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MAX
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______ Saving Throws
______ Arcana
______ Histo�y
______ Investigation
______ Nature
______ Religion

______ Saving Throws
______ Animal Handling
______ Insight
______ Medicine
______ Perception
______ Su�vival

______ Saving Throws
______ Deception
______ Intimidation
______ Pe�formance
______ Persuasion

S
T
R

D
E
X

C
O
N

I
N
T

W
I
S

C
H
A

FEATURES &  TRAITS

Dice
Size:

SONG OF REST - Lvl 3/9/13/17
Extra healing for
pa�ty during sho�t rest.

BARDIC INSPR - Lvl  1/5/10/15
Grant inspiration dice to creature within 60�.
that can hear you. Can roll dice for next 10 min
and add to atk or ability check. Can wait until
a�er initiative roll, but before success/failure
is announced.

JACK OF ALL TRADES - Lvl 2
Add half pro�ciency to checks that do
not already include pro�ciency.

CLASS FEATURES

BARD COLLEGE

Dice
Size:

Uses
(CHA):

FONT OF INSPIRATION - Lvl 5
Regain all uses of Bardic Inspiration a�er
sho�t or long rest.

COUNTERCHARM - Lvl 6
Until end of your next turn grant all friendly
creatures withtin 30�. that can hear you
advantage against fear and charm e�fects.
Ability stops if you are incapacitated,
silenced, or choose to end the charm.

MAGICAL SECRETS - Lvl 10/18
Choose two spells from any class. Must be a
level you can cast and cannot exceed spells
known.

Double Prof. Slot

Class-Speci�c Info

Attack Name

Damage & Type

To-Hit Bonus

Racial Traits

Large Portrait Space
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BACKPACK
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POCKETS &  POUCHES

Armors, Clothing, Etc.

Realistic Pack Space

Individual Weapon Spaces

An Item of Personal Value

Easily Track Health Potions



CHARACTER    INVENTORY    JOURNAL    ABILITIES    SPELLS    COMPANION

PROFICIENCIES
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AC MODIFIERABILITY SAVE DC

ATTACK

You make a melee or ranged weapon a�ack.
Alternatively, you may instead make one of the follow 
special a�acks. If you are able to make multiple a�acks 
with the a�ack action, the following special a�acks may 
also replace one of them:

Grapple.  You make a STR (Athletics) check contested by 
the target’s STR (Athletics) or DEX (Acrobatics) check. If 
you succeed, the target is subjected to the GRAPPLED 
condition. The target can use its action to escape and 
repeat this contest. You can drag or car�y a grappled 
creature with you, but your speed is halved unless the 
creature is two or more sizes smaller than you.

Shove.  You make a STR (Athletics) check contested by 
the target’s STR (Athletics) or DEX (Acrobatics) check. If 
you succeed, you either knock the target prone or push it 
5 feet away from you.

STABILIZE A CREATURE

You make a DC 10 Wisdom (Medicine) check to administer �rst aid to an unconcious creature and a�empt to stabilize it. 
A stable creature has 0 hit points, doesn’t make death saving throws, and regains 1 hit point a�er 1d4 hours.

CAST A SPELL

You cast a cantrip or a spell of 1st level or higher. If you want to cast a spell that has a casting time of 1 bonus action, 
remember that you can’t cast any other spells on the same turn, except for cantrips with a casting time of 1 action.

HELP

You use your turn to help one creature with a task,  giving that creature advantage on the next ability check it makes for 
that task. Altneratively,  you can also distract one creature in combat within 5 feet of you,  giving an ally advantage on the 
next a�ack roll made against that creature.

HIDE

You make a DEX (Stealth) check in an a�empt to become 
hidden.

You can’t hide from a creature that can see you, and a 
creature may see you again if you come out of hiding and 
approach it in combat.

DASH

You spend your A�ack Action this turn to double your
movement speed for the turn. 

DISENGAGE

You spend your A�ack Action to disengage from combat.
Your movement doesn’t provoke Oppo�tunity A�acks for 
the rest of your turn.

DODGE

Until the sta�t of your next turn, a�ack rolls against you 
have disadvantage if you can see the a�acker, and you 
make dexterity saving throws with advantage.

READY AN ACTION

You wait for a pa�ticular circumstance before you act, 
using your reaction before the sta�t of your next turn. You 
must decide in adance (a) what the trigger is and (b) the 
action you will take in response.

