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Features and Magic Items

Bard1l

Subclasses

Subclass: College of Valor

Bards of the College of Valor are daring skalds whose tales
keep alive the memory of the great heroes of the past, and
thereby inspire a new generation of heroes. These bards
gather in mead halls or around great bonfires to sing the
deeds of the mighty, both past and present. They travel the
land to witness great events firsthand and to ensure that the
memory of those events doesnt pass from the world. With
their songs, they inspire others to reach the same heights of
accomplishment as the heroes of old

Features

Bardic Inspiration (2d12/SR)

Source: Bard

You can inspire others through stirring words or music.
To do so, you use a bonus action on your turn to choose one
creature other than yourself within 60 feet of you who can
hear you. That creature gains one Bardic Inspiration die, a
d6.

Once within the next 10 minutes, the creature can roll the
die and add the number rolled to one ability check, attack
roll, or saving throw it makes. The creature can wait until
after it rolls the d20 before deciding to use the Bardic In-
spiration die, but must decide before the DM says whether
the roll succeeds or fails. Once the Bardic Inspiration die
is rolled, it is lost. A creature can have only one Bardic
Inspiration die at a time

You can use this feature a number of times equal to your
Charisma modifier (a minimum of once). You regain any
expended uses when you finish a long rest.

Your Bardic Inspiration die changes when you reach cer-
tain levels in this class. The die becomes a d8 at 5th level,
a d10 at 10th level, and a d12 at 15th level.

Battle Magic

Source: Bard (College of Valor)

At 14th level, you have mastered the art of weaving spell-
casting and weapon use into a single harmonious act. When
you use your action to cast a bard spell, you can make one
weapon attack as a bonus action

Cantrip
Source: Race (High-Elf)

**Not included in stats on Character Sheet
You know one cantrip of your choice from the wizard spell
list. Intelligence is your spellcasting ability for it.

Combat Inspiration

Source: Bard (College of Valor)

Also at 3rd level, you learn to inspire others in battle. A
creature that has a Bardic Inspiration die from you can roll
that die and add the number rolled to a weapon damage
roll it just made. Alternatively, when an attack roll is made
against the creature, it can use its reaction to roll the Bardic
Inspiration die and add the number rolled to its AC against
that attack, after seeing the roll but before knowing whether
it hits or misses

Countercharm

Source: Bard

At 6th level, you gain the ability to use musical notes or
words of power to disrupt mind-influencing effects. As an ac-
tion, you can start a performance that lasts until the end of
your next turn. During that time, you and any friendly crea-
tures within 30 feet of you have advantage on saving throws
against being frightened or charmed. A creature must be
able to hear you to gain this benefit. The performance ends
early if you are incapacitated or silenced or if you voluntarily
end it (no action required).

Criminal Contact

Source: Background (Criminal)

You have a reliable and trustworthy contact who acts as
your liaison to a network o f other criminals. You know
how to get messages to and from your contact, even over
great distances; specifically, you know the local messengers,
corrupt caravan masters, and seedy sailors who can deliver
messages for you.

Darkvision (60)

Source: Race

Accustomed to life underground, you have superior vision
in dark and dim conditions. You can see in dim light within



60 feet of you as if it were bright light, and in darkness as if
it were dim light. You cant discern color in darkness, only
shades of gray.

Expertise

Source: Bard

At 3rd level, choose two of your skill proficiencies. Your
proficiency bonus is doubled for any ability check you make
that uses either of the chosen proficiencies. At 10th level,
you can choose another two skill proficiencies to gain this
benefit.

Add these skills to ”skill_expertise” in your character.py
file

Extra Attack (x2)
Source: Bard (College of Valor)

Starting at 6th level, you can attack twice, instead of once,
whenever you take the Attack action on your turn

Fey Ancestry
Source: Race (Elf)

You have advantage on saving throws against being
charmed, and magic cant put you to sleep.

Font of Inspiration

Source: Bard

Beginning when you reach 5th level, you regain all of your
expended uses of Bardic Inspiration when you finish a short
or long rest.

Jack of All Trades

Source: Bard

Starting at 2nd level, you can add half your proficiency
bonus, rounded down, to any ability check you make that
doesnt already include your proficiency bonus. (Included in
stats on Character Sheet above).

Magical Secrets

Source: Bard

By 10th level, you have plundered magical knowledge from
a wide spectrum of disciplines. Choose two spells from any
class, including Bard. A spell you choose must be of a level
you can cast, as shown on the Bard table, or a cantrip. The
chosen spells count as bard spells for you and are included in
the number in the Spells Known column of the Bard table.
You learn two additional spells from any class at 14th level
and again at 18th level.

