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HEROIC INSPIRATION j === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
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— — Dragonchess Set, Fiddle, Flute, Lute,
ABILITY SAVE DC | Thieves' Tools
- === LANGUAGES ===
/7 N Common, Infernal

30 ft. (Walking)

Q SPEED

4 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 * 3 / Long 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
(1d6). 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 3 times per
Long Rest.

=== REACTIONS ===
Cutting Words

When a creature that you can see within 60 ft. of
you makes a damage roll or succeeds on an ability
check or attack roll, you can expend one use of Bardic
Inspiration; roll the Bardic Inspiration die and subtract
the number rolled from the creature’s roll, reducing the
damage or potentially turning the success into a
failure.

=== SPECIAL ===
Arcane Recoverv ¢ 1/ Lona Rest

74

4 N
18 PASSIVE PERCEPTION Shocking Grasp +6 2d8 Lightning /S
. . .
14 DASSIVE INSIGHT Unarmed Strike 4 1 Bludgeoning
16 PASSIVE INVESTIGATION
Darkvision 60 ft.
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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 (1d6). 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 3 times per
Long Rest.

| 3/Long Rest « 1 Bonus Action

* Spellcasting ¢ free-rules 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 15, Spell Attack +7). 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 Lore

* Bonus Proficiencies ¢ free-rules 66
You gain proficiency with three skills of your choice.

* Cutting Words « free-rules 66

When a creature that you can see within 60 ft. of you
makes a damage roll or succeeds on an ability check
or attack roll, you can take a Reaction to expend one
use of Bardic Inspiration; roll the Bardic Inspiration die
and subtract the number rolled from the creature’s roll,
reducing the damage or potentially turning the success
into a failure.

| 1 Reaction
* Ability Score Improvement « free-rules 61
* Font of Inspiration ¢ free-rules 61
You now regain all expended uses of Bardic
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
* Magical Discoveries ¢ free-rules 66
You learn two spells of your choice from the Cleric
Druid, or Wizard spell list, which must be a cantrip or a
spell for which you have spell slots.
You always have the chosen spells prepared, and you
can replace one of the spells whenever you gain a
Bard level.
=== WIZARD FEATURES ===
* Core Wizard Traits « free-rules 165
* Spellcasting ¢ free-rules 165

* Ritual Adept « free-rules 166

* Arcane Recovery ¢ free-rules 166

When you finish a Short Rest, you can choose
expended spell slots to recover. The spell slots can
have a combined level equal to 2, but none of the slots
can be level 6 or higher.

You can use this feature once per Long Rest.
| 1/ Long Rest « Special

* Scholar « free-rules 166
You can choose one of the skills in which you're
proficient and gain Expertise in it.

* Wizard Subclass « free-rules 167
| Evoker

* Evocation Savant « free-rules 174

Choose two Evocation spells, each of which must not
be higher than level 2, and add them to your spellbook
for free.

Whenever you gain access to a new level of spell slots
in this class, you can add one Wizard spell from the
Evocation school to your spellbook for free.

* Potent Cantrip « free-rules 174

When you cast a cantrip at a creature and you miss
with the attack roll or the target succeeds on the
saving throw, the target takes half the damage (if any)
but suffers no additional effect.

=== TIEFLING SPECIES TRAITS ===
* Ability Score Increase * BR 43
Your Intelligence score increases by 1, and your

Charisma score increases by 2.

* Darkvision ¢ BR 43
You can see in darkness (shades of gray) up to 60 ft.

N

FEATURES & TRAITS
Leather 1 10 Ib. Costume 3 12 Ib.
Dagger 1 1lb.
Dagger 1 1lb.
Clothes, Common 1 31b.
Crowbar 1 51b.
Whistle-Stick 1 -
Backpack 1 5 lb.
Oil 8 8 Ib.
Rations 9 18 Ib.
WEIGHT CARRIED Bedroll L 71b.
78.5 Ib. Bell ! -
ENCUMBERED Tinderbox 1 11b.
0lb. Waterskin 1 51b.
PUSH/DRAG/LIFT Mirror 1 0.5 Ib.
0 Ib. Bullseye Lantern 1 2 lb.
EQUIPMENT
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* Hellish Resistance « BR 43
You have resistance to fire damage.

* Infernal Legacy * BR 43

You know the thaumaturgy cantrip. [3rd] You can cast
hellish rebuke (2nd) once per long rest. [5th] You can
cast darkness once per long rest. CHA is your
spellcasting ability.

=== FEATS ===

* Svirfneblin Magic « EE

You can cast nondetection on yourself at will, without
needing a material component. You can also cast
blindness/deafness, blur, and disguise self once each
per long rest. INT is your spellcasting ability and you
cast these spells at their lowest possible level.