If you ready a spell, it must have a casting time of 1 
action, and you must concentrate on it until you release it. 

NOTES

CLASS ABILITIES
Class Abilites

Custom Counter Slot

Ability Notes

Universal Abilities
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SPELL ATK BONUSSPELL ABILITY SPELL SAVE DC

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

SPELL LIST

SPELL SLOTS

SPELL SCROLLS

Spell Name Scroll Lvl

SPELL COMPONENTS

Material Name GP NeededGP Value

ARCANE FOCUS

Record Spell Level

Mark Prepared Spells

Describe Your Arcane Focus

Track Components

Manage Spell Scrolls
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	LAWFUL GOOD: Off
	NEAUTRAL GOOD: Yes
	CHAOTIC GOOD: Off
	LAWFUL NEAUTRAL: Off
	TRUE NEAUTRAL: Off
	CHAOTIC NEAUTRAL: Off
	LAWFUL EVIL: Off
	NEAUTRAL EVIL: Off
	CHAOTIC EVIL: Off
	EYE COLOR: Blue
	SKIN COLOR: Fair
	HAIR COLOR: Sandy blonde
	LEVEL: 4
	AGE: 22
	HEIGHT: 3’
	WEIGHT: 28
	EXP: 
	BACK STORY: Lucky:
-When you roll a 1 on the d20 for an attack roll, ability check, or saving throw, you can reroll the die and must use the new roll.

Brave:
-You have advantage on saving throws against being frightened.

Halfling Nimbleness:
-You can move through the space of any creature that is of a size larger than yours.

Naturally Stealthy:
-You can attempt to hide even when you are obscured only by a creature that is at least one size larger than you.

BACKGROUND: ENTERTAINER
By Popular Demand:
-You can always find a place to perform. At such a place, you receive free lodging and food of a modest or comfortable standard, as long as you perform each night. When strangers recognize you in a town where you have performed, they typically take a liking to you.

CLASS: BARD
Ritual Casting

Bardic Inspiration (lvl 1)
-[Bonus] [L Rest]

Jack of All Trades (lvl 2)
-Add half your proficiency bonus, rounded down, to any ability check you make that doesn’t already include your proficiency bonus.
	JOURNAL IMAGE: 
	ALLIES:                         QUIRKS

-I often use my ‘Stealthy’ ability to disappear in crowds, to evade the spotlight and go more into my inner world and my fey connection

-I often am muttering under my breath in gibberish (fey cant)
	AFFILIATIONS:                        QUIRKS (cont)

-I often fidget with the small glass orb trinket that I keep in my pocket

-I sleep only 6 hours each night. The rest of the time I spend in ‘fey dreaming’

-I am becoming more and more interested in treasure and precious stones, as they remind me of what I glimpse in feydreaming
	CAMPAIGNS: Song of Rest (lvl 2)
-If you or any friendly features 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.

Expertise (lvl 3)
	PERSONALITY: I’m at home in my inner world. In comparison, the physical world seems foreign, harsh, and banal. I engage with it only as necessary.
	IDEALS: There is more to the world than meets-the-eye; I journey to explore what is hidden yet calls out to be found, which will reveal my place.
	BONDS: I carry a deep inner connection to something that is beautiful and capitivating beyond words. I feel drawn to share this.
	FLAWS: I fear that the subtle sounds I hear & my fixation with my inner world are signs that I am crazy, and will be found out by others.
	ARMOR/WEAPONS: Light armor, simple weapons, hand crossbow, rapier, shortswords
	LANGUAGES: Common, Halfling
	TOOLS: Fey Cant
Lyre
	REGULAR: 6
	GREATER: 
	SUPERIOR: 
	COPPER: 
	SILVER: 
	ELECTRUM: 
	GOLD: 230
	PLATINUM: 
	ARMOR1: Studded leather
	ARMOR1WT: 13
	ARMOR1DESC: +12AC
45gp
	ARMOR2: 
	ARMOR2WT: 
	ARMOR2DESC: 
	ARMOR3: 
	ARMOR3WT: 
	ARMOR3DESC: 
	WEAPON1: Rapier
	WEAPON1HIT: +5
	WEAPON1DMG: 1d8+3
	WEAPON1DESC: 
	WEAPON2: Crossbow
	WEAPON2HIT: +5
	WEAPON2DMG: 1d8+3
	WEAPON2DESC: 
	WEAPON3: Dagger
	WEAPON3HIT: +5
	WEAPON3DMG: 1d4+3
	WEAPON3DESC: 
	TRINKETNAME: Tiny blue glass orb
	TRINKET: Found at birth; glows with the inner blue faerie fire
	POCKETS: Hooded cloak pockets:
-glass orb trinket   -still mirror   -ball of string
-patch of fleece   -bag of sand   -metal vial of blood

