Lore Bard 6

szélhámos művész

CLASS & LEVEL

Aranytollú Errol
CHARACTER NAME

BACKGROUND

Half-elf

Chaotic Neutral

RACE

ALIGNMENT

PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

8

15
+3

ARMOR
CLASS

PROFICIENCY BONUS

+3

30

INITIATIVE

SPEED

Igazi hősies, sármos, veszélyre
fittyet hányó kalandozó vagyok.
Az unalmat nem bírom.
PERSONALITY TRAITS

-1
DEXTERITY

●

16
+3
●

-1

Strength

+6

Dexterity

+3

Constitution

+0

Intelligence

-1

Wisdom

+6

Charisma

CONSTITUTION

Hit Point Maximum 51

Színház Az Egész Világ. Egy jó történet
bármennyi kínt és keservet megér. (De
inkább ne az enyémet, ha lehet).
CURRENT HIT POINTS

Pazar műveim egy példányát mindig magamnál
hordom, és nem tudok ellenállni semmilyen
lehetőségnek, hogy új alkotással bővítsem.

SAVING THROWS

TEMPORARY HIT POINTS

16
+6

Acrobatics (Dex)

+0

Animal Handling (Wis)

+6

Arcana (Int)

+0

Athletics (Str)

●

+6

Deception (Cha)

●

+6

History (Int)

●

+3
●

INTELLIGENCE

10

Insight (Wis)

+6

Intimidation (Cha)

WISDOM

+1

Investigation (Int)

8

+0

Medicine (Wis)

+1

Nature (Int)

●

+0

Perception (Wis)

●

+9

Performance (Cha)

●

+6

Persuasion (Cha)

●

+6

Religion (Int)

●

+6

Sleight of Hand (Dex)

●

+6

Stealth (Dex)

+0

Survival (Wis)

-1
CHARISMA

16
+3

Total

6 x D8+3

FAILURES

NAME

D8+3 P

Hand Crossbow (30/120)

+6

D6+3 P

Light Crossbow (80/320)

+6

D8+3 P

Crossbow Expert: Thanks to extensive practice with
the crossbow, you gain the following benefits:
• You ignore the loading quality of crossbows with
which you are proficient. You need to load each bolt
into the weapon, and doing so requires a hand.
• Being within 5 feet of a hostile creature doesn’t
impose disadvantage on your ranged attack rolls.
• When you use the Attack action and attack with a
one handed weapon, you can use a bonus action to
attack with a loaded hand crossbow you are holding.
If you have a free hand, you can attack with a hand
crossbow and than attack again from the bonus
action.
ATTACKS & SPELLCASTING

a rapier
a whip
a lute
3 daggers
2 hand crossbows
light crossbow
60 crossbow bolts

CP

Armor: Light armor
Weapons: Simple weapons, hand
crossbows, longswords, rapiers,
shortswords

SP

EP

GP

Tools: lute, lyre, pan flute, vehicles
(land), thieves tools
Languages:
Common, elven
OTHER PROFICIENCIES & LANGUAGES

PP

30

Nem törődök a tetteim következményeivel,
még ha mások is kerülnek veszélybe.
FLAWS

ATK BONUS DAMAGE/TYPE

+6

PASSIVE WISDOM (PERCEPTION)

BONDS

DEATH SAVES

Rapier

SKILLS

10

SUCCESSES

HIT DICE

+0

+0

IDEALS

Studded Leather armor
2 Thieves tools
300gp diamond component for
Revivify
Riding Horse and
Riding Saddle

Bardic Inspiration: You can inspire others
through stirring words or music. To do so,
you use a bonus action on your turn and
choose one creature other than yourself
within 60 feet who can hear you. That
creature gains one Bardic Inspiration die, a
d8.
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 Inspiration 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 3 times. You
regain any expended uses when you finish a
short or a long rest.
Cutting Words: When a creature that you can
see within 60 feet of you makes an attack
roll, an ability check, or a damage roll, you
can use your reaction to expend one of your
uses of Bardic Inspiration, rolling a Bardic
Inspiration die and subtracting the number
rolled from the creature’s roll. You can
choose to use this feature after the creature
makes its roll, but before the DM determines
whether the attack roll or ability check
succeeds or fails, or before the creature
deals its damage. The creature is immune if it
can’t hear you or if it’s immune to being
charmed.
Fey Ancenstry: You have advantage on
saving throws against being charmed, and
magic can’t put you to sleep.

