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Selise Amanodel (Moonflower)

Bard - level 1
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Entertainer - Storyteller
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PASSIVE WISDOM (PERCEPTION)

Lute*; 3 costumes;
trinket from an admirer

Common; Elvish; Dwarvish
Light Armor

Simple weapons; hand
crossbows; longswords;
shortswords; rapiers
Voice; Lute; Dulcimer
Disguise Kit

OTHER PROFICIENCIES & LANGUAGES

- a nightcap that, when
worn, gives you
pleasant dreams;
leather armor; dagger;
backpack; bedroll; 5
candles; 5 days'
rations; waterskin;
Disguise Kit

*Lute counts as Club -
1d4 bludgeoning
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Grew up in a half-elf
community in Alaghén,
Turmish

Was gaining quite the
following as a storyteller and
satirist before satirizing a
noble with a short fuse, bad
hair, and tiny hands (Tonald
Drump)

Said noble was powerful and
Selise fled rather than bring
his wrath down upon her
friends and family, so now
she's traveling

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS
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Spell Descriptions

Darkvision (Trait) - can see in
dim light within 60 ft. as if in
bright light & in darkness as if it
were dim. Can't discern color in
darkness, only shades of gray.

Fey Ancestry (Trait) - Advantage
on saving throws against being
Charmed and Magic can't put
you to sleep

Bardic Inspiration - 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 dé.

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.
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Fey Ancestry (Trait) - Advantage on saving throws against being Charmed and Magic can't put you to sleep

Bardic Inspiration - 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.
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