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I love a good insult, even one directed at
me.

I'll settle for nothing less than perfection.
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I'll do anything to win fame
and renown.
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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.

(Ivi 9 1d8) (Ivl 13 1d10) (Vi 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 ol 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

LvI 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.

LvI 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 -1t0 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.

Lvl 12 Ability score increase - Dexterity increased from 14 to 16, boosting ac and initiative
as well as Stealth, Sleight of Hand and Acrobatics skill checks.

Upgraded leather Armor to Studded Leather Armor, boosting ac by 1 and weight carried by
3
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Half EIf 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.
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	ClassLevel: 12 Bard
	Background: Entertainer / Singer
	PlayerName: 
	CharacterName: 
	Race : Half Elf
	Alignment: 
	XP: 
	Inspiration: 
	STR: 10
	ProfBonus: +4
	AC: 14
	Initiative: +3
	Speed: 30
	PersonalityTraits : I love a good insult, even one directed at me.



I'll settle for nothing less than perfection.
	STRmod: 0
	HPMax: 69
	ST Strength: 0
	DEX: 16
	HPCurrent: 69
	Ideals: Beauty - When I perform, I make the world better than it was.
	DEXmod : +3
	HPTemp: 
	Bonds: I want to be famous, whatever it takes.
	CON: 14
	HDTotal: 12
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 1d8
	Flaws: I'll do anything to win fame and renown.
	INT: 10
	ST Dexterity: +7
	ST Constitution: +2
	ST Intelligence: 0
	ST Wisdom: +1
	ST Charisma: +9
	Acrobatics: +7
	Animal: +3
	Athletics: 2
	Deception : +13
	History : 2
	Insight: +9
	Intimidation: +9
	Check Box 11: Off
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Yes
	Wpn Name: Rapier+1
	Wpn1 AtkBonus: +8
	Wpn1 Damage: 1d8+4
	INTmod: 0
	Wpn Name 2: Dagger
	Wpn2 AtkBonus : +7
	Wpn2 Damage : 1d4+3
	Investigation : 2
	WIS: 12
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: 2
	Wpn3 Damage : 
	Perception : +9
	WISmod: +1
	CHA: 20
	Nature: 2
	Performance: +9
	Medicine: +5
	Religion: 2
	Stealth : +7
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Yes
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Yes
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Yes
	Check Box 39: Yes
	Check Box 40: Off
	Persuasion: +13
	SleightofHand: +7
	CHamod: +5
	Survival: +3
	AttacksSpellcasting: Rapier,  2lb, Piercing, Finesse
 
Dagger, 1 lb, Finesse, Light,  20/60
 
Studded Leather Armor, 12+Dex Mod, 13 lbs.
	Passive: 19
	CP: 
	ProficienciesLang: Common, Elven, Halfling

Light Armor

Simple Weapons

Hand Crossbows, Longsword, Rapiers, Shortswords

Instrument Proficiencies, Lute, bagpipe, flute, cowbell
	SP: 
	EP: 
	GP: 15
	PP: 
	Equipment: Disguise Kit

Backpack

Bedroll

2 x Costumes

5 x Candles

5 x Rations

Waterskin

Disguise Kit
	Features and Traits: 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.
Lvl 12 Ability score increase - Dexterity increased from 14 to 16, boosting ac and initiative as well as Stealth, Sleight of Hand and Acrobatics skill checks.
Upgraded leather Armor to Studded Leather Armor, boosting ac by 1 and weight carried by 3. 

	CharacterName 2: 
	Age: 37
	Height: 5'9
	Weight: 143 lb.
	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: 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.
	Treasure: Love letter from an old acquaintance.
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