EQUIPMENT
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FEATURES & TRAITS

31

Aranytollú Errol
CHARACTER NAME

AGE

180 cm

80 kg

HEIGHT

WEIGHT

Blue

Fair

Ginger

EYES

SKIN

HAIR

A lovon szállított (gyalogtúrák előtt választható) útikészletek:
Burglar’s Pack: Includes a backpack, 50 feet of hempen
rope, a bag of 1,000 ball bearings, 10 feet of string, a bell, 5
candles, a crowbar, a hammer, 10 pitons, a hooded lantern,
2 flasks of oil, 5 days rations, a tinderbox, and a waterskin.

NAME

Diplomat's Pack:Includes a chest, 2 cases for maps
and scrolls, a set of fine clothes, a bottle o f ink, an ink pen,
a lamp, 2 flasks of oil, 5 sheets of paper, a vial of perfume,
sealing wax, and soap.
Dungeoneer’s Pack: Includes a backpack, 50 feet of
hempen rope, a crowbar, a hammer, 10 pitons, 10 torches, a
tinderbox, 10 days of rations, and a waterskin.
Entertainer’s Pack: Includes a backpack, a bedroll, 2
costumes, 5 candles, 5 days o f rations, a waterskin, and a
disguise kit.
Explorer’s Pack: Includes a backpack, 50 feet of hempen
rope, a bedroll, a mess kit, a tinderbox, 10 torches, 10 days
of rations, and a waterskin.

SYMBOL

Scholar’s Pack: Includes a backpack, a book of lore, a bottle
of ink, an ink pen, 10 sheets of parchment, a little bag of
sand, and a small knife.

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Errol nagy mesélő, szerző és
előadóművész. Művei talán
nem túl mélyen szántóak, de
szórakoztatóak. Többnyire
saját és (néhai) társai
történeteit színezi ki félistenek
kalandjait is lepipáló
eposzokká.
Kalandjai jó alapot jelentenek
szerzeményeihez (de a
valóság legfeljebb kiindulási
alap). Ám ha éppen unalmas
az élet, Errol hajlamos
izgalmat és bajt keverni.
Társai két dologra
számíthatnak tőle: temérdek
kellemetlen helyzetre, és arra,
hogy Errol mindent megtesz,
hogy életben tartsa őket. (A
hős szívbéli barátainak csak a
drámai csúcsponton illik
szörnyet halni, meg a
tapasztalatok szerint
menekülésnél a szerzőnek
sem árt, ha van társa, aki
fedezheti).
CHARACTER BACKSTORY

Song of Rest: 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.
Jack of all Trades: You can add half your proficiency bonus, rounded down, to any ability check
you make that doesn’t already include your proficiency bonus.
False Identity: You have created a second identity that includes documentation, established
acquaintances, and disguises that allow you to assume that persona. Additionally, you can forge
documents including official papers and personal letters, as long as you have seen an example of
the kind of document or the handwriting you are trying to copy.
Countercharm: As an action, you can start a performance that lasts until the end of your next turn.
During that time, you and any friendly creatures 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).
Darkvision: 60 feet
Ritual Casting: You can cast any bard spell you know as a ritual if that spell has the ritual tag.
ADDITIONAL FEATURES & TRAITS

2 x Potion of Healing: You regain 2d4+2 hit points when you drink
this potion.

