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Davry Stilhame 

Darkvision 60 ft. 

+3 

Elf 

30 ft. (Walking) 

Bard 6 

Urchin (Milestone) 

SG

=== ARMOR ===
Light Armor 

=== WEAPONS ===
Simple Weapons 

=== TOOLS ===
Disguise Kit, Drum, Flute, Lute, Thieves'
Tools 

=== LANGUAGES ===
Common, Common Sign Language,
Dwarvish, Elvish, Sylvan, Undercommon 

STRENGTH

10 

DEXTERITY

15 

12 

INTELLIGENCE

14 

WISDOM

11 

CHARISMA

15 

+0 

+2 

+1 

+2 

+0 

+2 

+5 

+1 

+5 

+1 

+5 

+8 

+1 

+3 

+3 

+1 

+3 

+3 

+8 

+3 

+3 

+5 

+5 

+3 

+0 

+5 

+1 

+2 

+0 

+5 

DEX 

WIS 

INT 

STR 

CHA 

INT 

WIS 

CHA 

INT 

WIS 

INT 

WIS 

CHA 

CHA 

INT 

DEX 

• 

• 

Immunities - Magical Sleep 
Advantage Made to avoid or end
the Charmed condition 

P 

H 

P 

H 

P 

E 

H 

H 

H 

H 

H 

P 

E 

H 

H 

P 

P 

P 

13 

11 

13 

+2 13 

Max HP

39 --

6d8 

=== ACTIONS ===
Standard Actions 

Attack, Magic, Dash, Disengage, Dodge, Help, 
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence 

=== BONUS ACTIONS ===
Bardic Inspiration • 2 / Short Rest 

As a Bonus Action, you can inspire another 
creature within 60 ft. that can see or hear you. That
creature gains one of your Bardic Inspiration dice
(1d8). Once within the next hour, when the creature
fails a D20 Test, the creature can roll the Bardic
Inspiration die and add the number rolled to the total,
potentially turning the failure into a success. 

You can confer your Bardic Inspiration die 2 times per
Short or Long Rest. 

=== REACTIONS ===
Cutting Words 

When a creature that you can see within 60 ft. of 
you makes a damage roll or succeeds on an ability
check or attack roll, you can expend one use of Bardic
Inspiration; roll the Bardic Inspiration die and subtract
the number rolled from the creature’s roll, reducing the
damage or potentially turning the success into a
failure. 

=== SPECIAL ===
Regain Bardic Inspiration 

Dagger, +1 

Dagger, +1 

Unarmed Strike 

+6 

+6 

+3 1 Bludgeoning 

1d4+3 Piercing 

1d4+3 Piercing 

Simple, Finesse, Light, Thrown, Nick, Range (20/60) 

Simple, Finesse, Light, Thrown, Nick, Range (20/60) 
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SP

EP

PP

CP

GP

ENCUMBERED
150 lb. 

WEIGHT CARRIED

PUSH/DRAG/LIFT

NAME QTY WEIGHT NAME

ATTUNED MAGIC ITEMS

QTY

1

1

3 

QTY

WEIGHT

0.5 lb.

2 lb.

12 lb. 

WEIGHT

Davry Stilhame 
Elf 

Bard 6 

Urchin (Milestone) 

SG

Dagger, +1

Dagger, +1

Leather Clothes,

Fine Pouch Scale,

Merchant's

Backpack

Painter's Supplies

Lute Oil Rations

Bedroll Bell

Tinderbox

Waterskin 

=== BARD FEATURES === 

* Core Bard Traits • PHB-2024 59 

* Bardic Inspiration • PHB-2024 59
As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d8). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success. 

You can confer your Bardic Inspiration die 2 times per
Short or Long Rest. 

| 2 / Short Rest • 1 Bonus Action 

* Spellcasting • PHB-2024 59
You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 13, Spell Attack +5). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells. 

* Expertise • PHB-2024 60
You gain Expertise in two skill proficiencies of your
choice. 

* Jack of All Trades • PHB-2024 60
You can add half your Proficiency Bonus (1) to ability
checks you make that uses a skill proficiency you lack
and that doesn’t otherwise use your Proficiency Bonus. 

* Bard Subclass • PHB-2024 60 

| College of Lore 

* Bonus Proficiencies • PHB-2024 66
You gain proficiency with three skills of your choice. 