Song of Rest (1d12)

Source: Bard

Beginning at 2nd level, you can use soothing music or
oration to help revitalize your wounded allies during a short
rest. If you or any friendly creatures who can hear your
performance regain hit points at the end of the short rest,
each of those creatures regains an extra 1d6 hit points. The
extra hit points increase when you reach certain levels in
this class: to 1d8 at 9th level, to 1d10 at 13th level, and to
1d12 at 17th level.

Superior Inspiration

Source: Bard

At 20th level, when you roll initiative and have no uses of
Bardic Inspiration left, you regain one use.

Trance

Source: Race (EIf)

Elves dont need to sleep. Instead, they meditate deeply,
remaining semiconscious, for 4 hours a day. (The Common
word for such meditation is trance.) While meditating, you
can dream after a fashion; such dreams are actually mental
exercises that have become reflexive through years of prac-
tice. After resting in this way, you gain the same benefit
that a human does from 8 hours of sleep.

Magic Items



Spell Descriptions

Bard1l

Bane

Enchantment Level 1 (concentration)
Casting Time: 1 action

Duration: Concentration, up to 1 minute
Range: 30 feet

Components: V, S, M (A drop of blood)

Up to three creatures of your choice that you can see
within range must make Charisma saving throws. When-
ever a target that fails this saving throw makes an attack
roll or a saving throw before the spell ends, the target must
roll a d4 and subtract the number rolled from the attack roll
or saving throw.

At Higher Levels: When you cast this spell using a spelslot
of 2nd level or higher, you can target one aditional creature
for each slot level above 1st.

Blade Ward

Abjuration Cantrip
Casting Time: 1 action
Duration: 1 round
Range: Self
Components: V, S

You extend your hand and trace a sigil of warding in the
air. Until the end of your next turn, you have resistance
against bludgeoning, piercing, and slashing damage dealt
by weapon attacks.

Charm Person

Enchantment Level 1
Casting Time: 1 action
Duration: 1 hour
Range: 30 feet
Components: V, S

You attempt to charm a humanoid you can see within
range. It must make a Wisdom saving throw, and does
so with advantage if you or your companions are fighting
it. If it fails the saving throw, it is charmed by you until
the spell ends or until you or your companions do anything
harmful to it.The charmed creature regards you as a friendly
acquaintance. When the spell ends, the creature knows it
was charmed by you.

At Higher Levels: When you cast this spell using a spell
slot of 2nd level or higher, you can target one additional
creature for each slot level above 1st. The creatures must
be within 30 feet of each other when you target them.

Confusion

Enchantment Level J (concentration)
Casting Time: 1 action

Duration: Concentration, up to 1 minute
Range: 90 feet

Components: V, S; M (Three nut shells)

This spell assaults and twists creatures minds, spawning
delusions and provoking uncontrolled actions. Each creature
in a 10-foot-radius sphere centered on a point you choose
within range must succeed on a Wisdom saving throw when
you cast this spell or be affected by it.

An affected target cant take reactions and must roll a d10
at the start of each of its turns to determine its behavior for
that turn.

d10 Behavior

1. The creature uses all its movement to move in a random
direction. To determine the direction, roll a d8 and assign



a direction to each die face. The creature doesnt take an
action this turn. 2-6. The creature doesnt move or take
actions this turn.

7-8. The creature uses its action to make a melee attack
against a randomly determined creature within its reach.
If there is no creature within its reach, the creature does
nothing this turn.

9-10. The creature can act and move normally.

At the end of its turns, an affected target can make a
Wisdom saving throw. It it succeeds, this effect ends for
that target.

At Higher Levels: When you cast this spell using a spell
slot of 5th level or higher, the radius of the sphere increases
by 5 feet for each slot level above 4th

Dream

TNlusion Level 5

Casting Time: 1 minute

Duration: 8 hours

Range: Special

Components: V, S, M (A handful of sand, a dab of ink,
and a writing quill plucked from a sleeping bird)

This spell shapes a creature’s dreams. Choose a creature
known to you as the target of this spell. The target must be
on the same plane of existence as you. Creatures that don’t
sleep, such as elves, can’t be contacted by this spell. You,
or a willing creature you touch, enters a trance state, acting
as a messenger. While in the trance, the messenger is aware
of his or her surroundings, but can’t take actions or move.

