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Animal Handling wis

Insight wis

N
Acrobatics DEX
Arcana INT
Athletics STR
Deception CHA

History INT

Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis

y

SKILLS
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Bard 7 / Rogue 3 Lioneljohnson
CLASS & LEVEL PLAYER NAME
Human Wayfarer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+8 16 71 -
INITIATIVE CLASS \ HIT POINTS J
1  7d8+3d8 N \
Resistances - Force successes O-O-0
FAILURES( )=< >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor
=== WEAPONS ===
PROFICIENCY BONUS j Scimitar, Shortsword, Simple Weapons
=== TOOLS ===
— — Dragonchess Set, Flute, Lute, Lyre, Thieves'
ABILITY SAVE DC | Tools
o === LANGUAGES ===
7 N Common, Common Sign Language, Elvish,
30 ft. (Walking) Gnomish, Thieves’ Cant
Q SPEED )
i PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard 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

=== BONUS ACTIONS ===
Bardic Inspiration * 4 / Short Rest

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
(1d8). 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 limiteduse -
No limited use data available times per Short or Long
Rest.

Cunning Action

On your turn, you can take one of the following
actions as a Bonus Actions: Dash, Disengage, or
Hide.

Steady Aim

You give yourself Advantage on your next attack
roll on the current turn, provided that you haven't
moved during this turn. After you use it, your Speed is
0 until the end of the current turn.

74
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10 PASSIVE PERCEPTION Espada diminuta de sir Talavar +9 1d4+7 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60), Booming Blade: 1d8 Thunder, 208 Thunder
Shortswo rd Of Wou nd| ng +8 1d6+6 Pierci ng +1d4 Necrotic, Martial, Finesse, Light, Vex, Booming Blade: 18 Thunder, 2d8 Thunder
16 PASSIVE INSIGHT
Starry Wisp +8 2d8 Radiant VIS
14 PASSIVE INVESTIGATION . .
Unarmed Strike +3 0 Bludgeoning
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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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 (1d8). 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 4 times per
Short or Long Rest.

| 4/ Short Rest « 1 Bonus Action

* Spellcasting ¢ free-rules 59

You can spells through your bardic arts. Charisma is
your spellcasting ability for your Bard spells (Spell DC
16, Spell Attack +8). 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 (2) to ability
checks you make that uses a skill proficiency you lack
and that doesn’t otherwise use your Proficiency Bonus.

* Bard Subclass ¢ free-rules 60
| College of Swords (XGtE)
* Bonus Proficiencies * XGtE
You gain proficiency with medium armor and the

scimitar, and you can use any weapon you're proficient
in as a spellcasting focus.

* Fighting Style « XGtE
You adopt a style of fighting as your specialty.

| Dueling *
When wielding a melee weapon in one hand and no
other weapons, you gain a +2 bonus to damage.

* Blade Flourish « XGtE

Whenever you take the Attack action on your turn,
your walking speed increases by 10 ft. until the end of
the turn. If a weapon attack hits, you can use one the
following once per turn.

Defensive Flourish. You can expend one use of your
Bardic Inspiration and deal extra damage equal to the
number you roll on the die. You also add the number
to your AC until the start of your next turn.

Slashing Flourish. You can expend one use of your
Bardic Inspiration to deal extra damage equal to the
number you roll on the die to the target you hit and to
any other creature within 5 ft. of you.

Mobile Flourish. You can expend one use of your
Bardic Inspiration and deal extra damage equal to the
number you roll on the die. You can also push the
target up to 5 ft. plus the number rolled. You can then
use your reaction to move up to your walking speed to
an unoccupied space within 5 ft. of the target.

| Defensive Flourish: Special

| Slashing Flourish: Special

| Mobile Flourish: Special

* Ability Score Improvement « free-rules 61

* Font of Inspiration ¢ free-rules 61
You now regain all expended uses of Bardic

N

Inspiration when you finish a Short or Long Rest.

