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CLASS & LEVEL PLAYER NAME
Autognome Investigator (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
e — R ——
o/ \
ARMOR Max HP Current HP Temp HP |
+3 15 57 -
INITIATIVE CLASS \ HIT POINTS /
( 1 1d6 +6d8 N fi \
Resistances - Poison successes OO0
Immunities - Disease FaiLures O=O=0
\ DEFENSES \ HIT DICE \ DEATH SAVES )
\
INSPIRATION j —— ARMOR ——
Light Armor
j === WEAPONS ===

Crosshow, Light, Dagger, Dart, Quarterstaff,
Sling

=== TOOLS ===
Disguise Kit, Hand Drum, Smith's Tools,
Thieves' Tools, Tinker's Tools

=== LANGUAGES ===
Common, Gnomish

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Bardic Inspiration * 3 / 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.

=== REACTIONS ===
Cutting Words

As a reaction when a creature (that's not immune
to being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and
subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

=== SPECIAL ===
Built for Success ¢ 3/ Long Rest

You can add a d4 to one attack, ability check, or
saving throw you make, and can do so after seeing
the d20 roll but before the effects of the roll are
resolved. You can use this 3 times per long rest.

SKILLS ),

\ ACTIONS )
4 N
13 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Staff +2 1d6-1 Bludgeoning  Simple, Versatile
13 PASSIVE WISDOM (INSIGHT)
Ray of Frost +6 2d8 Cold VIS
13 PASSIVE INTELLIGENCE (INVESTIGATION) Shocking Grasp +6 2d8 nghtnlng V/S
Unarmed Strike +2 0 Bludgeoning
SENSES g WEAPON ATTACKS & CANTRIPS /
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=== BARD FEATURES ===

* Additional Bard Spells » TCoE 27
Your Bard has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 14, Spell Attack +6)
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.

| 3/ Short Rest « 1 Bonus Action

* Magical Inspiration « TCoE 27

If a creature has a Bardic Inspiration die from you and
casts a spell that restores hit points or deals damage,
the creature can roll that die and choose a target
affected by the spell. Add the number rolled as a
bonus to the hit points regained or the damage dealt.
The Bardic Inspiration die is then lost.

| Special

* 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 Lore

* Expertise « PHB 54

Your proficiency bonus is doubled for any ability check
you make with chosen proficiencies (2 at 3rd and 10th
level).

* Bonus Proficiencies « PHB 54
You gain proficiency with three more skills of your
choice.

* Cutting Words « PHB 54

As a reaction when a creature (that's not immune to
being charmed) you can see within 60 ft. makes an
attack roll, ability check, or damage roll, you can
expend one use of Bardic Inspiration, roll the die, and
subtract the number from the creature's roll. You can
do so after the roll but before knowing the result.

| 1 Reaction

* Bardic Versatility « TCoE

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following:

- Replace one of the skills you chose for the Expertise
feature with one of your other skill proficiencies that
isn’t benefiting from Expertise.

- Replace one cantrip you learned from this class’s
Spellcasting feature with another cantrip from the bard
spell list.

* Ability Score Improvement « PHB 54

N

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

* Countercharm « PHB

As an action, you can perform until the end of your
next turn. During that time, you and any friendly
creatures within 30 ft. that can hear you gain
advantage on saving throws against being frightened
or charmed.

| 1 Action
* Additional Magical Secrets « PHB 55
You can add two additional spells from any class list
as bard spells to your known spells.
=== SORCERER FEATURES ===
* Additional Sorcerer Spells « TCoE 65
Your Sorcerer has additional spells available to them,
as designated in Tasha's Cauldron of Everything.
* Hit Points « PHB 100
* Proficiencies « PHB 100
* Spellcasting « PHB 101
You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 14, Spell Attack +6).
You can use an arcane focus as a spellcasting focus.
* Sorcerous Origin « PHB 101

| Wild Magic
* Wild Magic Surge « PHB 103
Once per turn, the DM can have you roll a d20

immediately after you cast a sorcerer spell of 1st level
or higher. If you roll a 1, roll on the Wild Magic Surge

PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS
Dagger 1 1lb.
Dagger 1 11b.
Dagger 1 1lb.
Backpack 1 5 lb.
Clothes, Common 1 3lb.
Magnifying Glass 1 -
Staff 1 4 1b.
Bedroll 1 7 lb.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
69 Ib Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 1lb.
120 Ib. Torch 10 10 Ib.
Waterskin 1 5 lb.

EQUIPMENT
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table to create a magical effect.

