D&D
1B ENOINID)

CHARACTER NAME

N\
Strength \

[ STRENGTH \ © _+6_ Dexterity
O _+0_ Constitution
O _+2_ Intelligence
O _+0  Wisdom
©

+6  Charisma

DEXTERITY
+3

L SAVING THROWS ),

J N\
CONSTITUTION ® +6 Acrobatics DEX \

\ ® _+1  Animal Handling wis
® _+5 Arcana INT
@ _+0  Athletics STR
® _+6  Deception CHA
® _+3  History INT
® _+L Insight wis
® +4 Intimidation CHA
@ _*3 Investigation INT
® _*1  Medicine wis
® _*+3  Nature INT
® _+1  Perception WIS
® _+6  Performance CHA

Persuasion CHA

+O @ +9

Religion INT

Sleight of Hand DEX

Stealth DEX

CHARISMA ® _+1  Survival wis
+3 o__
O
O

() E—
L o]

e — —
Bard 5/ Warlock 1 mayguad
CLASS & LEVEL PLAYER NAME
Custom Lineage Urchin (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
y
ARMOR Max HP Current HP Temp HP
+4 14 3 3 -
INITIATIVE CLASS \ HIT POINTS
/ / /
5d8 + 1d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Disguise Kit, Hand Drum, Lute, Pan Flute,
ABILITY SAVE DC | Thieves' Tools
- === L ANGUAGES ===
7 N Common, Sylvan
30 ft. (Walking)
A SPEED )
i 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 / Short Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d8). 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.

Hexblade’s Curse ¢ 1 / Short Rest

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+3 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 4 HP if it dies.

=== SPECIAL ===
Hex Warrior

You gain proficiency with medium armor, shields,
and martial weapons. Whenever you finish a long rest,
you can touch one weapon that you are proficient with
and that lacks the two-handed property. With that
weapon, you can use your CHA modifier for the attack
and damaae rolls until vou finish vour next lona rest.

74

\ ACTIONS
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11 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+3 Piercing  smwe.rrese o o, onge s, sooingsa: s e 26 hurder
Rapiel’ +6 1d8+3 Piercing Martial, Finesse, Booming Blade: 1d8 Thunder, 2d8 Thunder
11 PASSIVE WISDOM (INSIGHT)
Eldritch Blast +6 1d10 Force Count: 2, VIS
PASSIVE INTELLIGENCE (INVESTIGATION . .
13 ( ) Unarmed Strike +2 0 Bludgeoning
Darkvision 60 ft.
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=== BARD FEATURES ===

* Additional Bard Spells » TCoE 27
Your Bard has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 14, Spell Attack +6)
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 (1d8).
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/ Short Rest « 1 Bonus Action

* Magical Inspiration « TCoE 27

If a creature has a Bardic Inspiration die from you and
casts a spell that restores hit points or deals damage,
the creature can roll that die and choose a target
affected by the spell. Add the number rolled as a
bonus to the hit points regained or the damage dealt.
The Bardic Inspiration die is then lost.

| Special

* 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.

* Bard College « PHB 54
| College of Whispers

* Expertise « PHB 54

Your proficiency bonus is doubled for any ability check
you make with chosen proficiencies (2 at 3rd and 10th
level).

* Psychic Blades ¢ XGtE 16

When you hit a creature with a weapon attack, you can
expend one use of your Bardic Inspiration to deal an
extra 3d6 psychic damage to that target. You can do
so only once per round on your turn.

| Special

* Words of Terror « XGtE 16

Once per short rest, you can speak to a humanoid
alone for 1 minute and cause it to become frightened
of you (or another creature of your choice) if it fails a
WIS saving throw (DC 14) for 1 hour or until it or its
allies are attacked or damaged. If the target succeeds,
it is not aware you used this ability.

| 1/ Short Rest » 1 Minute

* Bardic Versatility « TCoE

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following:

- Replace one of the skills you chose for the Expertise
feature with one of your other skill proficiencies that
isn’t benefiting from Expertise.