ADDITIONAL FEATURES & TRAITS

N
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Bard / Wizard
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=== CANTRIPS === (At Will)
O Mage Hand Bard - 1A 30 ft. V,S 1 minute free-rules 293 D: 1m, V/S
O Minor lllusion Bard -- 1A 30 ft./5 ft. Cube S,M 1 minute free-rules 298 D: 1m, 5 ft. Cube, S/IM
O Vicious Mockery Bard WIS 15 1A 60 ft. \Y Instantaneous  free-rules 337
O Dancing Lights Wizard - 1A 120 ft. V,S,M  concentration, upto 1 minute  free-rules 259 D: 1m, V/S/M
QO Prestidigitation Wizard - 1A 10 ft. V,S 1 hour free-rules 307 D: 1h, V/S
O Shocking Grasp Wizard +6 1A Touch V.S Instantaneous  free-rules 316 V/S
O Thaumaturgy Infernal Legacy - 1A 30 ft. \Y 1 minute PHB282 D:1m,V

=== 1st LEVEL === 4 Slots OO00
O Charm Person Bard WIS15 1A 30 ft. V.S 1 hour free-rules 249 D: 1h, V/S
O Command Bard WIS 15 1A 60 ft. \% Instantaneous  free-rules 251
O Disguise Self Bard - 1A Self V.S 1 hour free-rules 262 D: 1h, VIS
O Cure Wounds Bard - 1A Touch V.S Instantaneous  free-rules 259 V/S
O Bane Bard CHA 15 1A 30 ft. V,S,M  concenuation, up o 1minue  free-rules 245 D: 1m, V/S/M
O Longstrider Bard - 1A Touch V,S,M 1 hour free-rules 293 D: 1h, V/S/IM
O Shield Wizard - 1R Self V.S 1 round free-rules 316 D: 1Rnd, V/S
O Mage Armor Wizard - 1A Touch V,S,M 8 hours free-rules 293 D: 8h, V/S/IM
O Magic Missile Wizard - 1A 120 ft. V.S Instantaneous  free-rules 295 V/S
O False Life Wizard - 1A Self V,S,M Instantaneous free-rules 271 V/S/M
O Expeditious Retreat Wizard - 1BA  Self V,S Concentraton, up o 10 minutes free-rules 270  D: 10m, V/S
O Disguise Self Svirfneblin Magic - 1A Self V,S 1 hour PHB 233 1/LR, D: 1h, VIS
O Thunderwave Evocation Savant CON 14 1A Self/15 ft. Cube V,S Instantaneous  free-rules 334 15 ft. Cube, V/S

===2nd LEVEL === 3 Slots 000
O Ssilence [R] Bard - 1A 120 ft/20 ft. Sphere  V,S Concennation,upto ominutes free-rules 316  D: 10m, 20 ft. Sphere, V/S
O Suggestion Wizard WIS 14 1A 30 ft. V.M Concentration, upto 8 hours  free-rules 320 D: 8h, V/IM
O Ray of Enfeeblement Wizard CconN14/+6 1A 60 ft. V,S Concentration, up to L minute ~ free-rules 311 D: 1m, V/S
O Misty Step Wizard - 1BA  Self \Y Instantaneous  free-rules 299 V
O Levitate Wizard CON 14 1A 60 ft. V,S,M  concentration, upto 10minutes~ free-rules 291 D: 10m, V/S/M
O Web Wizard DEX 14 1A 60 ft./20 ft. Cube V,S,M  Concenration, upto 1hour free-rules 340 D: 1h, 20 ft. Cube, V/SIM
QO Scorching Ray Wizard +6 1A 120 ft. V.S Instantaneous  free-rules 314 V/S
O Snilloc's Snowball Swarm Wizard DEX 14 1A 90 ft./5 ft. Sphere  V,S,M Instantaneous EE 165 5 ft. Sphere, V/SIM
O Blur Wizard - 1A Self vV Concentration, up to L minute~ free-rules 248 D: 1m, V
O Blindness/Deafness Wizard CON 14 1A 120 ft. \% 1 minute free-rules 248 D: 1m, V
O Alter Self Wizard - 1A Self V,S Concentration, upto 1 hour ~ free-rules 239 D: 1h, V/S
O Blindness/Deafness Svirfneblin Magic CON 14 1A 30 ft. \ 1 minute PHB 219 1/LR, D: 1m, V
O Blur Svirfneblin Magic -- 1A Self \ Concentration, upto Lminue  PHB 219 1/LR, D: 1m, V
QO Hellish Rebuke Infernal Legacy DEX 15 1R 60 ft. V,S Instantaneous  PHB 250 1/LR, VIS
Q Darkness Infernal Legacy -- 1A 60 ft./15 ft. Sphere  \/,M Concentration, up to 10 minutes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
QO Hold Person Magical Discoveries WIS 15 1A 60 ft. V,S,M  concenuation, up o 1 minute ~ free-rules 286 D: 1m, V/S/M
O Warding Wind Evocation Savant -- 1A Self/10 ft. Sphere Concentration, up to 0 minutes EE 170 D: 10m, 10 ft. Sphere, V

=== 3rd LEVEL === 3 Slots OO0
O Mass Healing Word Bard -- 1BA 60 ft. \% Instantaneous  free-rules 296
O Major Image Bard -- 1A 120 ft./20 ft. Cube V,S,M  concentation, upto 10 minutes ~ free-rules 295 D: 10m, 20 ft. Cube, V/S/M
O Bestow Curse Bard WIS 15 1A Touch V.S Concentration, up to L minute ~ free-rules 246 D: 1m, V/S
O Nondetection Svirfneblin Magic -- 1A Touch V,S,M 8 hours PHB 263  D: 8h, V/ISIM
O Counterspell Magical Discoveries CON15 1R 60 ft. S Instantaneous  free-rules 258 S
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