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Bard 8
CLASS & LEVEL PLAYER NAME
Dodelig Criminal / Spy (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—— —
/7 \
ARMOR Max HP Current HP Temp HP |
+6 17 51 -
INITIATIVE CLASS \ HIT POINTS /
/7 /7 / \
Resistances - Necrotic, Piercing, Slashing 8d8 successes O=O=0O
Immunities - Poisoned, Exhaustion,
Poison raiLures O=O=0
\ DEFENSES \ HIT DICE \ DEATH SAVES J
3
INSPIRATION
j === ARMOR ===
=N Light Armor
N
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Crosshow, Hand, Longsword, Rapier,
y-

e— === TOOLS ===
ABILITY SAVE DC | Dice Set, Dulcimer, Thelarr, Thieves' Tools,
p— o Zulkoon
7 N === LANGUAGES ===
30 ft. (Walking) Common, Halfling, Undercommon
A SPEED )
) PROFICIENCIES & LANGUAGES
/ N\

=== ACTIONS === === REACTIONS ===

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.

Cutting Words

As a reaction when a creature (that's not immune
to being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and
subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

Darkvision 120 ft.

\ ACTIONS )
[ 7 N
10 PASSIVE WISDOM (PERCEPTION) Rapier, +1 +9 1d8+6 Piercing Martial, Finesse
Shortbow, +1 +9 1d6+6 Piercing  simple, Ammunition, Range, Two-Handed, Range (80/320)
10 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +3 1 Bludgeoning
14 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES 3
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=== BARD FEATURES ===
* 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

* 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 Lore
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check

you make with chosen proficiencies (2 at 3rd and 10th
level).

* Bonus Proficiencies « PHB 54
You gain proficiency with three more skills of your
choice.

* Cutting Words « PHB 54

As a reaction when a creature (that's not immune to
being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and
subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

| 1 Reaction
* Ability Score Improvement « PHB

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

* Countercharm « PHB

As an action, you can perform until the end of your
next turn. During that time, you and any friendly
creatures within 30 ft. that can hear you gain
advantage on saving throws against being frightened
or charmed.

| 1 Action
* Additional Magical Secrets « PHB 55
You can add two additional spells from any class list
as bard spells to your known spells.
=== DODELIG RACIAL TRAITS ===
* Ability Score Increases.

Your Charisma and Wisdom scores increase by 1 and
your Dexterity score increases by 2

N
* Creature Type

Your creature type is Humanoid and Undead. You do
not age and you do not require food, drink, or sleep.

* Size

Your size is Small. Dgdelig vary in height as much as
their ancestral species, the halflings, do, but they
weigh only about 20 pounds on average.

* Speed
Your base walking speed is 30 feet

* Languages.
You can speak, write and read Common, Halfling, and
Undercommon.

* Darkvision.
You have Darkvision with a range of 60 feet.

* Boundless Spirit. As a Reaction to being targeted,
you suppress your Undead creature type and make
saving throws with advantage for the remainder of the
turn. You may use this trait a number of times equal to
your Proficiency Bonus and you regain all uses when
you finish a Long Rest.

*Life Mask. You are adept at disguising yourself. You
have Tool Proficiency with the Disguise Kit. You can
spend 10 minutes to assemble an improvised Disguise
Kit a number of times equal to your Proficiency Bonus.
You regain all uses when you finish a Long Rest.

*Skeleton Body. Your body is composed of bone that
has turned to stone. You are immune to necrotic and
poison damage, you are vulnerable to bludgeoning
and radiant damage, and you are resistant to piercing
and slashing damage.

FEATURES & TRAITS
Backpack 1 51b. Potion of Greater Healing 1 —
Clothes, Common 1 31b.
Crowbar 1 51b.
Bedroll 1 7 Ib.
Candle 5 -
Clothes, Costume 2 8 1Ib.
Rations (1 day) 5 10 Ib.
Waterskin 1 51b.
Disguise Kit 1 3lb.
WEIGHT CARRIED Armor of Radiant Resistance, Studded Leather 1 13 Ib.
64 Ib. Rapier, +1 1 2 lb.
ENCUMBERED Shortbow, +1 1 2 1b.
150 Ib. Arrows 20 11b.

PUSH/DRAG/LIFT Ring of Protection

300 Ib.

EQUIPMENT
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* Undead Immunity. «
Immune to poison damage and the poisoned condition.

Resistant to necrotic damage

* Undead Nature.
As a skeleton, a dedelig doesn't require air, food,
drink, or sleep.

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
—
li .‘\

=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 14 1A 60 ft. \Y Instantaneous PHB 285 V
O Dancing Lights <C> Bard -- 1A 120 ft. V,S,M  concenuation, upto 1 mine - PHB 230 D: 1m, V/SIM
QO Prestidigitation Bard - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS

=== 1st LEVEL === 4 Slots OO00
O Thunderwave Bard CON 14 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, VIS
O Charm Person Bard WIS 14 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
O Healing Word Bard -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Detect Magic [R]<C> Bard -- 1A Self/30 ft. Sphere  V,S Concenraiion, upro lominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Feather Fall Bard - iR 60 ft. V.M 1 minute PHB239 D:1m, V/IM
O Comprehend Languages [R] Additional Magical Secrets -- 1A Self V,S,M 1 hour PHB 224  D: 1h, VISIM
O Identify [R] Additional Magical Secrets -- im Touch V,S,M Instantaneous PHB 252  V/S/M

===2nd LEVEL === 3 Slots 000
O Knock Bard - 1A 60 ft. \% Instantaneous  PHB 254  V
O See Invisibility Bard - 1A Self V,S,M 1 hour PHB 274  D: 1h, VISIM
O Suggestion <C> Bard WIS 14 1A 30 ft. V,M Concentration, upo8hows - PHB 279 D: 8h, VIM

===3rd LEVEL === 3 Slots 000
O Dispel Magic Bard - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
O Major Image <C> Bard - 1A 120 ft./20 ft. Cube V,S,M  concenaion.wpo10mnwes  PHB 258 D: 10m, 20 ft. Cube, V/S/M

=== 4th LEVEL === 2 Slots OO
QO Greater Invisibility <C> Bard -- 1A Touch V,S Concentration, up to L minute - PHB 246 D: 1m, VIS

SPELLS
! /|






