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Bard 2 Bryce Bebop
CLASS & LEVEL PLAYER NAME
Human - Rooshen Chaldea (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+3 13 17 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
2d8 successes O=O=0O
FAILURES( H H >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j === ARMOR ===
=N Light Armor
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Disguise Kit, Drum, Hand Drum, Lute, Viol
=== LANGUAGES ===
7 N Common, Elvish
30 ft. (Walking)
A SPEED )
PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

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

As a bonus action, a creature (other than yourself)
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.

\

SKILLS ),

74

\ ACTIONS
4 N
14 PASSIVE WISDOM (PERCEPTION) Rapier +4 1d8+2 Piercing Martial, Finesse
Unarmed Strike +2 1 Bludgeoning
14 PASSIVE WISDOM (INSIGHT)
12 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES L N\ WEAPON ATTACKS & CANTRIPS /




PUSH/DRAG/LIFT

330 Ib.

EQUIPMENT
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Bard 2 Kordaava
CLASS & LEVEL PLAYER NAME
Human Entertainer (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== 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 13, Spell Attack +5)
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 1d6 hit points.
=== HUMAN RACIAL TRAITS ===
* Ability Score Increase * BR 31
* Languages * BR 31
You can speak, read, and write Common and one
extra language.
FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Rapier 1 21b.
Backpack 1 5 lb.
Clothes, Costume 1 4 1b.
Drum 1 31b.
Lute 1 2 lb.
Bedroll 1 7 Ib.
Candle 5 -
Clothes, Costume 2 8 Ib.
WEIGHT CARRIED
60.31b Rations (1 day) 5 10 Ib.
ENCUMBERED Waterskin 1 51b.
165 Ib. Disguise Kit 1 3lb.
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Medium
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
=== Allies === // \\
Bahati, Shapeshifting Druid of Many Faces
Saoirse, Polearm Fighter
Archibald Ashtooth, Warlock of an Ancient Dragon
Pact
PERSONALITY TRAITS
L~ 1
[ "]
IDEALS
L~ 1
[ "]
BONDS
L~ 1
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
A\ T A\ T

Cass wanted to do something with his life other
than continue in the family business. Death held
no interest to him. In typical teenage rebellion he
enrolled in the closest Bardic College. What better
way to distance himself from the grim reminders of
death than to surround himself with music, people,
and joyeux de vivre? Unfortunate for him that
Cass is not naturally skilled when it comes to
musical instruments, though he has picked up
many of the basics, none seemed to... strike a
chord within him. He flunked his Idiophonic
Acoustics and Percussive Punctuation classes,
and only managed a barely passing grade in his
Chordophonic Compositions. He was asked to
leave by the administrators as there was nothing
further they could teach him if he could not apply
himself to the material. All the better Cass told
himself. Traveling and learning of the people is
truly the best teacher. While he was away at
college his brother Cooky left to do his own
graving. Before Cass left for college they had had
a falling out over the family business and they
haven't spoken in years. Now Cass has traveled to
Gravers Dig, where rumor has it Cooky, his long
lost brother, was seen at some point in the recent
past with hopes to make amends for the harsh
words he spoke to his brother before they parted.

CHARACTER BACKSTORY

Magic Intolerant: Magic does not work on me without
active concentration to suppress my intolerance.

ADDITIONAL NOTES




SPELL SAVE DC

li ‘\
=== CANTRIPS === (At Will)
QO Prestidigitation Bard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous PHB 285 V
=== 1st LEVEL === 3 Slots OO0
O Cure Wounds Bard - 1A Touch V,S Instantaneous  PHB 230 VIS
O Faerie Fire <C> Bard DEX 13 1A 60 ft./20 ft. Cube V Concentration, upto 1 minute - PHB 239 D: 1m, 20 ft. Cube, V
O Comprehend Languages [R] Bard - 1A Self V,S,M 1 hour PHB 224 D: 1h, VISIM
QO Tasha’s Hideous Laughter <C> Bard WIS 13 1A 30 ft. V,S,M  concentation, spro1minwe - PHB 280  D: 1m, V/S/M
O Charm Person Bard WIS 13 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
R SPELLS N
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