
lb.

DEX 3 4 5

INT 3 4

CHA 5 4 1

STR 1

CHA 5 6 1

DEX 3 -2

CHA 5 4

DEX 3

DEX 3

CHA 5

WIS 2

CHA 5

INT 3 4

WIS 2 7 2

DEX 3 1

WIS 2 4

DEX 3 6

INT 3 4

DEX 3 4

WIS 2

STR 1

CHA 5 6

INT 3 5 2

INT 3 4 2

INT 3 4 2

INT 3 4 2

INT 3 8 2

INT 3 4 2

INT 3 4 2

INT 3 4 2

INT 3 4 2

INT 3 4 2

INT 3 4 2

CHA 5 4

CHA 5 8 3

CHA 5 4

MELEE

Ability

(Constitution)

Attack

Ability

⁄

+

3

ACP

FULL ATTACK
One-Handed

Notes:

+

Range Damage Type Stealth-p

Knowledge: Engineering-p

Critical

Base

Size Category

Total Attack / Damage Adj.

Adj.

Knowledge: Planes-p

x21d3+1

Medium

Knowledge: Dungeon-p

Heal-p
Intimidate-p

Ride-p
Sense Motive-p

Adj.

100'

-

Range

Desc: Reach weapon 15'. Deals non-leathal damage. Can be used for Trip attacks

FULL ATTACK

Notes:

+

Notes:

FULL ATTACK

Spellcraft-p

+4

Attack Bonus

+4

Damage Type

1d8 x3
+6

Desc: Can be used with Weapon Finesse feat

Swim-p

Size Category

Rapier

9
9

Knowledge: Nature-p

Knowledge: Nobility-p

Knowledge: History-p

Adj.

20
One-Handed

Disable Device-p

Range

Ammo

x21d6+1

Adj.

Sleight of Hand-p
6

1

FULL ATTACK

Ammo 9

CriticalRanged Attack / Damage

Ammo

Adj.

Total Attack / Damage

Medium

-

11+1

18-20

Perception-p

+

Resistance

11

Fly-p

Critical 5

Effects

x2

Deflection

Dex

SKILL

0'

Bluff-p

TOTAL

1

Escape Artist-p

-

Female





A
d

j.

Acrobatics-p

⁄

3

9
3
3

SR Adj

Low-Light

+

Adj.Epic 9+1

E
ff

e
c
ts

Leadership

Leader

+

+

Size

+

Damage Reduction

+6*

+4

Effects

+

4th

Type

+

Bard (P)

STR

Type

Climb

+

Fire

⁄

Gear

Base

10

Armor

1

3

STR

=

=

CMB =

+6*

Diplomacy-p

Appraise-p

13+

13 +

Effects

+Flat-Foot

+

12

17

Adj.

+

⁄

CMD

+

Adj.

+3INIT

Other

⁄

Fly Swim

Acid

⁄

=

Sonic

⁄

Cold

Effects

ENERGY

Elec.

=
Defense

+6*

Modifier

30'

DexterityShield

Adj.

Vision & Senses

Climb-p

12
7

POWER

Disguise-p

Total Attack / Damage

Adj.

Handle Animal-p

21

Bonus

Medium

+

Neg. Pos.

Cond.

+

+

3

3

+

Base

Base

⁄

Attack Bonus
+4

=

=

WILL

BASE

3

SPELL

+

PointsArmor Class

Base

Damage Type

Whip

+6

4

⁄

4

+

+7
(Dexterity)

(Wisdom)

+3

2nd

C
o

n
d

it
io

n
a

l

Adj.

Range Damage Type

Size Category

Adj.

Ammo

Ammo

Notes:

Adj.

