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FEATURES & TRAITS

Denior – Abilities & Gear
Skilled

Feat

You gain proficiency in any combination of three skills or tools of
your choice.
Appears In : 5e Players Handbook

False Identity

Unknown

You have created an alternate identity with documentation to back it
up with contacts and disguises that suite your persona. You also
have skills in forging documents like official papers and personal
letters from individuals. As long as you have seen an example of a
type of document you can easily duplicate the style of the
document to forge it to say whatever you want.

Variant Humans

Song of Rest (d6)

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.

Unknown

Some humans have more limited ability score bonuses, exchanging
them for a bonus skill proficiency and a bonus feat. Check with
your DM before taking this variant.

Bardic Inspiration (d8, 4/short rest)

Class Ability (Bard)

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.

Cutting Words

Class Ability (Bard)

Also at 3rd level, you learn how to use your wit to distract, confuse,
and otherwise sap the confidence and competence of others. When
a creature that you can see within 60 feet of you makes an attack
roll, an ability check, or a damage roll, you can use your reaction to
expend one of your uses of Bardic Inspiration, rolling a Bardic
Inspiration die and subtracting the number rolled from the creature's
roll. You can choose to use this feature after the creature makes its
roll, but before the GM determines whether the attack roll or ability
check succeeds or fails, or before the creature deals its damage.
The creature is immune if it can't hear you or if it's immune to being
charmed.

Font of Inspiration

Class Ability (Bard)

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

Jack of All Trades

Class Ability (Bard)

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.

Class Ability (Bard)

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.
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Denior, Bard 5 – Spells
Minor Illusion

Bard,Human 0

Charm Person

Bard,Human 1

School: Illusion
Components: S, M (a bit of fleece)
Casting Time : 1 action
Range: 30 feet
Duration: 1 minute

School: Enchantment
Components: V, S
Casting Time : 1 action
Range: 30 feet
Duration: 1 hour

You create a sound or an image of an object within range that lasts
for the duration. The illusion also ends if you dismiss it as an action or
cast this spell again.
If you create a sound, its volume can range from a whisper to a
scream. It can be your voice, someone else’s voice, a lion’s roar, a
beating of drums, or any other sound you choose. The sound
continues unabated throughout the duration, or you can make discrete
sounds at different times before the spell ends.
If you create an image of an object—such as a chair, muddy
footprints, or a small chest—it must be no larger than a 5 foot cube.
The image can’t create sound, light, smell, or any other sensory effect.
Physical interaction with the image reveals it to be an illusion, because
things can pass through it.
If a creature uses its action to examine the sound or image, the
creature can determine that it is an illusion with a successful
Intelligence (Investigation) check against your spell save DC. If a
creature discerns the illusion for what it is, the illusion becomes faint
to the creature.

You attempt to charm a humanoid you can see within range. It
must make a Wisdom saving throw, and does so with advantage if
you or your companions are fighting it. If it fails the saving throw, it is
charmed by you until the spell ends or until you or your companions
do anything harmful to it. The charmed creature regards you as a
friendly acquaintance. When the spell ends, the creature knows it was
charmed by you.
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. The creatures must be within 30 feet of each
other when you target them.

Prestidigitation

Bard,Human 0

School: Transmutation
Components: V, S
Casting Time : 1 action
Range: 10 feet
Duration: Up to 1 hour
This spell is a minor magical trick that novice spellcasters use for
practice. You create one of the following magical effects within range:
• You create an instantaneous, harmless sensory effect, such as a
shower of sparks, a puff of wind, faint musical notes, or an odd odor.
• You instantaneously light or snuff out a candle, a torch, or a
small campfire.
• You instantaneously clean or soil an object no larger than 1 cubic
foot.
• You chill, warm, or flavor up to 1 cubic foot of nonliving material
for 1 hour.
• You make a color, a small mark, or a symbol appear on an object
or a surface for 1 hour.
• You create a nonmagical trinket or an illusory image that can fit in
your hand and that lasts until the end of your next turn.
If you cast this spell multiple times, you can have up to three of its
non instantaneous effects active at a time, and you can dismiss such
an effect as an action.

Vicious Mockery

Bard,Human 0

School: Enchantment
Components: V
Casting Time : 1 action
Duration: Instantaneous
Your vicious insults can harm a creature and impede its next attack.
(The full description text for this spell has been omitted, as it is not
included in the SRD.)

Disguise Self

Bard,Human 1

School: Illusion
Components: V, S
Casting Time : 1 action
Range: Self
Duration: 1 hour
You make yourself—including your clothing, armor, weapons, and
other belongings on your person— look different until the spell ends or
until you use your action to dismiss it. You can seem 1 foot shorter or
taller and can appear thin, fat, or in between. You can’t change your
body type, so you must adopt a form that has the same basic
arrangement of limbs. Otherwise, the extent of the illusion is up to
you.
The changes wrought by this spell fail to hold up to physical
inspection. For example, if you use this spell to add a hat to your
outfit, objects pass through the hat, and anyone who touches it would
feel nothing or would feel your head and hair. If you use this spell to
appear thinner than you are, the hand of someone who reaches out to
touch you would bump into you while it was seemingly still in midair.
To discern that you are disguised, a creature can use its action to
inspect your appearance and must succeed on an Intelligence
(Investigation) check against your spell save DC.

