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: CLASS & LEVEL PLAYER NAME
ESFJ Elysia Moonbrook
Half-EIf Entertainer (Milestone)
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=== ARMOR ===
Light Armor

=== WEAPONS ===
Crossbow, Hand, Longsword, Rapier,
Shortsword, Simple Weapons

\ / ./

O +0 Arcana INT

O _-1  Athletics STR = === TOOLS ===
® _+5 Deception CHA ABILITY SAVE DC | Disguise Kit, Drum, Flute, Lute, Pan Flute
_g— _gu—
O _+0_ History INT === LANGUAGES ===
O _*1 Insight wis 7 N Common, Elvish, Undercommon
30 ft. (Walkin
O +3 Intimidation CHA ( 9)
O _+0_ Investigation INT
O _+1_ Medicine wis \ SPEED 7
O +0  Nature INT ) PROFICIENCIES & LANGUAGES
® +3 Perception wis , \
® _+5 Performance CHA === ACTIONS ===
+ 1 _ Standard Actions
® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
0 ) .
O = Religion INT Opportunity Attack, Grapple, Shove, Improvise,
® _+4  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+4 Stealth DEX === BONUS ACTIONS ===

[ cHARISMA Bardic Inspiration 3/ Long Rest
As a bonus action, a creature (other than yourself)

O _+1  Survival wis

+3 o) within 60 ft. that can hear you gains an inspiration die
O
O

(1d6). 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
i — outcome.
L SKILLS )/ \ ACTIONS )

[ 7 N
13 PASSIVE WISDOM (PERCEPTION) Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
11 PASSIVEISDOM (NSIGHT) Rapier +4 1d8+2 Piercing Martial, Finesse
Unarmed Strike +1 0 Bludgeoning
10 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.
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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 13, Spell Attack +5)
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 (1d6).
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/ Long Rest « 1 Bonus Action
=== HALF-ELF RACIAL TRAITS ===
* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.
* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.
* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.
FEATURES & TRAITS
Instrument of lllusions 1 -
Leather 1 10 Ib.
Dagger 1 11b.
Rapier 1 2 lb.
Backpack 1 5 lb.
Clothes, Costume 1 4 1b.
Healer's Kit 1 31b.
Lute 1 2 lb.
Pan Flute 1 21b.
Bedroll 1 7 Ib.
WEIGHT CARRIED
62 Ib Candle 5 -
ENCUMBERED Clothes, Costume 2 8 Ib.
120 Ib. Rations (1 day) 5 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
240 Ib. Disguise Kit 1 31b.
\ EQUIPMENT
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Female 90 Medium 5'4" 130
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Sune - Goddess Tan Green AUburn
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SENSITIVE AND WARM - Helping to
ensure stability, | seek harmony and care
deeply about other people’s feelings, being
careful not to offend or hurt anybody. | am a
strong team player, and win-win situations
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My instrument is my most treasured
possession, and it reminds me of
someone | love.
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OFTEN TOO NEEDY - | need to
hear and see a great deal of
appreciation. If my efforts go
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In the realm of melodies and tales, | graced the
world with my enchanting performances. My
charisma and warmth echoed in every note |
played on my cherished lute. Born into the world of
entertainers, | embraced the life of a storyteller,
instrumentalist, and poet, captivating audiences
across taverns, theaters, and noble courts.

My lute, my most treasured possession, held
memories of someone | loved dearly. Its strings
resonated with the laughter and shared moments,
a constant reminder of the connections that wove
the tapestry of my life. Every chord | played was
an homage to the emotions shared with that
special someone, someone whose life was taken
too early by nomadic criminals and thugs whose
mission was to torment the innocent and the weak.
I will never be weak again.

My profession as an entertainer granted me a
nomadic lifestyle, seeking stages in inns, taverns,
circuses, and theaters. The gift of my
performances earned me free lodging and modest
or comfortable food, depending on the
establishment. Wherever | performed, | became a
local figure, greeted with warmth and camaraderie.
My three defining routines—Storyteller,
Instrumentalist, and Poet—showcased my
versatility and skill in captivating diverse
audiences.

I naturally exhibit a sensitive and warm nature. |
sought harmony, caring deeply about the feelings
of those around me. A strong team player, |
thrived in win-win situations that brought smiles to
everyone involved. My natural ability to connect
with others made me a social butterfly, effortlessly
navigating social cues and small talk to play an
active role in my community.

However, my need for appreciation occasionally
revealed a vulnerable side. If my efforts went
unnoticed, | might fish for compliments, seeking
reassurance of my value. Despite this, my loyalty

\ CHARACTER BACKSTORY ADDITIONAL NOTES /,
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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
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous PHB 285 V
=== 1st LEVEL === 2 Slots OO
QO Charm Person Bard WIS 13 1A 30 ft. V,S 1 hour PHB 221 D: 1h, VIS
O Cure Wounds Bard -- 1A Touch V,S Instantaneous  PHB 230 VIS
O Faerie Fire <C> Bard DEX 13 1A 60 ft./20 ft. Cube V Concenuaiion, upo 1mine - PHB 239 D: 1m, 20 ft. Cube, V
O Hideous Laughter <C> Bard WIS 13 1A 30 ft. V,S,M  concentation, upto 1 minwe - PHB D: 1m, VISIM
SPELLS
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