In addition, you can expend a spell slot (no action
required) to regain one expended use of Bardic
Inspiration.

| Regain Bardic Inspiration: Special

* Extra Attack « XGtE
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Countercharm e free-rules 61

If you or a creature within 30 ft. fails a saving throw
against an effect that applies the Charmed or
Frightened condition, you can take a Reaction to
cause the save to be rerolled with Advantage.

| 1 Reaction
=== ROGUE FEATURES ===
* Core Rogue Traits « free-rules 129

* Expertise  free-rules 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack ¢ free-rules 129

Once per turn you can deal an extra 2d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn’t
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| 1 Action

FEATURES & TRAITS
\\
Brooch of Shielding 1 -- Tablero de Dragonchess legendario de Mordekair 1 1lb
Shortsword of Wounding 1 21b. Pluma de tinta infinita 1 --
Espada diminuta de sir Talavar 1 1lb. Memorias de un Buscador 1 2 b.
Rima De Escarcha (Dormido). 1 -- Cenizas de Mariska 1 --
Pipes of Haunting 1 - Estaca de Madera 1 --
Wand of Magic Detection 1 - Net 0 --
Wand of Secrets 1 - Perfume 1 -
Studded Leather 1 13 Ib. Manacles 1 61b
Dagger 1 11b. Magnifying Glass 1 --
WEIGHT CARRIED Dagger 1 1lb. Thieves' Tools 1 1lb.
105.5 Ib. Backpack 1 5 lb. Climber's Kit 1 12 Ib.
ENCUMBERED Rope 1 51b.
120 Ib. Chest 1 25 Ib. Brooch of Shielding 1 -
PUSH/DRAG/LIFT Potion of Healing (Greater) 1 0.5 Ib. Shortsword of Wounding 1 2 1b.
240 Ib. Anillo de oro 1 -
EQUIPMENT ))
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* Thieves’ Cant  free-rules 129
You know Thieves’ Cant and one other language of
your choice.

* Weapon Mastery « free-rules 129

* Cunning Action ¢ free-rules 130
On your turn, you can take one of the following actions
as a Bonus Actions: Dash, Disengage, or Hide.

| 1 Bonus Action
* Rogue Subclass « free-rules 130
| Swashbuckler (SCAG)

* Steady Aim e free-rules 130

As a Bonus Action, you give yourself Advantage on
your next attack roll on the current turn, provided that
you haven’t moved during this turn. After you use it,
your Speed is 0 until the end of the current turn.

| 1 Bonus Action

* Fancy Footwork « SCAG

During your turn, if you make a melee attack against a
creature, that creature can’t make opportunity attacks
against you for the rest of your turn.

* Rakish Audacity * SCAG

You add your CHA modifier (+4) to your initiative rolls.
You don't need advantage on the attack roll to use
your Sneak Attack against a creature if you are within
5 ft. of it, no other creatures are within 5 ft. of you, and
you don’t have disadvantage on the attack roll.

=== HUMAN SPECIES TRAITS ===

* Creature Type ¢ free-rules 194

You're a Humanoid.

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* 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 ===

* Elven Accuracy * XGtE 74

Increase your DEX, INT, WIS, or CHA score by 1.
Whenever you have advantage on an attack roll using
one of those modifiers, you can reroll one of the dice
once.

* Magic Initiate (Wizard) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard

ADDITIONAL FEATURES & TRAITS

N
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Charisma «

* Lucky « PHB-2024 201

Luck Points. You have 4 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.
Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 4 / Long Rest * Special

