DUNGEONS & DRAGONS®

STRENGTH

INTELLIGENCE

+1
(o)

0
1)

CHARISMA

CHARACTER NAME

—

Epics Bard 5th

Entertainer

CLASS & LEVEL BACKGROUND PLAYER NAME
Lightfoot Halfling
RACE ALIGNMENT EXPERIENCE POINTS
_— ———
1 INSPIRATION j \ 7 <
N ARMOR 3 25
PROFICIENCY BONUS CLASS INITIATIVE SPEED )
o PERSONALITY TRAITS
7 N 7, 33 h :: ::
(O -1 Strength \
© _6  Dexterity
O _1 Constitution 33
O 1 Intelligence | CURRENT HIT POINTS . e IDEALS .
O _0 Wisdom [ ] [~ ~]
©® _6 Charisma
SAVING THROWS )
7 N\ TEMPORARY HIT POINTS ) BONDS
L~ —~
\\ / \ \ [~ ~]
Acrobatics 5d8 SUCCESSESO=O=O
O _1  Animal Handling 5d8 FAILURESO:O:O
O _2_ Arcana \ HIT DICE J B\ DEATH SAVES / A\ FLAWS )
O _0  Athletics
O _4 Deception 7 N 7 <
® _7_ History .
_ Rapier +6  1d8+3 Lucky
O _1 Insight Brave
imidati . .
8L A Dagger 6 1d4+3 Halfling Nimbleness
2 tigati
—— e Naturally Stealthy
O _1  Medicine
O 2 Nat .
— Spellcasting
©® _ 3  Perception . N .
© o performance Bardic Inspiration (1d8) x3
T ‘ Armor: Light armor, medium
® _6  Persuasion -
y armor, shields.
O _2 Religion i
O 4 Sleightof Hand Weapons_. Simple weapons
O _4_ sStealth and martial weapons
O 1 sunival | Jack of All Trades
k ) < Song of Rest (1d6)
\N SKILLS A N ATTACKS & SPELLCASTING y

9

+3
(o)

PASSIVE WISDOM (PERCEPTION)

-

Common
Halfling

+2 Languages

) OTHER PROFICIENCIES & LANGUAGES

Leather Armor
entertainer's pack

EQUIPMENT

Font of Inspiration
Behold the Hero

Disguise Kit

(3) Musical Instruments - Lute

Feat: Observant

FEATURES & TRAITS




AGE HEIGHT WEIGHT
CHARACTER NAME EYES SKIN HAIR
E—
L \

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-

-

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE




SPELLCASTING SPELL SAVE DC SPELL A'I_I'ACK

E—

O wmm ) E) 2

; MDD
Dancing Lights O Dispel Magic (@)
Mage Hand O _Stinking Cloud )
Vicious Mockery 0] )
o) @)
o) O
o) @)
o) @)
o) O
o) @)
\ " O \ ¥
) 4 ) ) ) )
7. o) Z
o} o O
O Cure Wounds _ @)
Q Detect Magic 4) ﬁ j O
O Heraism /2 O
o o O
o o o
o o o
o o O
o o o
¢} o Q
o) o 8) E
¢} o “
o) ©) @)
] O O
DIED E— :
Z ©) O
QO Hold Person @) O
O Invisibility i O
O Knock 5) ﬁ j O
O £ "
o o 9) ]
o) O -
o o o
o o O
o o o
o o o
o o O
o o o
o o o




Bonus Proficiencies

(3rd-level Epics College feature)

When you join the College of Epics at 3rd Level, you gain proficiency with History. Furthermore, you become

proficient in medium armor, shields, and martial weapons.

Behold the Hero
(3rd-level Epics College feature)

You enable your allies to keep going, even after suffering grievous wounds. As an Action, you can spend your
Bardic Inspiration die to heal up to 3 creatures around you within 30 feet. When you do so, they regain a number
of hit points equal to your Bardic Inspiration die - i.e., if your Bardic Inspiration die is a d6, they regain 1d6 hit

points.



DaNcING LicHTS

cantrip evocation

Casting Time: 1 action

Range: 120 feet

Target: Four points within range

Components: VS M (A bit of phosphorus or wyehwood, or a glowworm)

Duration: Concentration, Up to 1 minute

Classes: Artificer, Bard, Sorcerer, Wizard

You create up to four torch-sized lights within range, making them appear as torches, lanterns, or glowing
orbs that hover in the air for the duration. You can also combine the four lights inte one glowing vaguely
humaneid form of Medium size. Whichever form vou choose, each light sheds dim light in a 10-foot radius.
As a bonus action on your turn, you ean move the lights up to 60 feet to a new spot within range. A light
must be within 20 feet of another light created by this spell, and a light winks out if it exceeds the spell’s

range.

MacGE HAaND

cantrip conjuration

Casting Time: 1 action

Range: 30 feet

Target: A point you choose within range

Components: V5

Duration: 1 minute

Classes: Artificer, Bard, Sorcerer, Warlock, Wizard

A spectral, floating hand appears at a point you choose within range. The hand lasts for the duration or
until you dismiss it as an action. The hand vanishes if it is ever more than 30 feet away from you or if you
cast this spell again.