One-Handed

Notes:

Adj. Damage TypeTotal Attack / Damage

Piercing

None

Desc: Two-hand ranged wpn not usable while mounted. Cannot benefit from high strength

Ranged

+

Size Category

20

Piercing

Longbow

- Slashing

3 +

Size Epic

RANGED

Adj. Critical Range Damage Type

14WIS Armor Class

FORTITUDE

Modif

+5

+3

+3

Ability

+ +

Touch 13

Base

= + +2

Charisma

Wisdom

CHA

REFLEX

+6

⁄

3rd

+2

21

Jenyra Tylelor

Bard (P)

21

Level

5
Primary

Level

=AC 15

Dexterity

Strength

d8

Total

14

Racial

Armor Class

45HP
+1

+2

Secondary

Alignment DeityThird Class

Character Name

Skin

STR

Hit Points

Dodge

+ ++

13

Constitution

Level

+3

CON +

16

DEX 16

Intelligence
=

Space / Reach

⁄

INT
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Hair

2 +

LEVEL

30'
Speeds

Gender

⁄

Burrow

0'

Land Speed

XP

Size WeightAdj.ECL

0'SPD

Base

5' 1" 100

0'

Adj.

Half-elf (P)

Celestian

Effects

5

1HD 0
Type

Points

Favored Classes

Type

++

Available

Total

Medium 5

Base

Level vs XP Mismatch

Humanoid (Human, Elf)

+

Size

Chaotic Good5 ft./5 ft.

+

Brown

White

Height

0'

+

Age

Blue
Eyes

PR Adj

1

0'

HERO

Linguistics-p

2

SizeCond. Cond.

Resistances

R
a

n
k
s
 (

+
3

)

DEX

M
o

d
if
ie

r

K
e

y
 A

b
ili

ty

9

7

9
10

9

9

13

9
9

Survival-p

Knowledge: Religion-p

Knowledge: Arcana-p

7
7

Use Magic Device-p

Perform: Oratory-p

Knowledge: Geography-p

11

Knowledge: Local-p

4

9

Critical

One-Handed

One-Handed

Critical

FULL ATTACK

Notes:

None

FULL ATTACK

Total Attack / Damage

Perform: String Inst.-p 9

Size Category

None

Size Category Adj.

Ammo

Range

⁄

Knowledge: Psionics-p

2

9
16Perform: Sing-p



0% Adj.:
6 lb. pp

gp

sp

cp

Spell Spells Save Spells Spells Save Spells Spells Save Spells

Level / day DC Known / day DC Known / day DC Known

0 ∞ 15 6

1 6 16 4

2 3 17 3

lb. 3

lb. 4

5

6

7

8

9

1 1 1 1 5

2 2 1 2 1

1 1 2

1 1 3

1 1 1

1 20 2

2

2

10

7

2

3

1 2

1 4

gp

= + +

√

√

i

SPELLS Arcane Spell Failure:
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Chest:

Bard

5

Casting Class:

Caster Level:

GEMS
Spell Fail:

Check Adj.:

Gold:

Right Finger:

Spell / day adj:

Spell known adj:

Caster level adj:

2 AdjDrag

Combat Expertise Gain a +1 dodge bonus to AC, but take a -1 penalty to attacks and CMB

Additional Traits You gain two additional traits from different lists

Combat Advice

You gain two additional traits from different lists

6
Chk Pen.

Lingering Performance

Skill Focus: Perform: Sing-p

36

40.0

When using the aid another action, you grant your ally an additional +1 bonus 

Bardic performance continues for 2 rounds after you stop performing

+1 Bluff / Diplomacy vs other possibly sexually attracted to you, +1 DC vs your lang.-dep. spells

Light

Helpful (Halfling)

Additional Traits

Light

1

Battlefield Disciple

Charming Trait

The aid another action grants an additional +1 trait bonus to the check.

Boots of Elvenkind

Hands: Body:

Basic Equipment List HH

Feet:

Potion Belt M/W

Left Finger:

Dagger

Flint and Steel

L
B

.

L
o

c
.

Q
T

Y

GEAR

HHCrowbar

110.2

0.1

LOCATIONS
HHWaist:

MAGICAL ITEMS WORN

Desc:

Notes:

Eyes:

Neck:

PB

List:

L
o

c
.

HHCaltrops

Gear - All

Handy Haversack

PB

Q
T

Y

10%Spell Fail:Light

Desc:

Notes: Silver:

SHIELD None Adj.

Inkpen

Rapier

Whip

HH

Quiver of Arrows (20)HH

COINS
0

0

0

Platinum:

Breastplate & shoulders made of stiffened leather. The rest is made of flexible leather

Adj.ARMOR Leather Armor Check Adj.:

Armor Check:Max Dex: Bonus: +2 15

List:

0Copper:

Headband:

L
B

.