If the target is asleep, the messenger appears in the tar-
get’s dreams and can converse with the target as long as it
remains asleep, through the duration of the spell. The mes-
senger can also shape the environment of the dream, creat-
ing landscapes, objects, and other images. The messenger
can emerge from the trance at any time, ending the effect of
the spell early. The target recalls the dream perfectly upon
waking. If the target is awake when you cast the spell, the
messenger knows it, and can either end the trance (and the
spell) or wait for the target to fall asleep, at which point the
messenger appears in the target’s dreams.

You can make the messenger appear monstrous and ter-
rifying to the target. If you do, the messenger can deliver a
message of no more than ten words and then the target must
make a Wisdom saving throw. On a failed save, echoes of
the phantasmal monstrosity spawn a nightmare that lasts
the duration of the target’s sleep and prevents the target
from gaining any benefit from that rest. In addition, when
the target wakes up, it takes 3d6 psychic damage.

If you have a body part, lock of hair, clipping from a nail,
or similar portion of the target’s body, the target makes its
saving throw with disadvantage.

Eyebite

Necromancy Level 6 (concentration)
Casting Time: 1 action
Duration: Concentration, up to 1 minute

Range: Self
Components: V, S

For the spells duration, your eyes become an inky void im-
bued with dread power. One creature of your choice within
60 feet of you that you can see must succeed on a Wisdom
saving throw or be affected by one of the following effects
of your choice for the duration. On each of your turns until
the spell ends, you can use your action to target another
creature but cant target a creature again if it has succeeded
on a saving throw against this casting of eyebite.

Asleep

The target galls unconscious. It wakes up if it takes any
damage or if another creature uses its action to shake the
sleeper awake.

Panicked The target is frightened of you. On each of its
turns, the frightened creature must take the Dash action
and move away from you by the safest and shortest available
route, unless there is nowhere to move. If the target moves
to a place at least 60 feet away from you where it can no
longer see you, this effect ends.

Sickened The target has disadvantage on attack rolls and
ability checks. At the end of each of its turns, it can make
another Wisdom saving throw. If it succeeds, the effect ends.

Fear

Tllusion Level 8 (concentration)

Casting Time: 1 action

Duration: Concentration, up to 1 minute

Range: Self (30-foot cone)

Components: V, S; M (A white feather or the heart of a
hen)

You project a phantasmal image of a creatures worst fears.
Each creature in a 30-foot cone must succeed on a Wisdom
saving throw or drop whatever it is holding and become
frightened for the duration.

While frightened by this spell, a creature must take the
Dash action and move away from you by the safest available
route on each of its turns, unless there is nowhere to move.
If the creature ends its turn in a location where it doesnt
have line of sight to you, the creature can make a Wisdom
saving throw. On a successful save, the spell ends for that
creature.

Identify

Divination Level 1 (ritual)

Casting Time: 1 minute

Duration: Instantaneous

Range: Touch

Components: V, S, M (A pearl worth at least 100 gp and
an owl feather)

You choose one object that you must touch throughout
the casting of the spell. If it is a magic item or some other
magic-imbued object, you learn its properties and how to
use them, whether it requires attunement to use, and how
many charges it has, if any. You learn whether any spells



are affecting the item and what they are. If the item was
created by a spell, you learn which spell created it.

If you instead touch a creature throughout the casting,
you learn what spells, if any, are currently affecting it.

Invisibility

Tllusion Level 2 (concentration)
Casting Time: 1 action
Duration: Concentration, up to 1 hour
Range: Touch
Components: V, S; M (An eyelash encased in gum arabic)
A creature you touch becomes invisible until the spell
ends. Anything the target is wearing or carrying is invis-
ible as long as it is on the targets person. The spell ends for
a target that attacks or casts a spell.
At Higher Levels: When you cast this spell using a spell
slot of 3rd level or higher, you can target one additional
creature for each slot level above 2nd.

Light

Evocation Cantrip
Casting Time: 1 action
Duration: 1 hour
Range: Touch
Components: V, M (A firefly or phosphorescent moss)
You touch one object that is no larger than 10 feet in any
dimension. Until the spell ends, the object sheds bright light
in a 20-foot radius and dim light for an additional 20 feet.
The light can be colored as you like. Completely covering
the object with something opaque blocks the light. The spell
ends if you cast it again or dismiss it as an action.
If you target an object held or worn by a hostile creature,
that creature must succeed on a Dexterity saving throw to
avoid the spell.

Minor Illusion

Llusion Cantrip

Casting Time: 1 action
Duration: 1 minute

Range: 30 feet

Components: S, M (A bit of fleece)

You create a sound or an image of an object within range
that lasts for the duration. The illusion also ends if you
dismiss it as an action or cast this spell again.

If you create a sound, its volume can range from a whisper
to a scream. It can be your voice, someone elses voice, a lions
roar, a beating of drums, or any other sound you choose.
The sound continues unabated throughout the duration, or
you can make discrete sounds at different times before the
spell ends.

