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ADVANTAGE

Armor Proficiencies. Light Armor

Weapon Proficiencies. Simple Weapons, Crossbow, Hand,
Longsword, Rapier, Shortsword

Tool Proficiencies. Glaur, Songhorn, Lute, Dice set

Languages. Common, Gnomish, Undercommon, Elvish

Darkvision. 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.

Gnome Cunning. You have advantage on all Intelligence,
Wisdom, and Charisma saving throws against magic.

Superior Darkvision. You can see in dim light within 120
feet of you as if it were bright light, and in darkness as if it
were dim light.

Stone Camouflage. You have advantage on Stealth checks
to hide in rocky terrain.

Bardic Inspiration (Bonus Action—3/Long Rest). Inspire
one creature other than yourself within 60 feet of you who
can hear you. It 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.

Spellcasting. You have learned to untangle and reshape the
fabric of reality in harmony with your wishes and music.

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

Song of Rest. 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.
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While you are in Waterdeep or elsewhere in the North
your house sees to your everyday needs. Your name and
signet are sufficient to cover most of your expenses; the
inns, taverns, and festhalls you frequent are glad to record
your debt and send an accounting to your family's estate
in Waterdeep to settle what you owe.This advantage
enables you to live a comfortable lifestyle without having
to pay 2 gp a day for it, or reduces the cost of a wealthy or
aristocratic lifestyle by that amount. You may not
maintain a less affluent lifestyle and use the difference as
income-the benefit is a line of credit, not an actual
monetary reward.

Despite my noble birth, I do not place myself above
other folk. We all have the same blood.
My eloquent flattery makes everyone I talk to feel
like the most wonderful and important person in the
world.

Independence. I must prove that I can handle myself
without the coddling of my family. (Chaotic)

The common folk must see me as a hero of the
people.

I secretly believe that everyone is beneath me.

A brass ring that never tarnishes, bearing my family
crest
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Mage Hand
Conjuration Cantrip

1 action

30 feet

1 minute

V, S

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 magic items, or carry more than 10
pounds.

Spellcasting (Bard) Player’s Handbook

Vicious Mockery
Enchantment Cantrip

1 action

60 feet

Instantaneous

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 (thought
it need not understand you), it must succeed on a Wisdom saving
throw or take 1d4 psychic damage and have disadvantage on the
next attack roll it makes before the end of its next turn. This spell’s
damage increases by 1d4 when you reach 5th level (2d4), 11th level
(3d4) and 17th level (4d4)

Spellcasting (Bard) Player’s Handbook

Comprehend Languages
1st-level divination (ritual)

1 action

Self

1 hour

V, S, M (a pinch of soot and salt)

For the duration, you understand the literal meaning of any spoken
language that you hear. You also understand any spoken language
that you hear. You also understand any written language that you
see, but you must be touching the surface of which the words are
written. It takes about 1 minute to read one page of text. This spell
doesn’t decode secret messages in a text or glyph, such as an arcane
sigil, that isn’t part of a written language.

Spellcasting (Bard) Player’s Handbook

Dissonant Whispers
1st-level enchantment

1 action

60 feet

Instantaneous

V

You whisper a discordant melody that only one creature of your
choice within range can hear, wracking it with terrible pain. The
target must make a Wisdom saving throw. On a failed save, it takes
3d6 psychic damage and must immediately use its reaction , if
available, to move as far as its speed allows away from you. The
creature doesn’t move into obviously dangerous ground, such as a
fire or a pit. On a successful save, the target takes half as much
damage and doesn’t have to move away. A deafened creature
automatically succeeds on the save.
    At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the damage increases by 1d6 for each slot level above
1st.

Spellcasting (Bard) Player’s Handbook

Faerie Fire
1st-level evocation

1 action

60 feet

Concentration, up to 1 minute

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. 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.

Spellcasting (Bard) Player’s Handbook

Healing Word
1st-level evocation

1 bonus action

60 feet

Instantaneous

V

A creature of your choice that you can see within range regains hit
points equal to 1d4 + your spellcasting ability modifier. 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 1d4 for each slot level above
1st.

Spellcasting (Bard) Player’s Handbook

Identify
1st-level divination (ritual)

1 minute

Touch

Instantaneous

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.

Spellcasting (Bard) Player’s Handbook
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Made from tough but flexible leather, studded leather is
reinforced with close-set rivets or spikes.

A shield is made from wood or metal and is carried in one
hand. Wielding a shield increases your Armor Class by 2.
You can benefit from only one shield at a time.

