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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 (1d10). 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 « PHB-2024 59

You can cast 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 « 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 (2) to ability
checks you make that uses a skill proficiency you lack
and that doesn’t otherwise use your Proficiency Bonus.
* Bard Subclass ¢« PHB-2024 60

| College of Lore

* Bonus Proficiencies « PHB-2024 66
You gain proficiency with three skills of your choice.

* Cutting Words « PHB-2024 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 « PHB-2024 61

* Font of Inspiration « PHB-2024 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 « PHB-2024 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.

* Countercharm « PHB-2024 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

* 8: Ability Score Increase « PHB-2024 61

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

* Magical Secrets « PHB-2024 61

Whenever you reach a Bard level that increases the
number of Prepared Spells you have, you can choose
any of your new prepared spells from the Bard, Cleric,
Druid, and Wizard spell lists, and they count as Bard
spells for you. In addition, whenever you replace a
spell prepared for this class, you can replace it with a
spell from those lists.

=== HUMAN SPECIES TRAITS ===

* Creature Type « PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢« PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.
=== FEATS ===

* Inspiring Leader « PHB-2024 204

FEATURES & TRAITS
Mantle of Spell Resistance 1 - Lyre 1 21b
Potion of Hill Giant Strength 1 - Dragonchess 1 --
Potion of Heroism 1 - Fine Clothes 1 61b
Elixir of Health 1 - Doss Lute 1 --
Potion of Invulnerability 1 - Oil 8 8 lb.
Rhythm-Maker's Drum, +1 1 - Rations 8 16 Ib.
Potion of Healing 1 051b Bedroll 1 7 Ib.
Spell scroll (Mending) 1 - Bell 1 --
Fochlucan Bandore 1 - Tinderbox 1 11b.
WEIGHT CARRIED Spell scroll (Locate object) 1 - Waterskin 1 51b.
83 Ib. Studded Leather 1 13 Ib. Mirror 1 0.5 Ib.
ENCUMBERED Dagger 1 1lb.
135 Ib. Una rebequita refinada 1 4 1b. Mantle of Spell Resistance 1 -
PUSH/DRAG/LIFT Perfume 1 - Rhythm-Maker's Drum, +1 1 -
270 Ib. Backpack 1 5 lb. Fochlucan Bandore 1 --

EQUIPMENT
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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

* Skill Expert « PHB-2024 207
Ability Score Increase. Increase one ability score of
your choice by 1.

Skill Proficiency. You gain proficiency in one skill of
your choice.

Expertise. Choose one skill in which you have
proficiency but lack Expertise. You gain Expertise with
that skill.

* Healer « PHB-2024 201

Battle Medic. As a Utilize action, you can expend one
use of a Healer's Kit to tend to a creature within 5 feet
of yourself. That creature can expend one of its HP
Dice, and you then roll that die. The creature regains a
number of HP equal to the roll +4.

Healing Rerolls. Whenever you roll a die to determine
the number of HP you restore with a spell or with this
feat's Battle Medic benefit, you can reroll the die if it
rolls a 1, and you must use the new roll.

| Battle Medic: 1 Action
* Noble Ability Score Improvements « PHB-2024 182

| Increase three scores (+1/+1/+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