If you create an image of an object such as a chair, muddy
footprints, or a small chest it must be no larger than a 5-
foot cube. The image cant create sound, light, smell, or any
other sensory effect. Physical interaction with the image

reveals it to be an illusion, because things can pass through
it.

If a creature uses its action to examine the sound or im-
age, the creature can determine that it is an illusion with
a successful Intelligence (Investigation) check against your
spell save DC. If a creature discerns the illusion for what it
is, the illusion becomes faint to the creature.

Sleep

Enchantment Level 1

Casting Time: 1 action

Duration: 1 minute

Range: 90 feet

Components: V, S, M (A pinch of fine sand, rose petals,
or a cricket)

This spell sends creatures into a magical slumber. Roll
5d8, the total is how many hit points of creatures this spell
can affect. Creatures within 20 feet of a point you choose
within range are affected in ascending order of their current
hit points (ignoring unconscious creatures).

Starting with the creature that has the lowest current hit
points, each creature affected by this spell falls unconscious
until the spell ends, the sleeper takes damage, or someone
uses an action to shake or slap the sleeper awake. Subtract
each creatures hit points from the total before moving on to
the creature with the next lowest hit points. A creatures hit
points must be equal to or less than the remaining total for
that creature to be affected. Undead and creatures immune
to being charmed arent affected by this spell.

At Higher Levels: When you cast this spell using a spell
slot of 2nd level or higher, roll an additional 2d8 for each



slot level above 1st.

Teleport

Conjuration Level 7
Casting Time: 1 action
Duration: Instantaneous
Range: 10 feet
Components: V

This spell instantly transports you and up to eight willing
creatures of your choice that you can see within range, or a
single object that you can see within range, to a destination
you select. If you target an object, it must be able to fit
entirely inside a 10-foot cube, and it cant be held or carried
by an unwilling creature.

The destination you choose must be known to you, and
it must be on the same plane of existence as you. Your
familiarity with the destination determines whether you ar-
rive there successfully. The DM rolls d100 and consults the
table.

Familiarity MishapSimilarAreaOffTargetOnTarget Per-
manent circle 01-100 Associated object 01-100
Very familiar 01-05 06-13 14-24 25-100 Seen casually 01-
33  34-43 44-53 54-100 Viewed once 01-43  44-53 54-73
74-100

Description 01-43 44-53 54-73 74-100 False destination
01-50 51-100

Familiarity. ”Permanent circle” means a permanent tele-
portation circle whose sigil sequence you know. ” Associated
object” means that you possess an object taken from the de-
sired destination within the last six months, such as a book
from a wizard’s library, bed linen from a royal suite, or a
chunk of marble from a lich’s secret tomb. ”Very familiar”
is a place you have been very often, a place you have care-
fully studied, or a place you can see when you cast the spell.
”Seen casually” is someplace you have seen more than once
but with which you aren’t very familiar. ”Viewed once” is
a place you have seen once, possibly using magic. ”Descrip-
tion” is a place whose location and appearance you know
through someone else’s description, perhaps from a map.
"False destination” is a place that doesn’t exist. Perhaps
you tried to scry an enemy’s sanctum but instead viewed
an illusion, or you are attempting to teleport to a familiar
location that no longer exists.

On Target

You and your group (or the target object) appear where
you want to.

Off Target

You and your group (or the target object) appear a ran-
dom distance away from the destination in a random di-
rection. Distance off target is 1d10 x 1d10 percent of the
distance that was to be traveled. For example, if you tried
to travel 120 miles, landed off target, and rolled a 5 and 3
on the two d10s, then you would be off target by 15 percent,
or 18 miles. The DM determines the direction off target
randomly by rolling a d8 and designating 1 as north, 2 as
northeast, 3 as east, and so on around the points of the com-
pass. If you were teleporting to a coastal city and wound up

18 miles out at sea, you could be in trouble.

Similar Area You and your group (or the target object)
wind up in a different area that’s visually or thematically
similar to the target area. If you are heading for your home
laboratory, for example, you might wind up in another wiz-
ard’s laboratory or in an alchemical supply shop that has
many of the same tools and implements as your laboratory.
Generally, you appear in the closest similar place, but since
the spell has no range limit, you could conceivably wind up
anywhere on the plane.

Mishap The spell’s unpredictable magic results in a diffi-
cult journey. Each teleporting creature (or the target object)
takes 3d10 force damage, and the DM rerolls on the table to
see where you wind up (multiple mishaps can occur, dealing
damage each time).



