—

D&D
1B ENOINID)

Bard 1

—

AdmiralAdventures.com

O +0 Arcana INT

Rapier, Shortsword, Simple Weapons

CLASS & LEVEL PLAYER NAME
ENFP Lysander Moonshadow
Eladrin (Variant) Entertainer (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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CONSTITUTION ® _+4  Acrobatics DEX —== WEAPONS ===
| o_ = anima Handling wis PROFICIENCY BONUS j Crossbow, Hand, Longbow, Longsword,

O -1 Athletics STR o
O _+3  Deception CHA ABILITY SAVE DC |

QO _+0  History INT = ~
O _*1 Insight wis / . \
O _*3_ Intimidation CHA 30 ft. (Walking)

O _*0_ Investigation INT

O _+1  Medicine wis \ SPEED )

O _+0  Nature INT

® _+3  Perception Wis

=== TOOLS ===
Disguise Kit, Drum, Flute, Lute, Pan Flute

=== LANGUAGES ===
Common, Elvish

PROFICIENCIES & LANGUAGES

® _+5 Performance CHA === ACTIONS ===

+ 1 Standard Actions

® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,

O +0_ Religion INT Help, Hide, Ready, Search, Use an Object,
:@; ® _+4  Sleight of Hand DEX

Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object
® _+4 Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) Bardic Inspiration « 3 / Long Rest
As a bonus action, a creature (other than yourself)

@)

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

+1  Survival wis

- (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.
L SKILLS )/ \

74

Darkvision 60 ft.

SENSES 3 \

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

Bard 1 BrodyBerkhout
CLASS & LEVEL PLAYER NAME
ENFP Lysander Moonshadow
Eladrin (Variant) Entertainer (Milestone)
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=== BARD FEATURES === benefit that a human does from 8 hours of sleep.
* Hit Points « PHB 52 * EIf Weapon Training « DMG
You have proficiency with the longsword, shortsword,
* Proficiencies « PHB 52 shortbow, and longbow.
* Spellcasting * PHB 52 * Fey Step « DMG
You can cast known bard spells using CHA as your Once per short rest, you can cast the misty step spell.
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
=== ELADRIN (VARIANT) RACIAL TRAITS ===
* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.
* Keen Senses * BR 23
You have proficiency in the Perception skill.
* Fey Ancestry « BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.
* Trance * BR 23
You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
FEATURES & TRAITS
Instrument of Scribing 1 2 1b.
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.
Flute 1 11lb.
Bedroll 1 7 Ib.
Candle 5 -
WEIGHT CARRIED
61 Ib Clothes, Costume 2 8 1Ib.
ENCUMBERED Rations (1 day) 5 10 Ib.
120 Ib. Waterskin 1 51b.
PUSH/DRAG/LIFT Disguise Kit 1 3lb.
240 Ib.
\ EQUIPMENT
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Male 300 Medium 511" 164
GENDER AGE HEIGHT WEIGHT
Chaotic Good Lliira - Goddess Pale Green White
ALIGNMENT FAITH EYES HAIR
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/FESTIVE — 1 live for deep, meaningful conversations, but | can also he\
spontaneous and lighthearted. | know how to find fun and joy in the
present moment — and few things give me more pleasure than sharing my
joy with others.

CURIOUS - | find beauty and fascination in nearly anything. Imaginative
and open-minded, | am not afraid to venture beyond my comfort zones in
search of new ideas, experiences, and adventures.

PERSONALITY TRAITS
L~ ~~
[N ~"T]
IDEALS
L~ ]
[N ~~"T]
| idolize a hero of the old tales and
measure my deeds against that
person's.
BONDS
L~ ]
~~"]

PEOPLE PLEASING - | am uncomfortable with the prospect of being disliked. To maintain peace, | may
compromise on things that matter to me or allow people (o reat treat me poorly. And when | fail to win someone
over, | might lose sleep trying o figure out what to do about .

CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS \\ FLAWS //
\ /4 A\ /f

In the twilight-drenched realms of the Feywild,
where magic dances on every breeze and the very
air is infused with enchantment, | am a living
testament to the vibrant and ever-changing nature
of the Fey.

With a background steeped in entertainment, | am
a versatile artist who seamlessly blends the arts of
song, storytelling, and instrumental prowess. My
preferred stage is the bustling atmosphere of inns
and taverns, where my performances draw crowds
seeking respite from the mundane. My nimble
fingers dance across the strings of a lute,
enchanting listeners with melodies that echo
through the Feywild itself.

My inspiration comes from tales of an old hero,
Drizzt Do'Urden, a figure from the ancient stories
whose deeds | measure myself against. With
every performance, | seek to weave a narrative
that rivals the hero's legend, transporting my
audience to realms of wonder and whimsy.

As an entertainer, | receive not only applause but
also free lodging and food of modest or
comfortable standards, depending on the quality of
the establishment. My charisma and talent make
me a local figure wherever | perform, and
strangers often take an immediate liking to me
when they recognize me in towns where | have left
my mark.

| am a festive and spontaneous soul, capable of
finding joy in the present moment and sharing it
with others. My curiosity knows no bounds, as |
seek beauty and fascination in every corner of the
world. | thrive on deep, meaningful conversations
but can also be lighthearted and playful.

While seeking joy and connection, my
people-pleasing nature sometimes leads me to
compromise on matters important to me or tolerate
mistreatment to maintain peace. Yet, in moments
of introspection, | recognize the value of genuine,

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Dancing Lights <C> Bard -- 1A 120 ft. V,S,M  concenuation, upto tmine - PHB 230 D: 1m, V/SIM
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 Thunderwave Bard CON 13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, 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 Concenaiion, uproominvtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
===2nd LEVEL ===
O Misty Step Fey Step -- 1BA  Self \Y Instantaneous  PHB 260  1/SR,V
SPELLS
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