TREASURE
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Bard
SPELLCASTING
CLASS

0

CANTRIPS

3

Prestidigitation

Speak with Dead

Vicious Mockery

Revivify

Minor Illusion

Aura of Vitality

SPELL
LEVEL

SLOTS TOTAL

1

DC 14

+6

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

SLOTS EXPENDED

4

EPAR

7
SPELL NAME

ED

PR

3

Cha

Sleep

Cure Wounds

4

Detect Magic

SPELLS KNOWN

Faerie Fire

8

2

3

Detect Thoughts

Invisibility

Knock

5

Lesser Restoration

9
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Bard Cantrips
Minor Illusion (Illusion cantrip)
Casting Time: 1 action Range: 30 feet Duration: 1 minute
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 else’s voice, a lion’s 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 5foot cube. The image can’t 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
image, the creature can determine that it is an illusion with a successful Intelligence (Investigation) check against your
spell save DC (14). If a creature discerns the illusion for what it is, the illusion becomes faint to the creature.
Prestidigitation (Transmutation cantrip)
Casting Time: 1 action Range: 10 feet Duration: Up to 1 hour
Components: V, S
This spell is a minor m agical trick that novice spellcasters use for practice. You create one of the
following magical effects within range:
• You create an instantaneous, harmless sensory effect, such as a shower of sparks, a puff of wind, faint musical notes,
or an odd odor.
• You instantaneously light or snuff out a candle, a torch, or a small campfire.
• You instantaneously clean or soil an object no larger than 1 cubic foot.
• You chill, warm, or flavor up to 1 cubic foot of nonliving material for 1 hour.
• You make a color, a small mark, or a symbol appear on an object or a surface for 1 hour.
• You create a nonmagical trinket or an illusory image that can fit in your hand and that lasts until the end of your next
turn.
If you cast this spell multiple times, you can have up to three of its non-instantaneous effects active at a time, and you
can dismiss such an effect as an action.
Vicious Mockery (Enchantment cantrip)
Casting Time: 1 action Range: 60 feet Duration: Instantaneous
Components: V
You unleash a string of insults laced with subtle enchantments at a creature you can see within range. If the target can
hear you (though it need not understand you), it must succeed on a Wisdom saving throw (DC 14) or take 2d4 psychic
damage and have disadvantage on the next attack roll it makes before the end of its next turn.

Bard Spells
Cure Wounds (1st-level evocation)
Casting Time: 1 action Range: Touch Duration: Instantaneous
Components: V, S
A creature you touch regains a number of hit points equal to 1d8 + 3. This spell has no effect on undead or constructs.
At Higher Levels: When you cast this spell using a spell slot of 2nd level or higher, the healing increases by 1d8 for
each slot level above 1st.
Detect Magic (1st-level divination (ritual))
Casting Time: 1 action Range: Self Duration: Concentration, up to 10 minutes
Components: V, S
For the duration, you sense the presence of magic within 30 feet of you. If you sense magic in this way, you can use
your action to see a faint aura around any visible creature or object in the area that bears magic, and you learn its
school of magic, if any.
The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead,
or 3 feet of wood or dirt.
Faerie Fire (1st-level evocation)
Casting Time: 1 action Range: 60 feet Duration: Concentration, up to 1 minute
Components: V
Each object in a 20-foot cube within range is outlined in blue, green, or violet light (your choice). Any creature in the area
when the spell is cast is also outlined in light if it fails a Dexterity saving throw (DC 14). For the duration, objects and
affected creatures shed dim light in a 10-foot radius.
Any attack roll against an affected creature or object has advantage if the attacker can see it, and the affected creature
or object can’t benefit from being invisible.

Sleep (1st-level enchantment)
Casting Time: 1 action Range: 90 feet Duration: 1 minute
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 creature’s hit points from the total before moving on to the creature with the next lowest hit points. A creature’s 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 aren’t 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.