* Wayfarer Ability Score Improvements « PHB-2024
185

| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 129
| Dagger (Nick) ¢

Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action

Diario personal de Holrow
Llave de Telemia

Extrafia llave de madera
Mascara goblin de madera
Cuerno de Jade

Tablilla de Atrixian
Zapato de cristal

Ukelele Familiar
Shortbow

Rapier

Calligrapher's Supplies
Dragonchess

Flute

Arrows

Anillo de oro

\\

1 - Diario personal de Holrow 1 --
1 - Tablero de Dragonchess legendario de Mordekainen 1 11lb.
1 - Llave de Telemia 1 --
1 - Extrafia llave de madera 1 --
1 - Mascara goblin de madera 1 --
1 51b. Pluma de tinta infinita 1 --
1 21b. Cuerno de Jade 1 -
1 11b. Tablilla de Atrixian 1 51b.
1 21b. Zapato de cristal 1 2 Ib.
1 21b. Ukelele Familiar 1 11lb.
1 51b. Memorias de un Buscador 1 2 lb.
1 - Cenizas de Mariska 1 --
1 11b. Estaca de Madera 1 -
20 1lb.
1 -

ADDITIONAL EQUIPMENT J
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instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack

roll against that creature before the end of your next
turn.

| Vex (Shortsword): 1 Action

| Nick (Dagger): 1 Action

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS ===
Vicious Mockery
Starry Wisp
Message

Prestidigitation

OO0OO0OO0O0

Booming Blade

=== 1st LEVEL ===
Healing Word
Faerie Fire

Detect Magic

O0o0oO0o0o

Sleep

===2nd LEVEL ===
Heat Metal

Mirror Image
Invisibility

Silence [R]

O0OO0O0oO0

===3rd LEVEL ===

@)

Major Image

o

Slow

O Dispel Magic

=== 4th LEVEL ===
O Dimension Door

O Fount of Moonlight

(At will)

Bard

Bard

Bard

Magic Initiate (Wizard)
Magic Initiate (Wizard)

4 Slots OO00

Bard

Bard

Wand of Magic Detection

Magic Initiate (Wizard)

3 Slots OO0
Bard
Bard
Bard
Bard

3 Slots OO0
Bard
Bard
Bard

1Slots O
Bard
Bard

WIS 16
+8

DEX 16

WIS 16

CON 16

1A
1A
1A
1A
1A

1BA
1A
1A
1A

1A
1A
1A
1A

1A
1A
1A

1A
1A

60 ft.
60 ft.
120 ft.
10 ft.

Self/5 ft. Sphere

60 ft.
60 ft./20 ft. Cube
Self/30 ft. Sphere

60 ft./5 ft. Sphere

60 ft.
Self
Touch

120 ft./20 ft. Sphere

120 ft./20 ft. Cube
120 ft./40 ft. Cube

120 ft.

500 ft.
Self

SPELLS

V.S
SM
V.S
SM

V.S
V,S,\M

V,S.M
V.S
V,S.M
V.S

V,S,M
V,S,\M
V.S

Instantaneous
Instantaneous
1 round

1 hour

1 round

Instantaneous
Concentration, up to 1 minute
Conceniration, up to 10 minutes

Concentration, up to 1 minute

Concentration, up to 1 minute

1 minute
Concentration, up to 1 hour

Concentration, up to 10 mintes

Concentration, up to 10 mintes
Concentration, up to 1 minute

Instantaneous

Instantaneous

Concentration, up to 10 minutes

free-rules 337
free-rules 320
free-rules 298
free-rules 307

SCAG 142

free-rules 284
free-rules 271
free-rules 262

free-rules 317

free-rules 284
free-rules 299
free-rules 289

free-rules 316

free-rules 295
free-rules 318

free-rules 265

free-rules 262

PHB-2024 277

\%

VIS

D: 1Rnd, S/IM

D: 1h, VIS

D: 1Rnd, 5 ft. Sphere, S/IM

\%

D: 1m, 20 ft. Cube, V

1 Charge (3/3), D: 10m, 30 ft. Sphere, VIS
1/LR, D: 1m, 5 ft. Sphere, V/SIM

:1m, VISIM

:1m, VIS

: 1h, VISIM

:10m, 20 ft. Sphere, VIS

D: 10m, 20 ft. Cube, V/SIM
D: 1m, 40 ft. Cube, V/ISIM
Special: (See Description)*, VIS

\Y
D: 10m, VIS
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