Hip pouch:
-stones

Misc:
-Humbert’s medallion   -Mysterious ring   -Guest medallion


	PACK NAME: 
	BEDROLL: Bedroll
	BEDROLLWT: 7
	WEAPONSLOT1: 
	WEAPON1WT: 
	WEAPONSLOT2: 
	WEAPON2WT: 
	SIDEPOCKET1: Waterskin
	SIDEPOCKET1WT: 5
	SIDEPOCKET2: Disguise kit
	SIDEPOCKET2WT: -
	SIDEPOCKET3: Lyre
	SIDEPOCKET3WT: 2
	TALLPOCKET1: Candles x 5
	TALLPOCKET1WT: -
	TALLPOCKET2: Soap
	TALLPOCKET2WT: -
	TALLPOCKET3: 
	TALLPOCKET3WT: 
	MAINPOCKET1: 2 costumes
	MAINPOCKET1WT: 8
	MAINPOCKET2: Rations x5
	MAINPOCKET2WT: 10
	MAINPOCKET3: Bell
	MAINPOCKET3WT: -
	MAINPOCKET4: 
	MAINPOCKET4WT: 
	MAINPOCKET5: 
	MAINPOCKET5WT: 
	MAINPOCKET6: Potion of Heroism: +10 temp HP & Bless
	MAINPOCKET6WT: 
	MAINPOCKET7: 
	MAINPOCKET7WT: 
	CHARACTER NAME: Perrin ‘Puck’ Plumblossom
	RACE / CLASS: Lightfoot Halfling/Entrancer Bard
	BACKGROUND: Entertainer
	INITV: 3
	SPEED: 25
	AC: 15
	CURRENT HP: 
	TEMP HP: 
	Hit Dice: 4d8
	PROFICIENCY BONUS: 2
	WIN1: Off
	WIN2: Off
	WIN3: Off
	LOSS1: Off
	LOSS2: Off
	LOSS3: Off
	PASSIVE WIS: 11
	INSPR: 
	attack1: Rapier
	+hit1: +5
	dmg1: 1d8+3
	attack2: Crossbow
	+hit2: +5
	dmg2: 1d8+3
	attack3: Dagger
	+hit3: +5
	dmg3: 1d4+3
	attack4: 
	+hit4: 
	dmg4: 
	attack5: 
	+hit5: 
	dmg5: 
	attack6: 
	+hit6: 
	dmg6: 
	attack7: 
	+hit7: 
	dmg7: 
	CHARACTER IMAGE: 
	STR BONUS: +1
	STR RAW: 12
	DEX BONUS: +3
	DEX RAW: 17
	CON BONUS: +2
	CON RAW: 14
	MAX HP: 31
	INT BONUS: -
	INT RAW: 10
	WIS BONUS: +1
	WIS RAW: 12
	CHA BONUS: +4
	CHA RAW: 18
	STR ST: Off
	STR ST BONUS: 1
	ATHLETICS2: Off
	ATHLETICS1: Off
	ATHLETICS BONUS: 1
	DEX ST: Yes
	DEX ST BONUS: 5
	ACROBATICS2: Yes
	ACROBATICS1: Off
	ACROBATICS BONUS: 5
	SLIGHT OF HAND2: Off
	SLIGHT OF HAND1: Off
	SLIGHT OF HAND BONUS: 3
	STEALTH2: Yes
	STEALTH1: Off
	STEALTH BONUS: 5
	CON ST: Off
	CON ST BONUS: 2
	INT ST: Off
	INT ST BONUS: -
	ARCANA2: Off
	ARCANA1: Off
	ARCANA BONUS: -
	HISTORY2: Off
	HISTORY1: Off
	HISTORY BONUS: -
	INVESTIGATION2: Off
	INVESTIGATION1: Off
	INVESTIGATION BONUS: -
	NATURE2: Off
	NATURE1: Off
	NATURE BONUS: -
	RELIGION2: Off
	RELIGION1: Off
	RELIGION BONUS: -
	WIS ST: Yes
	WIS ST BONUS: 3
	ANIMALHANDLING2: Off
	ANIMALHANDLING1: Off
	ANIMAL HANDLING BONUS: 1
	INSIGHT2: Yes
	INSIGHT1: Yes
	INSIGHT BONUS: 5
	MEDICINE2: Off
	MEDICINE1: Off
	MEDICINE BONUS: 1
	PERCEPTION2: Off
	PERCEPTION1: Off
	PERCEPTION BONUS: 1
	SURVIVAL2: Off
	SURVIVAL1: Off
	SURVIVAL BONUS: 1
	CHA ST: Yes
	CHA ST BONUS: 6
	DECEPTION2: Off
	DECEPTION1: Off
	DECEPTION BONUS: 4
	INTIMIDATION2: Off
	INTIMIDATION1: Off
	INTIMIDATION BONUS: 4
	PERFORMANCE2: Yes
	PERFORMANCE1: Yes
	PERFORMANCE BONUS: 8
	PERSUASION2: Yes
	PERSUASION1: Off
	PERSUASION BONUS: 6
	FEATS + TRAITS1: Racial: DEX +2, CHA +1
	FEATS + TRAITS2: 
	ClassAbility1: Expertise
	ClassAbility1desc: -Insight (Feysight)
-Performance
	ClassAbility2: (SUBCLASS ABILITY 2)
	ClassAbility2desc: 
	ClassAbility3: (SUBCLASS ABILITY 3)
	ClassAbility4desc: 
	Subclass1: Glamour
	Dice Size:  d6
	Bardic Inspo Uses: 4
	Song of Rest size:  d6
	Inspo Pip 2: Off
	Inspo Pip 1: Yes
	Inspo Pip 4: Off
	Inspo Pip 3: Off
	Inspo Pip 5: Off
	Inspo Pip 7: Off
	Inspo Pip 6: Off
	ABILITY CLASS: 
	ABILITY SUBCLASS: 
	KILL COUNTER: 
	ABILITY SAVE DC: 
	AC MODIFIER: 
	CLASS ABILITIES: CLASS: BARD
COLLEGE: GLAMOUR
Mantle of Inspiration
-[Bonus] Expend one BI to grant yourself a wondrous appearance. Doing so, choose a number of creatures you can see and that can see you within 60 feet of you, up to the number of CHA modifier. Each of them gains 5 temporary hit points. When a creature gains these temporary hit points, it can immediately use its [Reaction] to move up to its speed, without provoking opportunity attacks.