1

1

1

1

1

1

1

1

1

8

9

1

1

1

1 

=== ELF SPECIES TRAITS === 

* Creature Type • PHB-2024 190
You are a Humanoid. 

* Size • PHB-2024 190
You are Medium. 

1 lb. 1

lb. 10

lb. 6

lb. 1

lb. 3

lb. 5

lb. 5

lb. 2

lb. 8

lb. 18

lb. 7

lb. --

1 lb. 5

lb. 

* Cutting Words • PHB-2024 66
When a creature that you can see within 60 ft. of you
makes a damage roll or succeeds on an ability check
or attack roll, you can take a Reaction to expend one
use of Bardic Inspiration; roll the Bardic Inspiration die
and subtract the number rolled from the creature’s roll,
reducing the damage or potentially turning the success
into a failure. 

| 1 Reaction 

* Ability Score Improvement • PHB-2024 61 

* Font of Inspiration • PHB-2024 61
You now regain all expended uses of Bardic
Inspiration when you finish a Short or Long Rest. 

In addition, you can expend a spell slot (no action
required) to regain one expended use of Bardic
Inspiration. 

| Regain Bardic Inspiration: Special 

* Magical Discoveries • PHB-2024 66
You learn two spells of your choice from the Cleric
Druid, or Wizard spell list, which must be a cantrip or a
spell for which you have spell slots. 

You always have the chosen spells prepared, and you
can replace one of the spells whenever you gain a
Bard level. 

Mirror

Bullseye Lantern

Costume 

* Speed • PHB-2024 190
Your speed is 30 ft. 

* Darkvision • PHB-2024 190
You have Darkvision with a range of 60 ft. 

* Elven Lineage • PHB-2024 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage. 

| High Elf Lineage • 
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can
replace the cantrip at level 1 with a different cantrip
from the Wizard spell list. 

* Elven Lineage Spells • PHB-2024 189 

| High Elf - Charisma • 

* Fey Ancestry • PHB-2024 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition. 

* Keen Senses • PHB-2024 190
You have proficiency in the Insight, Perception, or
Survival skill. 

* Trance • PHB-2024 190
You don’t need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness. 

* Ability Score Increases • PHB-2024
When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1. 

| Increase three scores (+1 / +1 / +1) • 
Increase three different scores by 1. 

0 

0 

0 

29 

0 

300 lb. 

87.5 lb. 
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NAME QTY WEIGHT NAME QTY WEIGHT

Davry Stilhame 
Elf 

Bard 6 

Urchin (Milestone) 

SG

=== FEATS === 

* Linguist • PHB 167
Increase your INT score by 1. You learn three
languages of your choice. You can create written
ciphers that others can't decipher unless you teach
them, they succeed on an INT check (DC 17), or they
use magic to decipher it. 
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CHARACTER NAME

GENDER

ALIGNMENT

AGE
The Watchful WWhite 

FAITH SKIN

SIZE

EYES

HEIGHT

HAIR

WEIGHT
Blond 

CHARACTER BACKSTORY

CHARACTER APPEARANCE ALLIES & ORGANIZATIONS

ADDITIONAL NOTES

FLAWS

IDEALS

BONDS

PERSONALITY TRAITS

Davry Stilhame 
Male 

Neutral Good 

74 Medium 5'10" 

Green 

160 

Davry Stilhame is a high elf born in Seyral, and 
raised by an old retired Sentinel from the local 
temple. He is devoted to the study of music and 
history. He is a writer and singer, and prefers the 
lute and the flute as his instruments. 

He was a runaway as a young child because of his 
fathers cruelty, who wanted him to join the druidic 
order of the Tarsing Blade by any means 
necessary. 

Davry lived in the streets of Seyral, hiding from his 
father’s bounty hunters and getting in trouble with 
a street gang of outsiders before he was taken in
by Sir Jolen Feldin of the Seyral Temple. He was 
sent to a local college of history and music, 
studying the arts and quickly showing his mastery. 

Davry wears a greenish-blue cloak with a large
pendant of the Entorel Masters Guild as the clasp.
He wears simple yet elegant clothes, including a
leather vest and dark, cuffed boots. Two daggers,
adorned with rose pommels, hang at his hips. 

=== Organizations === 

Entorel Masters Guild - Davry is a member of the
Entorel Masters Guild, and working as a respected
associate of the guild has perks, even for a new
member. The College of Entorel is famous
throughout most of Garia, and the Masters Guild is
the pinnacle of study at the college. If one can join
after they complete their studies, they are
respected in bard circles throughout Garia. 

