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Advantage on CON to avoid or
end the Poisoned condition
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Acrobatics DEX \

Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT

Insight wis
Intimidation CHA
Investigation INT
Medicine wis
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis
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ARMOR Max HP Current HP Temp HP
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HEROIC INSPIRATION j ‘ === ARMOR ===
' Light Armor
PROFICIENCY BONUS j === WEAPONS ===
= Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Dragonchess Set, Dulcimer, Thieves' Tools,
> S Tocken, Wargong
/ N\
30 ft. (Walking) === LANGUAGES ===
Common, [+2 languages]
A SPEED )
i 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 * 4 / Short Rest

As a Bonus Action, you can inspire another
creature within 60 ft. that can see or hear you. That
creature gains one of your Bardic Inspiration dice
(1d8). Once within the next hour, when the creature
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.

You can confer your Bardic Inspiration die 4 times per
Short or Long Rest.

=== SPECIAL ===
Psychic Blades

When you hit a creature with a weapon attack, you
can expend one use of your Bardic Inspiration to deal
an extra 3d6 psychic damage to that target. You can
do so only once per round on your turn.

Regain Bardic Inspiration
You can expend a spell slot (no action required) to
regain one expended use of Bardic Inspiration.
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=== BARD FEATURES ===
* Core Bard Traits « PHB-2024 59

* Bardic Inspiration « PHB-2024 59

As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d8). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success.

You can confer your Bardic Inspiration die 4 times per
Short or Long Rest.

| 4/ Short Rest « 1 Bonus Action

* Spellcasting « PHB-2024 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 15, Spell Attack +7). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

* Expertise « PHB-2024 60
You gain Expertise in two skill proficiencies of your
choice.

* Jack of All Trades « PHB-2024 60

You can add half your Proficiency Bonus (1) to ability
checks you make that uses a skill proficiency you lack
and that doesn’t otherwise use your Proficiency Bonus.

* Bard Subclass « PHB-2024 60
| College of Whispers (XGtE)
* Psychic Blades « XGtE

When you hit a creature with a weapon attack, you can
expend one use of your Bardic Inspiration to deal an

extra 3d6 psychic damage to that target. You can do
so only once per round on your turn.

| Special

* Words of Terror « XGtE

Once per short rest, you can speak to a humanoid
alone for 1 minute and cause it to become frightened
of you (or another creature of your choice) if it fails a
WIS saving throw (DC 15) for 1 hour or until it or its
allies are attacked or damaged. If the target succeeds,
it is not aware you used this ability.

| 1/ Short Rest » 1 Minute
* Ability Score Improvement « PHB-2024 61
* Font of Inspiration « PHB-2024 61
You now regain all expended uses of Bardic
Inspiration when you finish a Short or Long Rest.
In addition, you can expend a spell slot (no action
required) to regain one expended use of Bardic

Inspiration.

| Regain Bardic Inspiration: Special

=== WARFORGED SPECIES TRAITS ===

* Creature Type * EFotA 38
You're a Construct.

* Size « EFotA 38
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ EFotA 38
Your Speed is 30 ft.

* Construct Resilience « EFotA 38

You have Resistance to Poison damage. You also
have Advantage on saving throws to avoid or end the
Poisoned condition.

* Integrated Protection « EFotA 38

You gain a +1 bonus to your AC. In addition, armor
you have donned can’t be removed against your will
while you're alive.

* Sentry's Rest « EFotA 38

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 6 hrs if you spend
those hours in an inactive, motionless state. During
this time, you appear inert but remain conscious.

* Specialized Design ¢ EFotA 38
You gain one skill proficiency and one tool proficiency
of your choice.

* Tireless « EFotA 38
You don’t gain Exhaustion levels from dehydration,
malnutrition, or suffocation.

* Languages * EFotA

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Telepathic « PHB-2024 208
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Telepathic Utterance. You can speak telepathically to
any creature you can see within 60 ft. of yourself. Your
telepathic utterances are in a language you know, and
the creature understands you only if it knows that

FEATURES & TRAITS

Studded Leather 1 13 Ib.
Spear 1 31lb.
Crossbow, Light 1 5 lb.
Bell 1 -
Dulcimer 1 10 Ib.
Thieves' Tools 1 11b.
Crossbow Bolt Case 1 11b.
Crossbow Bolt Case 1 11b.
Bolts 20 151b.
Traveler's Clothes 1 4 1b.

WEIGHT CARRIED
39.5 Ib.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT




language. The creature cannot respond to you
telepathically with this feat.

Detect Thoughts. You always have Detect Thoughts
prepared. Once per Long Rest, you can cast it without
a spell slot or spell components. You can also cast it
using spell slots you have of the appropriate level.
Your spellcasting ability for the spell is the ability
increased by this feat.

| Charisma

| Telepathic Utterance: No Action
* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +3 to
the roll.
Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Inquisitive Ability Score Increase ¢ EFotA 33

| Increase two scores (+2 / +1) « EFotA

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS ===
Minor lllusion

Blade Ward

True Strike

=== 1st LEVEL ===
Dissonant Whispers
Charm Person

Bane

===2nd LEVEL ===
Mirror Image
Suggestion
Phantasmal Force
Calm Emotions

Detect Thoughts

===3rd LEVEL ===
Hypnotic Pattern

Fear

(At will)
Bard
Bard
Bard

4 Slots OO00
Bard
Bard
Bard

3 Slots 000
Bard
Bard
Bard
Bard

Telepathic (Always Prepared)

2 Slots OO
Bard
Bard

WIS 15
WIS 15
CHA 15

WIS 15
INT 15

CHA 15
WIS 15

WIS 15
WIS 15

1A
1A
1A

1A
1A
1A

1A
1A
1A
1A
1A

1A
1A

30 ft./5 ft. Cube S,M

Self V.S
Self SM
60 ft. \Y

30 ft. V.S
30 ft. V,S,\M
Self V.S
30 ft. \A

60 ft./10 ft. Cube V,S,M
60 ft./20 ft. Sphere  V/,S

Self V,S.M

120 ft./30 ft. Cube  S,M

Self/30 ft. Cone V,S,M

SPELLS

1 minute

Concentration, up to 1 minute

Instantaneous

Instantaneous
1 hour

Concentration, up to 1 minute

1 minute

Concentration, up to 8 hours.
Concentation, up to 1 minute
Concentation, up to 1 minute

Concentration, up to 1 minute

Concentration, up to 1 minute

Concentration, up to 1 minute

PHB-2024 298

PHB-2024 247

PHB-2024 336

D: 1m, 5 ft. Cube, S/M
D: 1m, VIS
SIM

PHB-2024 264 \/

PHB-2024 249

PHB-2024 245

PHB-2024 299

PHB-2024 320

PHB-2024 304

PHB-2024 249

PHB-2024 262

PHB-2024 287

PHB-2024 271

D: 1h, VIS
D: 1m, VISIM

:1m, VIS

: 8h, VIM

: 1m, 10 ft. Cube, VISIM
: 1m, 20 ft. Sphere, VIS
1/LR, D: 1m, VISIM
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D: 1m, 30 ft. Cube, S/IM

D: 1m, 30 ft. Cone, V/ISIM
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