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+8  Acrobatics DEX

+3  Animal Handling wis
+0  Arcana INT
+1  Athletics STR

+8  Deception CHA

+0_ History INT

+3  Insight wis
+3  Intimidation CHA
+0_ Investigation INT

+3  Medicine WIS

+0  Nature INT

+5  Perception WIS

+5  Performance CHA

+3  Persuasion CHA

+0  Religion INT

+5  Sleight of Hand DEX

+3  Stealth DEX

+3  Survival wis
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CLASS & LEVEL PLAYER NAME
Ghostwise Halfling Charlatan (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+3 13 38 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
5d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Disguise Kit, Fiddle, Forgery Kit, Harp, Lute
o === LANGUAGES ===
7 N Common, Halfling, Telepathy
25 ft. (Walking)
A SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Bardic Inspiration « 2 / Short Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d8). 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.

Unsettling Words

As a bonus action, you can expend one use of your
Bardic Inspiration and choose one creature you can
see within 60 ft. Roll the Bardic Inspiration die (1d8).
The creature must subtract the number rolled from the
next saving throw it makes before the start of your
next turn.

74

SENSES

\ ACTIONS
4 N
15 PASSIVE PERCEPTION Crossbow, Hand +5 1d6+2 Piercing  Martal, Ammuniion, Range, Light, Loading, Vex, Range (30/120)
13 Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
PASSIVE INSIGHT

Rapier +5 1d8+2 Piercing Martial, Finesse, Vex
10 PASSIVE INVESTIGATION . .

Unarmed Strike +3 1 Bludgeoning
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=== BARD FEATURES ===

* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
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 (1d8).
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.

| 2/ Short Rest « 1 Bonus Action

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down (+1), to any ability check you make that doesn’t
already include it.

* Song of Rest » PHB 54

If you or any friendly creatures who can hear your
performance regain hit points at the end of the short
rest by spending one or more Hit Dice, each of those
creatures regains an extra 1d6 hit points.

* Bard College * PHB 54
| College of Eloguence
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check

you make with chosen proficiencies (2 at 3rd and 10th
level).

* Silver Tongue « TCoE 30

When you make a Charisma (Persuasion) or Charisma
(Deception) check, you can treat a d20 roll of 9 or
lower as a 10.

* Unsettling Words  TCoE 30

As a bonus action, you can expend one use of your
Bardic Inspiration and choose one creature you can
see within 60 ft. Roll the Bardic Inspiration die (1d8).
The creature must subtract the number rolled from the
next saving throw it makes before the start of your next
turn.

| 1 Bonus Action
* Ability Score Improvement « PHB 54

* Font of Inspiration « PHB
You regain all of your expended uses of Bardic
Inspiration when you finish a short or long rest.

=== GHOSTWISE HALFLING SPECIES TRAITS ===

* Ability Score Increase * BR 28
Your Dexterity score increases by 2.

* Lucky « BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness « BR 28
You can move through the space of any creature that
is of a size larger than yours.

N
* Ability Score Increase « SCAG
Your Wisdom score increases by 1.

* Silent Speech « SCAG
You can speak telepathically to any one creature you
share a language with within 30 ft.

=== FEATS ===

* Fey Touched ¢ TCoE 79
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the misty step spell and one 1st-level spell
of your choice from the divination or enchantment
school of magic. Once per long rest you can cast each
of these spells without expending a spell slot. You can
also cast these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

| Intelligence ¢
Increase your Intelligence score by 1, to a maximum of
20. The spells’ spelicasting ability is Intelligence.

PUSH/DRAG/LIFT

300 Ib.

FEATURES & TRAITS
Leather 1 10 Ib.
Crossbow, Hand 1 31b.
Dagger 1 11b.
Rapier 1 2 lb.
Backpack 1 5 lb.
Clothes, Fine 1 6 Ib.
Disguise Kit 1 3lb.
Lute 1 2 lb.
Bedroll 1 7 Ib.
WEIGHT CARRIED Candle 5 -

65 Ib. Clothes, Costume 2 8 1Ib.
ENCUMBERED Rations (1 day) 5 10 Ib.
150 Ib. Waterskin 1 51b.

Disguise Kit 1 3lb.

EQUIPMENT
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Tarne Grandfoot was never one to stay rooted,
even by the standards of a ghostwise halfling.
Though born into a quiet, close-knit clan, they
grew up on stories not of hearth and home, but of
distant roads and half-forgotten songs. As a child,
Tarne would listen wide-eyed to a traveling
performer who passed through their settlement
only once—a bard from the kingdom of Kryal,
whose music carried tales of honor, tragedy, and
resilience. Before they left, the bard gifted Tarne a
simple melody and told them, “Some roads call to
you long before you understand why.” Tarne never
forgot it.

Years later, that melody became the foundation of
their craft. Taking up blade and song alike, Tarne
left their clan behind to wander the lands of the
Escos Republic, carving out a reputation as a
quick-witted performer and a capable fighter when
words failed. They learned to read crowds as
easily as battlefields, to turn a tense standoff into
laughter—or a distraction into opportunity. Their
ghostwise nature lent them an uncanny presence,
their silent communication often catching allies
and foes alike off guard.

Despite the freedom of the road, Tarne often
found their thoughts drifting back to that long-ago
encounter. The stories of Kryal, once distant and
romantic, began to resurface in a different light as
rumors spread—whispers of unrest, of rising
tensions that threatened to fracture the kingdom’s
hard-won stability had turned to stories of war-torn
country under invaders rule. Where others heard
danger, Tarne heard that same quiet call from
their childhood, now impossible to ignore.

So they followed it. Carrying their songs, their
blade, and the faint echo of a melody learned long
ago, Tarne Grandfoot has come to Kryal—not as a
wide-eyed listener, but as a participant in whatever
story is unfolding. Whether they arrive as a hero, a
witness, or something in between remains to be
seen, but one thing is certain: Tarne intends to

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous  PHB 285
O Light Bard DEX 13 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
O Message Bard - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/IS/M
=== 1st LEVEL === 4 Slots OO00
O Bane Bard CHA 13 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 216 D: 1m, V/ISIM
O Faerie Fire Bard DEX 13 1A 60 ft./20 ft. Cube V Concenuaiion, upo 1mine - PHB 239 D: 1m, 20 ft. Cube, V
O Healing Word Bard -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Dissonant Whispers Bard WIS 13 1A 60 ft. \Y Instantaneous  PHB 234 V
O Bless Fey Touched - 1A 30 ft. V,S,M  concentiation. wpro1minwe - PHB 219 1/LR, D: 1m, V/S/IM
===2nd LEVEL === 3 Slots 000
O Silence [R] Bard - 1A 120 t/20 ft. Sphere  V/,S Concenuaion, ipo10minies - PHB 275 D: 10m, 20 ft. Sphere, V/S
O Invisibility Bard - 1A Touch V,S,M  concentration, upto 1hour  PHB 254 D: 1h, V/S/IM
O Misty Step Fey Touched - 1BA  Self \Y Instantaneous PHB 260 1/LR,V
===3rd LEVEL === 2 Slots 0O
O Hypnotic Pattern Bard WIS 13 1A 120 ft./30 ft. Cube S,M Concenuation, pto 1mine - PHB 252 D: 1m, 30 ft. Cube, S/IM
O Major Image Bard - 1A 120 ft./20 ft. Cube V,S,M  concenvaion.wpoomnwes  PHB 258 D: 10m, 20 ft. Cube, V/S/M
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