd level, choose two of your skill proficiencies. Your proficiency bonus is
doubled for any ability check you make that uses either of the chosen proficiencies.
Persuasion & Deception chosen.
Cutting Words - Also at 3rd level, you learn how to use your wit to distract, confuse, and
otherwise sap the confidence and competence of others. When a creature that you can
see within 60 feet of you makes an attack roll, an ability check, or a damage roll, you can
use your reaction to expend one of your uses of Bardic Inspiration, rolling a Bardic
Inspiration die and subtracting the number rolled from the creature’s roll. You can choose to
use this feature after the creature makes its roll, but before the DM determines whether the
attack roll or ability check succeeds or fails, or before the creature deals its damage. The
creature is immune if it can’t hear you or if it’s immune to being charmed
Lvl 4 Ability score improvement - Charisma increased to 19. This increases spell save DC
and attack, and all charisma skills.
Lvl 5 Prof Bonus increases, increasing skills, spell dc and attack. Bardic Inspiration
increases to a D8 die. Font of Inspiration - Short Rest only required to recover Bardic
Inspiration.
Weapon Upgrade: Added a +1 Rapier to allow the bard to attack creatures requiring magic
weapons to hit.
Lvl 6, Countercharm As an action, you can start a performance that lasts until the end of
your next turn. During that time, you and any friendly creatures within 30 feet of you have
advantage on saving throws against being frightened or charmed. A creature must be able
to hear you to gain this benefit. The performance ends early if you are incapacitated or
silenced or if you voluntarily end it (no action required).
Additional Magical Secrets - you learn two spells of your choice from any class. A spell you
choose must be of a level you can cast, as shown on the Bard table, or a cantrip. The
chosen spells count as bard spells for you but don’t count against the number of bard spells
you know. SPELLS ADDED: Alter Self and Fireball.
Lvl 8 Ability Score Improvement - Charisma raised from 19 to 20, increasing mod to +5, and
changing spell save and attack etc. Also, strength raised from 9 to 10, increasing mod
from -1 to 0.
Lvl 9 Proficiency Bonus increases from 3 to 4, also increasing spell dc and attack, and
increasing Jack of all trades values to 2.
Song of Rest increases to 1d8
Lvl 10 Magical Secrets. You learn two spells of your choice from any class. A spell you
choose must be of a level you can cast, as shown on the Bard table, or a cantrip. The
chosen spells count as bard spells for you but don’t count against the number of bard spells
you know. SPELLS ADDED: Bigby’s Hand & Cone of Cold
Bardic inspiration increases to 1d10.
Expertise increase - 2 additional skills gain the doubled proficiency bonus. Insight and
Perception chosen and increased.
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FEATURES & TRAITS

CHARACTER NAME

37

5'9

143 lb.

AGE

HEIGHT

WEIGHT

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Half Elf Racial Features
Ability Score Increases - Charisma +2, and two others +1
Speed - Medium, 30 Feet
Darkvision - 60 feet vision. You can see in dim like it is light out and in dark you can see
as if it was dim out.
Fey Ancestry - You have advantage on saving throws against being charmed. Magic
CANNOT put you to sleep also.
Skill Versatility - You gain proficiency in two skills of your choice.

ADDITIONAL FEATURES & TRAITS

Love letter from an old acquaintance.

CHARACTER BACKSTORY
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Bard

Charisma

17

+9

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

SPELLCASTING
CLASS

0

3

CANTRIPS

3

Light

●

Dispel Magic

Vicious Mockery

●

Hypnotic Pattern

Friends

6

Fireball (Additional Magical Secrets Wizard)

Prestidigitation

SPELL
LEVEL

SLOTS TOTAL

1

4

EPAR

PR

7
SPELL NAME

ED

SPELLS KNOWN

SLOTS EXPENDED

●

Cure Wounds

●

Healing Word

●

Sleep

●

Detect Magic

●

Dimension Door

●

Feather Fall (replaces Thunderwave)

●

Polymorph

●

Freedom of Movement

4

3

8

2

3

●

Invisibility

●

Silence

●

Alter Self (Additional Magical Secrets Wizard)

5

2

●

Mass Cure Wounds

●

Animate Objects

●

Bigby's Hand (Magical Secrets Lvl 10 Wizard)

●

Cone of Cold (Magical Secrets Lvl 10 Wizard)

9
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