Enthralling Performance
 -Perform for at least 1 minute. Attempt to inspire wonder in your audience by singing, reciting a poem, or dancing. At the end of the performance, choose a number of humanoids within 60 feet of you who watched and listened to all of it, up to the number of CHA modifier. Each target must succeed on a WIS saving throw against your spell save DC or be charmed by you. While charmed in this way, the target idolizes you, it speaks glowing of you to anyone who talks to it, and it hinders anyone who opposes you, although it avoids violence unless it was already inclined to fight on your behalf. This effect ends on a target after 1 hour, if it takes any damage, if you attack it, or if witnesses you attacking or damaging any of its allies. 
-If a target succeeds on its saving throw, the target has no hint that you tried to charm it [S/L Rest]


CLASS: WARLOCK
Arcane Focus
-Fey Trinket: a tiny glass orb that glows with blue Faerie Fire

Fey Presence
-[Action] You can cause each creature in a 10-foot cube originating from you to make a WIS saving throw against your spell save DC. The creatures that fail their saving throws are all charmed or frightened by you until the end of your next turn [L Rest]
	ABILITY NOTES: 
	SPELLCASTING CLASS: Bard
	SPELLCASTING SUBCLASS: 
	SPELL ABILITY: CHA
	SPELL SAVE DC: 14
	SPELL ATTACK BONUS: 6
	ARCANE FOCUS: Lyre
	1ST LVL 1: Yes
	1ST LVL 2: Yes
	1ST LVL 3: Yes
	1ST LVL 4: Yes
	2ND LVL 1: Yes
	2ND LVL 2: Yes
	2ND LVL 3: Off
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	7TH LVL 1: Yes
	7TH LVL 2: Off
	8TH LVL 1: Off
	9TH LVL 1: Off
	MATERIAL NAME: 
	0: 
	MATERIAL NAME.0.0: Fleece
	MATERIAL NAME.0.1: Sand
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