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18 PASSIVE PERCEPTION Dagger +4 1d4+1 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60), True Strike: 1d6+4 Radiant
Dragon Slayer Longsword +0 1d8 Slashing Martial, Versatile, Sap, True Strike: 1d6+4 Radiant
15 PASSIVE INSIGHT
Shortbow +4 1d6+1 P|erc|ng Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
13 PASSIVE INVESTIGATION 7 .
Starry Wisp +7 2d8 Radiant VIS
Darkvision 60 ft. Unarmed Strike +2 0 Bludgeoning
SENSES L N WEAPON ATTACKS & CANTRIPS y




—

CHARACTER NAME

Galadhel Versolunar (True)

Bard 4 / Warlock 1

—

JonasDadinhos

CLASS & LEVEL PLAYER NAME
Elf Noble (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//
=== 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 4 times per
Long Rest.

| 4/ Long Rest « 1 Bonus Action
* Spellcasting « PHB-2024 59

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 « PHB-2024 60
You gain Expertise in two skill proficiencies of your
choice.

* Jack of All Trades « PHB-2024 60
You can add half your Proficiency Bonus (1) to ability
checks you make that uses a skill proficiency you lack
* Bard Subclass ¢« PHB-2024 60

| College of Glamour
* Beguiling Magic « PHB-2024 65

You always have Charm Person and Mirror Image
prepared.

You can cast spells through your bardic arts. Charisma

and that doesn't otherwise use your Proficiency Bonus.

In addition, immediately after you cast an Enchantment
or lllusion spell using a spell slot, you can cause a
creature you can see within 60 ft. of you to make a DC
15 Wis. saving throw. On a failed save, the target has
the Charmed or Frightened condition (your choice) for
1 minute, and it repeats the save at the end of each of
its turns, ending the effect on itself on a success.

You can only use this benefit once per Long Rest, but
you can also restore your use of it by expending one
use of your Bardic Inspiration (no action required).

| 1/Long Rest « 1 Action
| Beguiling Magic: Regain Use: No Action

* Mantle of Inspiration « PHB-2024 65

As a Bonus Action, you can expend a use of Bardic
Inspiration, rolling a Bardic Inspiration die (1d6). When
you do, choose up to +4 creatures within 60 ft. of
yourself. Each of those creatures gains Temporary HP
equal to two times the number rolled on the Bardic
Inspiration die, and then can use its reaction to move
up to its Speed without provoking Opportunity Attacks.

| 1 Bonus Action
* Ability Score Improvement « PHB-2024 61
=== WARLOCK FEATURES ===
* Core Warlock Traits « PHB-2024 153
* Eldritch Invocations « PHB-2024 153
You have unearthed Eldritch Invocations, pieces of
forbidden knowledge that imbue you with an abiding
magical ability or other lessons. If an invocation has a

prerequisite, you must meet it to learn that invocation.

| Pact of the Blade « br-2024

As a Bonus Action, you can conjure a pact weapon in
your hand, or create a bond with a magic weapon you
touch. You can't bond with a magic weapon if
someone else attuned to it or another Warlock is
bonded with it. Until the bond ends, you're proficient
with it and can use it as a Spellcasting Focus.

Whenever you attack with the bonded weapon, you
can use your Cha. instead of Str. or Dex.; and you can
cause it to deal Necrotic, Psychic, or Radiant damage
or its normal damage type.

Your bond with the weapons ends if you use this
feature’s Bonus Action again, if the weapon is more
than 5 ft. away from you for more than 1 minute, or if
you die. A conjured weapon disappears when the bond
ends.

| Pact of the Blade: Conjure: 1 Bonus Action

| Pact of the Blade: Bond: 1 Bonus Action

* Pact Magic « PHB-2024 153

=== ELF SPECIES TRAITS ===

* Creature Type » PHB-2024 190
You are a Humanoid.

* Size « PHB-2024 190
You are Medium.

* Speed « PHB-2024 190
Your speed is 30 ft.

* Darkvision « PHB-2024 190
You have Darkvision with a range of 60 ft.