- Replace one cantrip you learned from this class’s

Spellcasting feature with another cantrip from the bard
spell list.

* Ability Score Improvement « PHB 54

* Font of Inspiration « PHB
You regain all of your expended uses of Bardic
Inspiration when you finish a short or long rest.

=== WARLOCK FEATURES ===
* Hit Points « PHB 106
* Proficiencies « PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Hexblade

* Pact Magic « PHB 107

You can cast known warlock spells using CHA as your
spellcasting modifier (Spell DC 14, Spell Attack +6).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 55
Additional spells are added to the warlock spell list for
you.

* Hexblade's Curse * XGtE 55

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+3 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 4 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE 55
You gain proficiency with medium armor, shields, and

N

EQUIPMENT

FEATURES & TRAITS
Disguise Self 1 - Disguise Kit 1 31b.
Hex 1 -
Leather 1 10 Ib.
Dagger 1 11b.
Rapier 1 2 lb.
Backpack 1 5 lb.
Case, Map or Scroll 1 1lb.
Clothes, Common 1 31b.
Lute 1 2 lb.
WEIGHT CARRIED Small Knife 1 -
57 Ib. Bedroll 1 71b
ENCUMBERED Candle 5 -
120 Ib. Clothes, Costume 2 8 Ib.
PUSH/DRAG/LIFT Rations (1 day) 5 10 Ib.
240 |b. Waterskin 1 5 lb.
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martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special

=== CUSTOM LINEAGE RACIAL TRAITS ===

* Creature Type » TCoE 9
You are a humanoid. You determine your appearance
and whether you resemble any of your kin.

* Size « TCOE 8
You are Small or Medium (your choice).

* Feat » TCOE 8
* Variable Trait « TCOE 8

| Darkvision ¢
Darkvision with a range of 60 ft.

=== FEATS ===

* Skulker « PHB 170

You can try to hide when you are lightly obscured from
the creature from which you are hiding. When you are
hidden from a creature and miss it with a ranged
weapon attack, making the attack doesn't reveal your
position. Dim light doesn't impose disadvantage on
your Perception checks relying on sight.

ADDITIONAL FEATURES & TRAITS
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SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
O Minor lllusion Bard - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D:1m, 5 ft. Cube, S/M
O Friends <C> Bard - 1A Self S,M Concentraion o tminwe - PHB 244 D: 1m, S/IM
O Thunderclap Bard CON 14 1A 5 ft. S Instantaneous  EE 168 S
O Booming Blade Warlock +6 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
Q Eldritch Blast Warlock +6 1A 120 ft. V,S Instantaneous  PHB 237 Count: 2, VIS
=== 1st LEVEL === 4 Slots O0O00 | 1 Pact O
O Thunderwave Bard CON 14 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Feather Fall Bard - iR 60 ft. V.M 1 minute PHB239 D:1m,V/IM
O Healing Word Bard - 1BA 60 ft. \% Instantaneous  PHB 250 V
O Charm Person Bard wIs 14 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
O Detect Magic [R]<C> Bard -- 1A Self/30 ft. Sphere  V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Arms of Hadar Warlock STR14 1A Self/10 ft. Sphere  V,S Instantaneous  PHB 215 10 ft. Sphere, V/S
O Shield Warlock - 1R Self V,S 1 round PHB 275 D:1Rnd, VIS
===2nd LEVEL === 3 Slots 000
O Heat Metal <C> Bard - 1A 60 ft. V,S,M  concentration. pro 1minwie PHB 250 D: 1m, V/S/IM
O Invisibility <C> Bard - 1A Touch V,S,M  concenuation, upto 1hour  PHB 254 D: 1h, V/SIM
=== 3rd LEVEL === 2 Slots OO
O Dispel Magic Bard - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
R SPELLS N
)\ {




