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CLASS & LEVEL PLAYER NAME
Talla Trompetbakke
Deep Gnome Entertainer (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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ﬂ) +0_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ © _+4_ Dexterity

O _+1_ Constitution +2 12 1 3 -
O _+0_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
® +6 Charisma / y, , \
1d8 successes O=O=0O
[ DEXTERITY
Advantage on INT Against Magic FAILURES O=O=O
Advantage on WIS Against Magic
14 Advantage on CHA Against \§ DEFENSES \ HIT DICE \ DEATH SAVES /
Magic &
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ = Light Armor
[CONSTITUTION] (@ +4_ Acrobatics DEX \ N - WEAPONS ===
13 ‘ ® _*4  Animal Handling wis PROFICIENCY BONUS j Simple Weapons
O +0 Arcana INT =
i === TOOLS ===
O _#0_ Athletics sTR = — Bagpipes, Birdpipes, Hand Drum, Horn,
® _+6 Deception CHA ABILITY SAVE DC | Longhorn, Lute, Pan Flute
X p— VN
O 20 History INT === LANGUAGES ===
+2  Insight wis 7 N Common, Gnomish, Undercommon
O _*2_ Insig
25 ft. (Walkin
O +4 Intimidation CHA ( 9)
O _+0_ Investigation INT
O +2  Medicine wis \ SPEED /
O +0 Nature INT y PROFICIENCIES & TRAINING
O =+ Perception wis , N\
® _+6_ Performance CHA === ACTIONS ===
14 ) Standard Actions You can confer your Bardic Inspiration die 4 times per
O _*4_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Long Rest.
L Hide, Ready, Search, Utilize, Opportunity Attack,
0
O _#0_ Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
® _+4  Sleight of Hand DEX Interact with an Object, Study, Influence
QO _+2  Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) 2 . Bardic Inspiration « 4 / Long Rest
O 2 Survival wis As a Bonus Action, you can inspire another
18 O 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
o fails a D20 Test, the creature can roll the Bardic
- Inspiration die and add the number rolled to the total,
potentially turnina the failure into a success.
\ SKILLS / \ ACTIONS )
r // \\
12 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
12 Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INSIGHT
Unarmed Strike +2 1 Bludgeoning
10 PASSIVE INVESTIGATION
Darkvision 120 ft.
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== BARD FEATURES === * Entertainer Ability Score Improvements « PHB-2024
180
* Core Bard Traits  free-rules 59
| Increase three scores (+1/+1/+1) ¢
* Bardic Inspiration ¢ free-rules 59
As a Bonus Action, you can inspire another creature * Musician « PHB-2024 201
within 60 ft. that can see or hear you. That creature Instrument Training. You gain proficiency with three
gains one of your Bardic Inspiration dice (1d6). Once Musical Instruments of your choice.
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die Encouraging Song. As you finish a Short or Long Rest,
and add the number rolled to the total, potentially you can play a song on a Musical Instrument with
turning the failure into a success. which you have proficiency and give Heroic Inspiration
to up to 2 allies who hear the song.
You can confer your Bardic Inspiration die 4 times per
Long Rest.
| 4/ Long Rest « 1 Bonus Action
* Spellcasting ¢ free-rules 59
You can spells through your bardic arts. Charisma is
your spellcasting ability for your Bard spells (Spell DC
14, Spell Attack +6). You can use a Musical Instrument
as a Spellcasting Focus for your Bard spells.
=== DEEP GNOME SPECIES TRAITS ===
* Gnome Cunning « BR 37
You have advantage on all Intelligence, Wisdom, and
Charisma saving throws against magic.
* Superior Darkvision « EE
Your darkvision has a radius of 120 feet.
* Stone Camouflage « EE
You have advantage on Dexterity (Stealth) checks to
hide in rocky terrain.
=== FEATS ===
FEATURES & TRAITS
\\
Leather 1 10 Ib. Waterskin 1 51b.
Dagger 1 11b. Mirror 1 0.51b.
Dagger 1 1lb. Bullseye Lantern 1 2 b.
Perfume 1 - Costume 3 12 Ib.
Backpack 1 5 lb.
Bagpipes 1 6 Ib.
Lute 1 2 lb.
Mirror 1 0.5 Ib.
Costume 2 8 Ib.
Traveler's Clothes 1 4 1b.
WEIGHT CARRIED
911lb oil 8 8 Ib.
ENCUMBERED Rations 9 18 Ib.
150 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Bell 1 -
300 Ib. Tinderbox 1 11b.
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=== CANTRIPS === (At Will)
O Mage Hand Bard - 1A 30 ft. V,S 1 minute free-rules 293 D: 1m, V/S
O Dancing Lights Bard -- 1A 120 ft. V,S,M  concenuation, upto 1 minute ~ free-rules 259 D: 1m, V/S/M
=== 1st LEVEL === 2 Slots OO
QO Charm Person Bard WIS 14 1A 30 ft. V,S 1 hour free-rules 249 D: 1h, V/S
O Speak with Animals [R] Bard -- 1A Self V.S 10 minutes free-rules 318 D: 10m, V/S
O Cure Wounds Bard - 1A Touch V.S Instantaneous  free-rules 259 /S
O Thunderwave Bard CON 14 1A Self/15 ft. Cube V,S Instantaneous  free-rules 334 15 ft. Cube, V/S
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