* Elven Lineage * PHB-2024 190
Choose a lineage from the Elven Lineages table. You

N

EQUIPMENT

FEATURES & TRAITS
Dragon Slayer Longsword 1 3lb. Waterskin 1 51b.
Leather 1 10 Ib. Mirror 1 0.51b.
Dagger 1 1lb. Bullseye Lantern 1 2 b.
Dagger 1 1lb. Costume 3 12 Ib.
Shortbow 1 2 1b.
Perfume 1 -
Backpack 1 51b
Dragonchess 1 --
Lyre 1 21b.
WEIGHT CARRIED Fine Clothes 1 6 Ib.
835 Ib. Oil 8 8 Ib.
ENCUMBERED Rations 9 18 Ib.
0lb. Bedroll 1 7 1b.
PUSH/DRAG/LIFT Bell 1 -
0 Ib. Tinderbox 1 1lb.
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gain the level 1 benefit of that lineage.

| High EIf Lineage ¢
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can
replace the cantrip at level 1 with a different cantrip
from the Wizard spell list.

* Elven Lineage Spells « PHB-2024 189
| High EIf - Charisma ¢

* Fey Ancestry « PHB-2024 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « PHB-2024 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « PHB-2024 190

You don't need to sleep, and magic can'’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

* Languages ¢ PHB-2024 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 ===
* Inspiring Leader « PHB-2024 204

Ability Score Increase. Wisdom or Charisma increased
by 1.

Bolstering Performance. After a Short or Long Rest,

give a performance. When you do, up to six allies
(which can include yourself) within 30 ft. of yourself
gain Temporary HP equal to your character level plus
the modifier of the ability you increased with this feat.
| Charisma
| Bolstering Performance: No Action
* Noble Ability Score Improvements « PHB-2024 182
| Increase two scores (+2 / +1) ¢
* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills

or tools of your choice.

Repeatable. You can take this feat more than once.

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS ===
Minor lllusion
Friends

Starry Wisp

True Strike

Toll the Dead

OO0OO0O0OO0O0

Friends

=== 1st LEVEL ===
Command

Cure Wounds

Sleep

Dissonant Whispers

Hellish Rebuke

Protection from Evil and Good
Detect Magic [R]

Detect Magic [R]

TOOOOOO0OO0OOo

Charm Person

===2nd LEVEL ===
Enhance Ability
Suggestion

Locate Object

T OO0OOo

Mirror Image

(At will)
Bard
Bard
Bard
Warlock
Warlock

Elven Lineage Spells

4 Slots O0O00 | 1 Pact O
Bard

Bard

Bard

Bard

Warlock

Warlock

Elven Lineage Spells
Elven Lineage Spells

Beguiling Magic (Always Prepared)

3 Slots OO0
Bard
Bard
Bard

Beguiling Magic (Always Prepared)

WIS 15
+7
+7
WIS 15
WIS 15

WIS 15

WIS 15

WIS 15
DEX 15

WIS 15

1A
1A
1A
1A
1A
1A

1A
1A
1A
1A
1R
1A
1A
1A
1A

1A
1A
1A
1A

30 ft./5 ft. Cube S,M

10 ft. S,M
60 ft. V,S
Self S,M
60 ft. V,S
10 ft. S,M
60 ft. \Y

Touch V.S

60 ft./5 ft. Sphere  V,S,M

60 ft. \Y
60 ft. V,S
Touch V,S,\M

Self/30 ft. Sphere  V,S

Self/30 ft. Sphere  V,S

30 ft. V,S
Touch V,S,M
30 ft. V,M
Self V,S,M
Self V,S
SPELLS

1 minute
Concentration, up to 1 minute
Instantaneous
Instantaneous
Instantaneous

Concentration, up to 1 minute

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

1 hour

Concentration, up to 1 hour
Concentration, up to 8 hours
Concentraton, up to 10 minutes

1 minute

PHB-2024 298

PHB-2024 277

PHB-2024 320

PHB-2024 336

PHB-2024 334

PHB-2024 277

PHB-2024 251

PHB-2024 259

PHB-2024 317

PHB-2024 264

PHB-2024 284

PHB-2024 309

PHB-2024 262

PHB-2024 262

PHB-2024 249

PHB-2024 268

PHB-2024 320

PHB-2024 293

PHB-2024 299

D: 1m, 5 ft. Cube, S/M
D:1m, S/M

VIS

SIM

VIS

D: 1m, SIM

\%

VIS

D: 1m, 5 ft. Sphere, V/SIM

\Y

VIS

D: 10m, V/S/IM

D: 10m, 30 ft. Sphere, V/S

1/LR, D: 10m, 30 ft. Sphere, V/S
D: 1h, VIS

D: 1h, VISIM
D: 8h, VIM

D: 10m, V/S/IM
D: 1m, VIS
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