Detect Thoughts (2nd-level divination)
Casting Time: 1 action Range: Self Duration: Concentration, up to 1 minute
Components: V, S, M (a copper piece)
For the duration, you can read the thoughts of certain creatures. When you cast the spell and as your action on each
turn until the spell ends, you can focus your mind on any one creature that you can see within 30 feet of you. If the
creature you choose has an Intelligence of 3 or lower or doesn’t speak any language, the creature is unaffected.
You initially learn the surface thoughts of the creature—what is most on its mind in that moment. As an action, you can
either shift your attention to another creature’s thoughts or attempt to probe deeper into the same creature’s mind. If
you probe deeper, the target must make a Wisdom saving (DC 14) throw. If it fails, you gain insight into its reasoning (if
any), its emotional state, and something that looms large in its mind (such as something it worries over, loves, or hates).
If it succeeds, the spell ends. Either way, the target knows that you are probing into its mind, and unless you shift your
attention to another creature’s thoughts, the creature can use its action on its turn to make an Intelligence check
contested by your Intelligence check; if it succeeds, the spell ends.
Questions verbally directed at the target creature naturally shape the course of its thoughts, so this spell is particularly
effective as part of an interrogation. You can also use this spell to detect the presence of thinking creatures you can’t
see. When you cast the spell or as your action during the duration, you can search for thoughts within 30 feet of you.
The spell can penetrate barriers, but 2 feet of rock, 2 inches of any metal other than lead, or a thin sheet of lead blocks
you. You can’t detect a creature with an Intelligence of 3 or lower or one that doesn’t speak any language.
Once you detect the presence of a creature in this way, you can read its thoughts for the rest of the duration as
described above, even if you can’t see it, but it must still be within range.
Invisibility (2nd-level illusion)
Casting Time: 1 action Range: Touch Duration: Concentration, up to 1 hour
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 invisible as long
as it is on the target’s 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, you can target one additional creature.
Knock (2nd-level transmutation)
Casting Time: 1 action Range: 60 feet Duration: Instantaneous
Components: V
Choose an object that you can see within range. The object can be a door, a box, a chest, a set of manacles, a padlock,
or another object that contains a mundane or magical means that prevents access.
A target that is held shut by a mundane lock or that is stuck or barred becomes unlocked, unstuck, or unbarred. If the
object has multiple locks, only one of them is unlocked.
If you choose a target that is held shut with arcane lock, that spell is suppressed for 10 minutes, during which time the
target can be opened and shut normally.
When you cast the spell, a loud knock, audible from as far away as 300 feet, emanates from the target object.
Lesser Restoration (2nd-level abjuration)
Casting Time: 1 action Range: Touch Duration: Instantaneous
Components: V, S
You touch a creature and can end either one disease or one condition afflicting it. The condition can be blinded,
deafened, paralyzed, or poisoned.

Aura of Vitality (3rd-level evocation)
Casting Time: 1 action Range: Self (30-foot radius)
Components: V Duration: Concentration, up to 1 minute
Healing energy radiates from you in an aura with a 30-foot radius. Until the spell ends, the aura moves with you,
centered on you. You can use a bonus action to cause one creature in the aura (including you) to regain 2d6 hit points.
Revivify (3rd-level conjuration)
Casting Time: 1 action Range: Touch Duration: Instantaneous
Components: V, S, M (diamonds worth 300 gp, which the spell consumes)
You touch a creature that has died within the last minute. That creature returns to life with 1 hit point. This spell can’t
return to life a creature that has died of old age, nor can it restore any missing body parts.
Speak with dead (3rd-level necromancy)
Casting Time: 1 action Range: 10 feet Duration: 10 minutes
Components: V, S, M (burning incense)
You grant the semblance o f life and intelligence to a corpse of your choice within range, allowing it to answer the
questions you pose. The corpse must still have a mouth and can’t be undead. The spell fails if the corpse was the target
o f this spell within the last 10 days.
Until the spell ends, you can ask the corpse up to five questions. The corpse knows only what it knew in life, including
the languages it knew. Answers are usually brief, cryptic, or repetitive, and the corpse is under no compulsion to offer a
truthful answer if you are hostile to it or it recognizes you as an enemy. This spell doesn’t return the creature’s soul to its
body, only its animating spirit. Thus, the corpse can’t learn new information, doesn’t comprehend anything that has
happened since it died, and can’t speculate about future events.