I like to squeeze into small places where no one else can
reach me and keep my eyes on everyone. 

I think anyone who is nice to me is hiding evil intent, and
I am wary of strangers. 

Change. The low are lifted up, and
the high and mighty are brought
down. Change is the nature of things. 

I sponsor an orphanage to keep
others from enduring what I was
forced to endure. Davry is a high elf of average height.

He has golden blond hair, kept long
enough to smooth back, and green
eyes. He keeps himself clean and
organized. 

If I’m outnumbered, I will run
away from a fight. 
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 SPELL NAME SOURCE SAVE/ATK TIME RANGE COMP DURATION PAGE REF NOTES PREP

SPELLS

O
O
O
O 

O
O
O
O
O 

O
O
O
O
O
O
O 

O
O
O
O 

Bard 
CHA 13 +5 

=== 2nd LEVEL ===

Heat Metal Shatter

Enlarge/Reduce

Misty Step Misty

Step Blur Misty Step 

=== CANTRIPS ===

Vicious Mockery

Dancing Lights

Message

Prestidigitation 

=== 3rd LEVEL ===

Mass Healing Word

Slow

Motivational Speech

Major Image 

=== 1st LEVEL ===

Comprehend Languages [R]

Earth Tremor Thunderwave

Detect Magic Detect Magic 

--

--

--

-- 

WIS 13

-- -- -- 

-- WIS

13 -- -- 

1A

1A

1A

1A 

-- 1A DEX 13

1A CON 13

1A -- 1A --

1A 

1A

1A

1A

1BA

1BA

1A

1BA 

1BA

1A

1m

1A 

Self 10 ft. 
Self/15 ft. Cube 

Self/30 ft. Sphere 

60 ft. 
120 ft./40 ft. Cube 

60 ft. 
120 ft./20 ft. Cube 

60 ft. 
60 ft./10 ft. Sphere 

30 ft.

Self

Self

Self

Self 

60 ft.

120 ft.

120 ft.

10 ft. 

V,S

V,S

V,S 

V,S,M

V,S,M

V,S,M

V V V

V 

Instantaneous 
Concentration, up to 1 minute 

Instantaneous

Instantaneous 
Concentration, up to 1 minute 

Instantaneous 

V

V,S,M

V

V,S,M 

Instantaneous 
Concentration, up to 1 minute 

1 hour 
Concentration, up to 10 minutes 

V

V,S,M

S,M

V,S 

Instantaneous 
Concentration, up to 1 minute 

1 round

1 hour 

V,S,M 1 hour 

V,S Instantaneous

Instantaneous 
Concentration, up to 10 minutes 

AI 77 
PHB-2024 295 

EE 155 
PHB-2024 334 

3 Slots OOO

Bard Bard

Bard Bard 

(At Will) Bard Bard

Bard Elven Lineage

Spells 

3 Slots OOO Bard

Bard Bard Elven

Lineage Spells Elven

Lineage Spells

Magical Discoveries

Magical Discoveries 

4 Slots OOOO Bard

Bard Bard Elven

Lineage Spells Elven

Lineage Spells 

PHB-2024 337 

PHB-2024 259 

PHB-2024 298 

PHB-2024 307 

PHB-2024 252 

PHB-2024 262 

PHB-2024 262 

PHB-2024 284 

PHB-2024 316 

PHB-2024 268 

PHB-2024 299 

PHB-2024 299 

PHB-2024 248 

PHB-2024 299 

PHB-2024 296 

PHB-2024 318 

V

D: 1m, V/S/M

D: 1Rnd, S/M

D: 1h, V/S 

D: 1m, V/S/M

10 ft. Sphere, V/S/M

D: 1m, V/S/M

1/LR, V

V

D: 1m, V

V 

V

D: 1m, 40 ft. Cube, V/S/M

D: 1h, V

D: 10m, 20 ft. Cube, V/S/M 

D: 1h, V/S/M

V/S

15 ft. Cube, V/S

D: 10m, 30 ft. Sphere, V/S

1/LR, D: 10m, 30 ft. Sphere, V/S 

Concentration, up to 1 minute CON 13

CON 13

CON 13 

Self/30 ft. Sphere Concentration, up to 10 minutes 