You can use your action to control the hand. You can use the hand to manipulate an object, open an
unlocked door or container, stow or retrieve an item from an open container, or pour the contents out of a
vial. You can move the hand up to 30 feet each time you use it.

The hand can’t attack, activate magie items, or earry more than 10 pounds.
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Vicious MOCKERY

cantrip enchantment

Casting Time: 1 action

Range: 60 feet

Target: A creature you can see and that can hear you within range

Components: V

Duration: Instantaneous

Classes: Bard

You unleash a string of insults laced with subtle enchantments at a ereature you can see within range. If the
target can hear you (though it need not understand you), it must succeed on a Wisdom sawving throw or take
1d4 psychic damage and have disadvantage on the next attack roll it makes before the end of its next turn.
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CurE WounDs

1st level evocation

Casting Time: 1 action
Range: Touch

Target: A creature you touch
Components: V5§
Duration: Instantaneous
Classes: Artificer, Bard, Cleric, Druid, Paladin, Ranger

A creature you touch regains a number of hit peints equal to 1d8 + your spellcasting ability modifier. This
spell has no effect on undead or construets.

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

Target: Self

Components: VS

Duration: Concentration, Up to 10 minutes
Classes: Artificer, Bard, Cleric, Druid, Paladin, Ranger, Sorcerer, Wizard

For the duration, you sense the presence of magic within 30 feet of you. If you sense magie in this way, you
can use your action to see a faint aura around any visible creature or object in the area that bears magie,
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.

HERrROISM

1st level enchantment
Casting Time: 1 action
Range: Touch

Target: A willing creature you touch
Components: VS

Duration: Concentration, Up to 1 minute
Classes: Bard, Paladin

A willing creature you touch is imbued with bravery. Until the spell ends, the creature is immune to being
frightened and gains temporary hit points equal to your spelleasting ability modifier at the start of each of
its turns. When the spell ends, the target loses any remaining temporary hit points from this spell.

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.




Horbp PERSON
2nd level enchantment

Casting Time: 1 action

Range: 60 feet

Target: A humanoid that you can see within range

Components: V5 M (A small, straight piece of iron)

Duration: Concentration, Up to 1 minute

Classes: Bard, Clerie, Druid, Sorcerer, Warlock, Wizard

Choose a humanoid that you can see within range. The target must succeed on a Wisdom saving throw or
be paralyzed for the duration. At the end of each of its turns, the target can make another Wisdom saving
throw. On a success, the spell ends on the target.

At Higher Levels: When you east this spell using a spell slot of 3rd level or higher, you ean target on
additional humaneid for each slot level above 2nd. The humanoids must be within 30 feet of each other

when you target them.

INVISIBILITY
2nd level illusion

Casting Time: 1 action
Range: Touch

Target: A creature you touch
Components: V5 M (An eyelash encased in gum arabic)

Duration: Concentration, Up to 1 hour

Classes: Artificer, Bard, Sorcerer, Warlock, Wizard

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 or higher, you can target one
additional creature for each slot level above 2nd.
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KNock

2nd level transmutation

Casting Time: 1 action

Range: 60 feet

Target: An object that you can see within range

Components: V

Duration: Instantaneous

Classes: Bard, Sorcerer, Wizard

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, andible from as far away as 200 feet, emanates from the target
object.
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DispeL MAGIC
ard level abjuration

Casting Time: 1 action

Range: 120 feet

Target: One creature, object, or magiecal effect within range

Components: V5

Duration: Instantaneous

Classes: Artificer, Bard, Clerie, Druid, Paladin, Sorcerer, Warlock, Wizard

Choose one creature, object, or magical effect within range. Any spell of 9rd level or lower on the target
ends. For each spell of 4th level or higher on the target, make an ability check using your spellcasting
ability. The DC equals 10 + the spell’s level. On a successful check, the spell ends.

At Higher Levels: When you cast this spell using a spell slot of 4th level or higher, you automatically end
the effects of a spell on the target if the spell's level is equal to or less than the level of the spell slot you

used.
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STINnkING CLOUD

ard level conjuration
Casting Time: 1 action
Range: 9o feet
Target: A 2o-foot-radius sphere centered on a point within range

Components: VS M (A rotten egg or several skunk cabbage leaves)

Duration: Concentration, Up to 1 minute

Classes: Bard, Sorcerer, Wizard

You create a 20-foot-radius sphere of yellow, nauseating gas centered on a point within range. The cloud
spreads around corners, and its area is heavily obseured. The clond lingers in the air for the duration.
Each creature that is completely within the cloud at the start of its turn must make a Constitution saving
throw against poison. On a failed save, the ereature spends its action that turn retching and reeling.
Creatures that don’t need to breathe or are immune to poison automatically suceeed on this saving throw.
A moderate wind (at least 10 miles per hour) disperses the cloud after 4 rounds. A strong wind (at least 20
miles per hour) disperses it after 1 round.
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