* Tides of Chaos » PHB 103

Once per long rest, you can gain advantage on one
attack roll, ability check, or saving throw. Before you
regain use of this feature, the DM can have you roll on
the Wild Magic Surge table after you cast a 1st level or
higher spell. You then regain the use of this feature.

| 1/ Long Rest « Special

=== AUTOGNOME RACIAL TRAITS ===

* Ability Score Increases ¢ SAIS 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * SAIS 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * SAIS 11
You are a Construct.

* Size « SAIS 11
You are Small.

* Speed ¢ SAIS 11
Your walking speed is 30 ft.

* Armored Casing * SAIS 11
While you aren’t wearing armor, your base AC is +15.

* Built for Success « SAIS 11

You can add a d4 to one attack, ability check, or
saving throw you make, and can do so after seeing the
d20 roll but before the effects of the roll are resolved.
You can use this 3 times per long rest.

| 3/Long Rest ¢ Special

* Healing Machine « SAIS 11

If <em>mending</em> is cast on you, you can spend
and roll a Hit Die and regain HP equal to the roll plus 3
(minimum of 1 HP). You also benefit from being healed
by spells that don’t normally affect Constructs:
<em>cure wounds</em>, <em>healing word</em>,
<em>mass cure wounds</em>, and <em>spare the
dying</em>.

* Mechanical Nature « SAIS 11

You have resistance to poison damage and immunity
to disease, and have advantage on saving throws
against being paralyzed or poisoned. You don’t need
to eat, drink, or breathe.

* Sentry’'s Rest « SAIS 11

When you take a long rest, you spend at least 6 hours
in an inactive, motionless state, instead of sleeping. In
this state, you appear inert, but you remain conscious.

* Specialized Design * SAIS 11
You gain two tool proficiencies of your choice, selected
from the <em>Player’'s Handbook</em>.
=== FEATS ===
* Metamagic Adept « TCoE 80
| Distant Spell « PHB

When you cast a spell that has a range of 5 ft. or
greater, you can spend <strong>1 sorcery

ADDITIONAL FEATURES & TRAITS

point</strong> to double the range of the spell (or
make the range 30 ft. for a spell with a range of touch).

| Subtle Spell « PHB
When you cast a spell, you can spend <strong>1
sorcery point</strong> to cast it without any S or V
components.

| Sorcery Points (Metamagic Adept): 2 / Long Rest ¢
Special

| Metamagic - Subtle Spell: Special

| Metamagic - Distant Spell: Special

ADDITIONAL EQUIPMENT
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Sorcerer / Bard

SPELL SAVE DC
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=== CANTRIPS === (At Will)
O Message Sorcerer -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
O Mending Sorcerer -- im Touch V,S,M Instantaneous PHB 259 VISIM
O Ray of Frost Sorcerer +6 1A 60 ft. V,S Instantaneous  PHB 271 VIS
QO Shocking Grasp Sorcerer +6 1A Touch V.S Instantaneous  PHB 275  V/S
Q Friends <C> Bard - 1A Self SM Concenation, upto Lminuie - PHB 244 D:1m, S/M
QO Minor lllusion Bard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
QO Prestidigitation Bard - 1A 10 ft. V.S 1 hour PHB 267 D:1h, VIS
O Guidance <C> Additional Magical Secrets -- 1A Touch V.S Concenuaiion, upto 1minte - PHB 248 D: 1m, V/S
=== 1st LEVEL === 4 Slots OO0O0
O Shield Sorcerer - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
QO Silvery Barbs Sorcerer -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Hideous Laughter <C> Bard WIS 14 1A 30 ft. V,S,M  concentation, upto 1 minwe - PHB D: 1m, VIS/IM
O Command Bard WIS 14 1A 60 ft. \% 1 round PHB 223 D:1Rnd,V
O Bane<C> Bard CHA 14 1A 30 ft. V,S,M  concenuation, spro1miwie - PHB 216~ D: 1m, V/S/M
O Faerie Fire <C> Bard DEX 14 1A 60 ft./20 ft. Cube V Concenvaton, po 1mine - PHB 239 D: 1m, 20 ft. Cube, V
===2nd LEVEL === 3 Slots 00O
O Invisibility <C> Bard - 1A Touch V,S,M  cConcenration, upto 1hour  PHB 254 D: 1h, V/SIM
O Enhance Ability <C> Bard - 1A Touch V,S,M  concentiation, upto 1howr - PHB 237 D: 1h, VIS/M
O Suggestion <C> Bard WIS 14 1A 30 ft. V,M Concentration, upto 8 hows - PHB 279 D: 8h, VIM
=== 3rd LEVEL === 3 Slots 000
O Dispel Magic Bard - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
O Slow<C> Bard WIS 14 1A 120 ft./40 ft. Cube V,S,M  concentiation, wpo1minte - PHB 277~ D: 1m, 40 ft. Cube, V/S/IM
O Counterspell Additional Magical Secrets - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
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