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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 13, Spell Attack +5). You can use a
Musical Instrument as a Spellcasting Focus for your
Bard spells.

=== TIEFLING SPECIES TRAITS ===

* Creature Type * PHB-2024 197
You are a Humanoid.

* Size « PHB-2024
You are Medium or Small, chosen when you select
this species.

* Speed + PHB-2024 197
You have a Speed of 30 ft.

* Darkvision * PHB-2024 197
You have Darkvision with a range of 60 ft.

* Fiendish Legacy « PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
You gain the level 1 benefit of that legacy.

| Infernal Legacy *
You have resistance to Fire damage and you gain the
spells outlined in the Fiendish Legacies table.

* Fiendish Legacy Spells « PHB-2024 197
| Charisma «
* Otherworldly Presence « PHB-2024 197

| Charisma *
You know the Thaumaturgy cantrip. When you cast it
with this trait, the spell uses Charisma.

* 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 ===

* Lucky + PHB-2024 201

Luck Points. You have 2 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an

attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.
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* Wayfarer Ability Score Improvements « PHB-2024
185

Leather
Dagger
Dagger
Lute
Backpack
Bedroll
Bell

Bullseye Lantern

Costume
Mirror
WEIGHT CARRIED
88.5 Ib. Qil
ENCUMBERED Rations
120 Ib. Tinderbox
PUSH/DRAG/LIFT Waterskin
240 Ib. Dagger

1 10 Ib. Dagger

1 11b. Thieves' Tools
1 11lb. Bedroll

1 21b. Pouch

1 51b. Pouch

1 7 Ib. Traveler's Clothes
1 -

1 21b.

3 12 Ib.

1 0.5 Ib.

8 8 Ib.

9 18 Ib.

1 11lb.

1 51b.

1 11lb.

EQUIPMENT

11lb.
11lb.
7 Ib.
11b.
11lb.
4 1b.
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Bard Spells - Level 0 (Cantrips)

Cantrips are spells that you can use without spending spell slots. You can just
keep using them as much as you like without worrying about running out...

Fire Bolt

Evocation Cantrip

Casting Time: 1 action Range: 120 feet Components: V, S Duration: Instantaneous

You hurl a mote of fire at a creature or an object within range. Make a ranged spell attack
against the target. On a hit, the target takes 1d10 Fire damage. A flammable object hit by this
spell starts burning if it isn’t being worn or carried.

The damage increases by 1d10 when you reach levels 5 (2d10), 11 (3d10), and 17 (4d10).

Mage Hand

Conjuration Cantrip

Casting Time: 1 action Range: 30 feet Components: V, S Duration: 1 Minute

A spectral, floating hand appears at a point you choose within range. The hand lasts for the
duration. The hand vanishes if it is ever more than 30 feet away from you or if you cast this
spell again. When you cast the spell, you can use the hand to manipulate an object, open an
unlocked door or container, stow or retrieve an item from an open container, or pour the
contents out of a vial. As a Magic action on your later turns, you can control the hand thus
again. As part of that action, you can move the hand up to 30 feet. The hand can’t attack,
activate magic items, or carry more than 10 pounds.

Thaumaturgy

Transmutation Cantrip

Casting Time: 1 action Range: 30 feet Components: V Duration: Up to 1 minute

You manifest a minor wonder within range. You create one of the effects below within range. If
you cast this spell multiple times, you can have up to three of its 1-minute effects active at a
time.

* Altered Eyes. You alter the appearance of your eyes for 1 minute.

*  Booming Voice. Your voice booms up to three times as loud as normal for 1 minute. For
the duration, you have Advantage on Charisma (Intimidation) checks.

* Fire Play. You cause flames to flicker, brighten, dim, or change color for 1 minute.

* Invisible Hand. You instantaneously cause an unlocked door or window to fly open or slam
shut.

* Phantom Sound. You create an instantaneous sound that originates from a point of your
choice within range, such as a rumble of thunder, the cry of a raven, or ominous whispers.

*  Tremors. You cause harmless tremors in the ground for 1 minute.



Vicious Mockery
Enchantment Cantrip

Casting Time: 1 action Range: 60 feet Components: V Duration: 1 Instantaneous

You unleash a string of insults laced with subtle enchantments at one creature you can see or
hear within range. The target must succeed on a Wisdom saving throw or take 1d6 Psychic
damage and have Disadvantage on the next attack roll it makes before the end of its next turn.

The damage increases by 1d6 when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).



Bard Spells - Level 1

Level one spells and above require that you burn spell slots cast them. As a first
level Bard you have two first level spell slots which means you can cast two first
level spells before running out. To get your spell slots back you will need to take
a long rest.

Bane
Enchantment

Casting Time: 1 action Range: 30 feet Components:V, S, M Duration: 1 Minute (C)

Up to three creatures of your choice that you can see within range must each make a Charisma
saving throw. Whenever a target that fails this save makes an attack roll or a saving throw
before the spell ends, the target must subtract 1d4 from the attack roll or save.

Using a Higher-Level Spell Slot: You can target one additional creature for each spell slot level above 1.

Faerie Fire
Evocation

Casting Time: 1 action Range: 60 feet Components: V Duration: 1 Minute (C)

Objects in a 20-foot Cube within range are outlined in blue, green, or violet light (your choice).
Each creature in the Cube is also outlined if it fails a Dexterity saving throw. For the duration,
objects and affected creatures shed Dim Light in a 10-foot radius and can’t benefit from

the Invisible condition.

Attack rolls against an affected creature or object have Advantage if the attacker can see it.

Heroism
Evocation

Casting Time: 1 action Range: Touch Components: V, S Duration: 1 Minute (C)

A willing creature you touch is imbued with bravery. Until the spell ends, the creature is immune
to the Frightened condition and gains Temporary Hit Points equal to your spellcasting ability
modifier at the start of each of its turns.

Using a Higher-Level Spell Slot: Target one additional creature for each spell slot level above 1.



Thunderwave
Evocation

Casting Time: 1 action Range: Self Components: V, S Duration: Instantaneous

You unleash a wave of thunderous energy. Each creature in a 15-foot Cube originating from you
makes a Constitution saving throw. On a failed save, a creature takes 2d8 Thunder damage
and is pushed 10 feet away from you. On a successful save, a creature takes half as much
damage only.

In addition, unsecured objects that are entirely within the Cube are pushed 10 feet away from
you, and a thunderous boom is audible within 300 feet.

Using a Higher-Level Spell Slot: Damage increases by 1d8 for each spell slot level above 1.
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