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30 ft. (Walking), 30 ft. (Swimming)
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Bard 2 akominami
CLASS & LEVEL PLAYER NAME
Water Genasi Sailor (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
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ARMOR Max HP Current HP Temp HP |
+2 13 15 -
INITIATIVE CLASS \ HIT POINTS J
/4 // 2d8 / \
Resistances - Acid successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
=== TOOLS ===
I — Lyre, Navigator's Tools, Shawm, Yarting
ABILITY SAVE DC |
— === LANGUAGES ===

Common, Primordial

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 * 2 / 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.

You can confer your Bardic Inspiration die 2 times per
Long Rest.

=== SPECIAL ===
Push

Once per turn, when you hit a creature with an
Unarmed Strike, you can deal damage to the target
and also push it 5 ft. away from you.

74

Darkvision 60 ft.

SENSES

Enhanced Unarmed Strike +1

ACTIONS
74 <\
agger +. AR lercin Simple, Finesse, Light, Thrown, Nick, Range (20/60)
16 PASSIVE PERCEPTION Dagg 4 1d4+2 Piercing
13 Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INSIGHT
Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
11 PASSIVE INVESTIGATION . .
Unarmed Strike +1 0 Bludgeoning

1d4-1 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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CHARACTER NAME
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Bard 2 akominami
CLASS & LEVEL PLAYER NAME
Water Genasi Sailor (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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=== BARD FEATURES ===

* Core Bard Traits « PHB-2024 59

* Bardic Inspiration « PHB-2024 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 2 times per
Long Rest.

| 2/ Long Rest « 1 Bonus Action

* Spellcasting « PHB-2024 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 12, Spell Attack +4). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

* Creature Type * MotM
You are a Humanoid.

* Size « MotM 17
You choose between Medium or Small when you
select this race.

* Speed ¢« MotM 17
Your walking speed is 30 ft. and you have a swimming
speed equal to your walking speed.

* Acid Resistance * MotM 17
You have resistance to acid damage.

* Amphibious « MotM 17
You can breathe air and water.

* Call to the Wave * MotM 17

You learn acid splash. At 3rd level you can cast create
or destroy water, and at 5th level you can cast water
walk, without requiring material components. Once you
cast either spell, you can't cast that spell again until
you finish a long rest. You can also cast these spells
using any spell slots you have of the appropriate level.

N
* Sailor Ability Score Improvements « PHB-2024 183
| Increase two scores (+2 / +1) ¢

* Tavern Brawler « PHB-2024 202

Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4-1
Bludgeoning damage instead of the normal damage of
an Unarmed Strike.

Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a
1, and you must use the new roll.

Improvised Weaponry. You have proficiency with
improvised weapons.

Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also
push it 5 ft. away from you. You can use this benefit
only once per turn.

| Enhanced Unarmed Strike: 1 Action

* Expertise « PHB-2024 60 | Push: Special
You gain Expertise in two skill proficiencies of your Your spellcasting modifier is either Intelligence,
choice. Wisdom, or Charisma (choose when you select this
race).
* Jack of All Trades « PHB-2024 60
You can add half your Proficiency Bonus (1) to ability | Charisma
checks you make that uses a skill proficiency you lack Charisma is your spellcasting ability for these spells
and that doesn't otherwise use your Proficiency Bonus.  when you cast them with this trait.
* Darkvision « MotM 17
=== WATER GENASI SPECIES TRAITS === You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
* Languages * MotM 5 discerning colors in that darkness as shades of gray.
Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character. === FEATS ===
FEATURES & TRAITS
\\
Leather 1 10 Ib. Mirror 1 0.51b.
Dagger 1 1lb. Bullseye Lantern 1 2 b.
Dagger 1 1lb. Costume 3 12 Ib.
Dagger 1 1lb. Potion of Mind Reading 1 --
Backpack 1 51b. Ring of Jumping 1 --
Rope 1 5 1b.
Lyre 1 21b.
Navigator's Tools 1 21b.
Traveler's Clothes 1 4 1b.
Oil 8 8 Ib.
WEIGHT CARRIED
845 Ib Rations 9 18 Ib.
ENCUMBERED Bedroll 1 7 Ib.
0 lb. Bell 1 -
PUSH/DRAG/LIFT Tinderbox 1 11lb.
0 Ib. Waterskin 1 5 lb.
EQUIPMENT J




CHARACTER APPEARANCE
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female 19 Medium 165 70
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good blue blue blue
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

I'd rather make a new friend in a grimy tavern than a
profit in a noble's court. Gold is meant to be spent!

PERSONALITY TRAITS
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The sea represents ultimate freedom.

No one has the right to chain the

body or the soul of another, be it by
IDEALS

|~
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I once heard a melody in a hidden
cove that no instrument can replicate.
| sail the seas hoping to hear that

BONDS
L~ —~
[N ~~"]
If you have good grog or rare rum, I'll probably
trust you a little too much.
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Blade Ward Bard - 1A Self V,S Concenration, up to L minute - PHB-2024 247 D: 1m, V/S
QO Vicious Mockery Bard WwIS12 1A 60 ft. \Y Instantaneous ~ PHB-2024 337
O Acid Splash Call to the Wave DEX 12 1A 60 ft. V,S Instantaneous  PHB 211 VIS
=== 1st LEVEL === 3 Slots OO0
O Command Bard WIS 12 1A 60 ft. \% Instantaneous ~ PHB-2024 251 \/
O Cure Wounds Bard - 1A Touch V.S Instantaneous ~ PHB-2024 259 /S
O Bane Bard CHA 12 1A 30 ft. V,S,M  concentation, up o 1 minute - PHB-2024 245 D: 1m, V/S/M
O Earth Tremor Bard DEX12 1A 10 ft. V.S Instantaneous  EE 155 VIS
SPELLS
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