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Bard 6 - College of Mourning  Guild Artisan - Grave Digger
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— for the general rules of spellcasting and
10 © _t¢_ Deception e ~ chapter 11 (or the Spells Listing) for the
O _*1_ History bard spell list.
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® _*3_ Insight Cantrips
® _*_ Intimidation daqqer* +4 1d4 + 1 You know two cantrips of your choice from
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® _+3_ Medicine shown in the Cantrips Known column of the
10 O + Nature X Bard table.
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J o « survival | Spells Known of 1st Level and Higher
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L SKILLS ), A ATTACKS & SPELLCASTING ) choice from the bard spell list.

N The Spells Known column of the Bard table
dagger, longsword, shows w_hen you learn more bard spells of
leather armor your choice. Each of these spells must be
€a of a level for which you have spell slots, as
shown on the table. For instance, when you

‘ 11 E’ PASSIVE WISDOM (PERCEPTION) j
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common, giant, orc letter of introduction to reach 3rd level in this class, you can learn
the guild, traveler's one new spell of 1st or 2nd level.
Tools: grave dlgger kit, lute, clothes, pouch Additionally, when you gain a level in this
drum, lyre class, you can choose one of the bard
backpack, a bedroll, a spells you know and replace it with another
Lo mess kit, a tinderbox, 10 spell from the bard spell list, which also
Weapon' Slmple’ hand crossbow, torches, 10 days of must be of a level for which you have spell

longsword, rapier, shortsword slots.

rations, a waterskin, 50
feet of hempen rope, and
spellbook

Armor: light
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CHARACTER APPEARANCE

BARDIC INSPIRATION (3, D8)

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 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 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.

JACK OF ALL TRADES

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.

ALLIES & ORGANIZATIONS

-
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GUILD BUSINESS
Gravediggers

GUILD BUSINESS

As an established and respected
member of a guild, you can rely on
certain benefits that membership
provides. Your fellow guild members
will provide you with lodging and food
if necessary, and pay for your funeral if
needed. In some cities and towns, a
guildhall offers a central place to meet
other members of your profession,
which can be a good place to meet
potential patrons, allies, or hirelings.

Guilds often wield tremendous political
power. If you are accused of a crime,
your guild will support you if a good
case can be made for your innocence
or the crime is justifiable. You can also
gain access to powerful political
figures through the guild, if you are a
member in good standing. Such
connections might require the donation
of money or magic items to the guild’'s
coffers.

You must pay dues of 5 gp per month
to the guild. If you miss payments, you
must make up back dues to remain in
the guild’s good graces.

CHARACTER BACKSTORY

SONG OF REST (1d6)

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.

EXPERTISE (Deception, Persuasion)
At 3rd level, choose two of your skill proficiencies. Your proficiency bonus is doubled for any ability check
you make that uses either of the chosen proficiencies.

At 10th level, you can choose another two skill proficiencies to gain this benefit.

FONT OF INSPIRATION
Beginning when you reach 5th level, you regain all of your expended uses of Bardic Inspiration when you
finish a short or long rest.

COUNTERCHARM

At 6th level, you gain the ability to use musical notes or words of power to disrupt mind-influencing effects.
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).

ADDITIONAL FEATURES & TRAITS

BARD COLLEGE - College of Mourning

Mourning Glory.

When you join the College of Mourning at 3rd level, you learn the spare the dying cantrip. You also gain
proficiency in the Medicine and Religion skills.

Grief Note.

Also at 3rd level, when a creature you can see within 60 feet, including you, deals damage to a target other
than itself, you can use your reaction to expend one of your uses of Bardic Inspiration, rolling a Bardic
Inspiration die and adding the number on the die to the damage of the attack. The creature also regains hit
points equal to the number on the die.

Dirge of the Pallbearer.

At 6th level, you learn the animate dead spell, which counts as a bard spell for you but doesn’t count against
the number of bard spells you know. Also, whenever you create an undead creature using a necromancy
spell, it gains the additional benefits for 1 minute:

» The creature gains temporary hit points equal to your bard level.

* The creature adds your Charisma modifier to its attack rolls and damage rolls.

TREASURE
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