Calm Emotions

Bard,Human 2

School: Enchantment
Components: V, S
Casting Time : 1 action
Range: 60 feet
Duration: Concentration, up to 1 minute
You attempt to suppress strong emotions in a group of people.
Each humanoid in a 20 foot radius sphere centered on a point you
choose within range must make a Charisma saving throw; a creature
can choose to fail this saving throw if it wishes. If a creature fails its
saving throw, choose one of the following two effects.
You can suppress any effect causing a target to be charmed or
frightened. When this spell ends, any suppressed effect resumes,
provided that its duration has not expired in the meantime.
Alternatively, you can make a target indifferent about creatures of
your choice that it is hostile toward. This indifference ends if the target
is attacked or harmed by a spell or if it witnesses any of its friends
being harmed. When the spell ends, the creature becomes hostile
again, unless the GM rules otherwise.
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Denior, Bard 5 – Spells
Enhance Ability

Bard,Human 2

Major Image

Bard,Human 3

School: Transmutation
Components: V, S, M (fur or a feather from a beast)
Casting Time : 1 action
Range: Touch
Duration: Concentration, up to 1 hour.

School: Illusion
Components: V, S, M (a bit of fleece)
Casting Time : 1 action
Range: 120 feet
Duration: Concentration, up to 10 minutes

You touch a creature and bestow upon it a magical enhancement.
Choose one of the following effects; the target gains that effect until
the spell ends.
Bear’s Endurance. The target has advantage on Constitution checks.
It also gains 2d6 temporary hit points, which are lost when the spell
ends.
Bull’s Strength. The target has advantage on Strength checks, and
his or her carrying capacity doubles.
Cat’s Grace. The target has advantage on Dexterity checks. It also
doesn’t take damage from falling 20 feet or less if it isn’t incapacitated.
Eagle’s Splendor. The target has advantage on Charisma checks.
Fox’s Cunning. The target has advantage on Intelligence checks.
Owl’s Wisdom. The target has advantage on Wisdom checks.
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.

You create the image of an object, a creature, or some other
visible phenomenon that is no larger than a 20 foot cube. The image
appears at a spot that you can see within range and lasts for the
duration. It seems completely real, including sounds, smells, and
temperature appropriate to the thing depicted. You can’t create
sufficient heat or cold to cause damage, a sound loud enough to deal
thunder damage or deafen a creature, or a smell that might sicken a
creature (like a troglodyte’s stench).
As long as you are within range of the illusion, you can use your
action to cause the image to move to any other spot within range. As
the image changes location, you can alter its appearance so that its
movements appear natural for the image. For example, if you create
an image of a creature and move it, you can alter the image so that it
appears to be walking. Similarly, you can cause the illusion to make
different sounds at different times, even making it carry on a
conversation, for example.
Physical interaction with the image reveals it to be an illusion,
because things can pass through it. A creature that uses its action to
examine the image can determine that it is an illusion with a
successful Intelligence (Investigation) check against your spell save
DC. If a creature discerns the illusion for what it is, the creature can
see through the image, and its other sensory qualities become faint to
the creature.
At Higher Levels. When you cast this spell using a spell slot of
6th level or higher, the spell lasts until dispelled, without requiring your
concentration.

Enthrall

Bard,Human 2

School: Enchantment
Components: V, S
Casting Time : 1 action
Range: 60 feet
Duration: 1 minute
You weave a distracting string of words, causing creatures of your
choice that you can see within range and that can hear you to make a
Wisdom saving throw. Any creature that can’t be charmed succeeds on
this saving throw automatically, and if you or your companions are
fighting a creature, it has advantage on the save. On a failed save,
the target has disadvantage on Wisdom (Perception) checks made to
perceive any creature other than you until the spell ends or until the
target can no longer hear you. The spell ends if you are incapacitated
or can no longer speak.

Invisibility

Bard,Human 2

School: Illusion
Components: V, S, M (an eyelash encased in gum arabic)
Casting Time : 1 action
Range: Touch
Duration: Concentration, up to 1 hour
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.

Fear

Bard,Human 3

School: Illusion
Components: V, S, M (a white feather or the heart of a hen)
Casting Time : 1 action
Range: Self (30 foot cone)
Duration: Concentration, up to 1 minute
You project a phantasmal image of a creature’s worst fears. Each
creature in a 30 foot cone must succeed on a Wisdom saving throw
or drop whatever it is holding and become frightened for the duration.
While frightened by this spell, a creature must take the Dash action
and move away from you by the safest available route on each of its
turns, unless there is nowhere to move. If the creature ends its turn in
a location where it doesn’t have line of sight to you, the creature can
make a Wisdom saving throw. On a successful save, the spell ends
for that creature.
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