Short, curved horns like a cornucopia. Played with valves,
glaur sound like trumpets, while those without valves,
known as gloon, have a more mournful sound.

A recorder, a simple type of flute, usually carved from
wood.

A backpack is a leather pack carried on the back, typically
with straps to secure it. A backpack can hold 1 cubic foot/
30 pounds of gear.
    You can also strap items, such as a bedroll or a coil of
rope, to the outside of a backpack.



Oil usually comes in a clay flask that holds 1 pint. As an
action, you can splash the oil in this flask onto a creature
within 5 feet of you or throw it up to 20 feet, shattering it
on impact. Make a ranged attack against a target creature
or object, treating the oil as an improvised weapon. On a
hit, the target is covered in oil. If the target takes any fire
damage before the oil dries (after 1 minute), the target
takes an additional 5 fire damage from the burning oil. You
can also pour a flask of oil on the ground to cover a 5-foot-
square area, provided that the surface is level. If lit, the oil
burns for 2 rounds and deals 5 fire damage to any creature
that enters the area or ends its turn in the area. A creature
can take this damage only once per turn.

A cloth or leather pouch can hold up to 20 sling bullets or
50 blowgun needles, among other things.

Rations consist of dry foods suitable for extended travel,
including jerky, dried fruit, hardtack, and nuts.

Rope, whether made of hemp or silk, has 2 hit points and
can be burst with a DC 17 Strength check.

A book might contain poetry, historical accounts,
information pertaining to a particular field of lore, diagrams
and notes on gnomish contraptions, or just about anything
else that can be represented using text or pictures. A book
of spells is a spellbook (described later in this section).

A cloth or leather pouch can hold up to 20 sling bullets or
50 blowgun needles, among other things.







Many creatures in the worlds of D&D, especially those that
dwell underground, have darkvision. Within a specified
range, a creature with darkvision can see in darkness as if
the darkness were dim light, so areas of darkness are only
lightly obscured as far as that creature is concerned.
However, the creature can’t discern color in darkness, only
shades of gray.

You have advantage on all Intelligence, Wisdom, and
Charisma saving throws against magic.

Many creatures in the worlds of D&D, especially those that
dwell underground, have darkvision. Within a specified
range, a creature with darkvision can see in darkness as if
the darkness were dim light, so areas of darkness are only
lightly obscured as far as that creature is concerned.
However, the creature can’t discern color in darkness, only
shades of gray.

You have advantage on Dexterity (Stealth) checks to hide in
rocky terrain.

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
Inspiration die, but must decide before the GM 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
certain levels in this class. The die becomes a d8 at 5th
level, a d10 at 10th level, and a d12 at 15th level.

You have learned to untangle and reshape the fabric of reality in harmony
with your wishes and music. Your spells are part of your vast repertoire,
magic that you can tune to different situations.
    CANTRIPS
    You know two cantrips of your choice from the bard spell list. You learn
additional bard cantrips of your choice at higher levels, as shown in the
Cantrips Known column of the Bard table.
    SPELL SLOTS
    The Bard table shows how many spell slots you have to cast your spells of
1st level and higher. To cast one of these spells, you must expend a slot of
the spell’s level or higher. You regain all expended spell slots when you
finish a long rest.
    For example, if you know the 1st-level spell cure wounds and have a 1st-
level and a 2nd-level spell slot available, you can cast cure wounds using
either slot.
    SPELLS KNOWN OF 1ST LEVEL AND HIGHER
    You know four 1st-level spells of your choice from the bard spell list.
    The Spells Known column of the Bard table shows when you learn more
bard spells of your choice. Each of these spells must be of a level for which
you have spell slots, as shown on the table. For instance, when you reach
3rd level in this class, you can learn one new spell of 1st or 2nd level.
    Additionally, when you gain a level in this class, you can choose one of the
bard spells you know and replace it with another spell from the bard spell
list, which also must be of a level for which you have spell slots.
    SPELLCASTING ABILITY
    Charisma is your spellcasting ability for your bard spells. Your magic
comes from the heart and soul you pour into the performance of your music
or oration. You use your Charisma whenever a spell refers to your
spellcasting ability. In addition, you use your Charisma modifier when
setting the saving throw DC for a bard spell you cast and when making an
attack roll with one.
    Spell save DC = 8 + your proficiency bonus + your Charisma modifier
    Spell attack modifier = your proficiency bonus + your Charisma modifier
    RITUAL CASTING

Starting at 2nd level, you can add half your proficiency
bonus, rounded down, to any ability check you make that
doesn’t already include your proficiency bonus.

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 by spending one or more Hit Dice, 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.
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