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Vicious Mockery
Light

Minor lllusion
Prestidigitation

Shillelagh

=== 1st LEVEL ===
Healing Word
Detect Magic [R]
Cure Wounds
Command

Faerie Fire

Protection from Evil and Good

Speak with Animals

Entangle

===2nd LEVEL ===
Aid

Enhance Ability

See Invisibility
Suggestion

Levitate

Invisibility

===3rd LEVEL ===
Dispel Magic
Clairvoyance

Mass Healing Word
Major Image
Fireball

Fly

Counterspell

Revivify

=== 4th LEVEL ===

Phantasmal Killer

=== 5th LEVEL ===
Synaptic Static

Mass Cure Wounds

(At will)
Bard
Bard
Bard
Bard

Fochlucan Bandore

4 Slots OO00
Bard

Bard

Bard

Bard

Fochlucan Bandore
Fochlucan Bandore
Fochlucan Bandore

Fochlucan Bandore

3 Slots OO0

Bard

Bard

Bard

Bard

Fochlucan Bandore

Fochlucan Bandore

3 Slots 00O

Bard

Bard

Bard

Bard

Bard

Fochlucan Bandore
Magical Discoveries

Magical Discoveries

3 Slots 000
Bard

2 Slots OO
Bard
Bard

WIS 17
CON 17

WIS 17

INT 17

1A
1A
1A
1A
1BA

1BA
1A
1A
1A
1A
1A
1A
1A

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

1A
10m
1BA
1A
1A
1A
1R
1A

1A

1A
1A

60 ft. \%
Touch V.M
30 ft./5 ft. Cube S,M

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

Self/30 ft. Sphere  V,S
Touch V.S
60 ft. \%
60 ft./20 ft. Cube V
Touch V,S.M
Self V.S

90 t./20 ft. Square  V/,S

30 ft. V,S,M
Touch V,S,\M
Self V,S,M
30 ft. V,M
60 ft. V,S,\M
Touch V,S\M
120 ft. V.S

1 mile V,S\M
60 ft. \Y

120 ft./20 ft. Cube V,S,M

150 ft./20 ft. Sphere  V/,S,M

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

120 ft./20 ft. Sphere  V/,S

60 ft./30 ft. Sphere  V,S

SPELLS

Instantaneous
1 hour

1 minute

1 hour

1 minute

Instantaneous
Concentraton, up 0 10 minutes
Instantaneous
Instantaneous
Concentation, up to 1 minute
Concentation, up 0 10 minutes
10 minutes

Concentration, up to 1 minute

8 hours
Concentration, up to 1 hour
1 hour

Concentration, up to 8 hours
Concentration, up o 10 minutes

Concentration, up to 1 hour

Instantaneous

Concentration, up to 10 minutes

Instantaneous

Concentration, up to 10 minutes

Instantaneous

Concentration, up o 10 minutes
Instantaneous

Instantaneous

Concentration, up to 1 minute

Instantaneous

Instantaneous

PHB-2024 337

PHB-2024 292

PHB-2024 298

PHB-2024 307

PHB-2024 316

PHB-2024 284

PHB-2024 262

PHB-2024 259

PHB-2024 251

PHB-2024 271

PHB-2024 309

PHB-2024 318

PHB-2024 268

PHB-2024 239

PHB-2024 268

PHB-2024 314

PHB-2024 320

PHB-2024 291

PHB-2024 289

PHB-2024 265

PHB-2024 250

PHB-2024 296

PHB-2024 295

PHB-2024 274

PHB-2024 276

PHB-2024 258

PHB-2024 312

PHB-2024 304

PHB-2024 330

PHB-2024 296

\%

D: 1h, VIM

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

D: 1h, VIS

1 Charge (7/8), D: 1m, V/ISIM

\%

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

VIS

\Y

1 Charge (7/8), D: 1m, 20 ft. Cube, V

1 Charge (7/8), D: 10m, V/S/M

1 Charge (7/8), D: 10m, V/S

1 Charge (7/8), D: 1m, 20 ft. Square, VIS

D: 8h, VISIM

D: 1h, VISIM

D: 1h, VISIM

D: 8h, VIM

1 Charge (7/8), D: 10m, V/ISIM
1 Charge (7/8), D: 1h, V/ISIM

Special: (See Description)*, V/S
D: 10m, V/S/IM

\%

D: 10m, 20 ft. Cube, V/SIM

20 ft. Sphere, V/IS/IM

1 Charge (7/8), D: 10m, V/S/M
S

VISIM

D: 1m, VIS

20 ft. Sphere, VIS
30 ft. Sphere, VIS
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