Shoulders:

Potion of CMW

Head:

Armor Check:

Wondrous Items

Max Dex:

HH

Oil

Parchment

Rations

Waterskin HH

Entertainer's Outfit

HH

HH

HH

Spell Component Pouch

Sunrod

Ink

Arrow

Longbow

Designate an enemy; your ally gains a +2 competence bonus on her next attack roll against that enemy. 

Lift

5,836

Total Value

300.0
Medium

ENCUMBRANCE

Helpful

Fools for Friends

+3 bonus on checks with skill: Perform: Sing-p

a +2 trait bonus on Heal checks, +1 to Aid Another

FEATS

Total Weight

Adopted Trait

lb.
Load Class

Traits

Max Dex

Perform an aid another action, you grant your ally a +4 bonus instead of the normal +2

100.0 750.0Selection List:

Heavy

50.0 150.0

Arm/Wrist:

INFO

Tag Weight

Select a race trait from your adoptive parents’ race

────┤ Racial Traits: Half-elf (P) ├────

Bard favored class: Add +5 to your number of Bardic Performance per day

Elf Blood: For all effects related to race, a Half-elf is considered an Elf

Elven Immunities: Half-elves are immune to magic sleep effects

Keen Senses: +2 racial bonus on Perception skill checks

Multitalented: Choose two favored classes at first level

Adaptability: Receive Skill Focus, as a bonus feat

────┤ Vision & Senses ├────

Low-Light x2

────┤ Class Features: Bard (P) 5th ├────

Weapon & Armor Proficiency: Bards are proficient with all simple weapons,

   plus the longsword, rapier, sap, short sword, shortbow, and whip. Bards are

   also proficient with light armor and shields (except tower shields). A bard can

   cast bard spells while wearing light armor and use a shield without incurring

   the normal arcane spell failure chance. Like any other arcane spellcaster, a

   bard wearing medium or heavy armor incurs a chance of arcane spell failure if

   the spell in question has a somatic component. A multiclass bard still incurs

   the normal arcane spell failure chance for arcane spells received from other

   classes

Concentration check: 1d20+10

Caster Level check to bypass Spell Resistance: 1d20+5

Cantrips: cast your Cantrips at will

Bardic Knowledge: +2 to all knowledge skills. Make knowledge chks untrained

Versatile Performance (Ex): Substitute skill check by a performance check:

   • Sing (Bluff, Sense Motive)

Lore Master (Ex): Take 10 on any Knowledge skill that has at least 1 rank

   • 1/day, take 20 on any Knowledge skill check as a std acion   < O >

Bardic Performance: requires a standard action to initiate: 

   • Rounds per day: 22  < OOOOOOOOOOOOOOOOOOOOOO >

   • Countersong (Su): Counters magic that depend on sound (max. 30')

   • Distraction (Su): Counters magic that depend on sight, 30' max

   • Fascinate (Su): Up to 2 creatures (max: 90') Will DC17

   • Inspire Courage (Su): 

      · +2 competence bonus on attacks & weapon damage

      · +2 morale bonus on saves vs charm & fear effects

   • Inspire Competence (Su): Ally gets +2 on skill check, 30' max

────┤  Conditional Bonus - Feats  ├────

+1 Bluff or Diplomacy on a character that is (or could be) sexually attracted to

   you [Charming Trait]

+1 save DC of any language-dependent spell you cast on such characters [Charming

   Trait]

────┤  Conditional Bonus - Bard (P) Class  ├────

+4 to saves vs Bardic Performances, sonic & language effects [Well-Versed]

────┤  Conditional Bonus - Half-elf (P) Race  ├────

+2 to saves vs enchantment spells & effects [Elven Immunities]

────┤ Languages (x6) ├────

Common, Elven, Ancient Baklunish, The Cold Tongue,  Orc, Suloise, Draconic, Drow

────┤ Description for the Magical Items Worn ├────

Boots of Elvenkind: +5 competence bonus on Acrobatics-p checks

────┤ CHARACTER STATUS ├────

You have selected more feats then allowed!!

HH



Spell Difficulty Class Adj.

Level 0: 

Level 1: 

Level 2: 

Level 3: 

Level 4: 

Level 5: 

Level 6: 

Level 7: 

Level 8: 

Level 9: 

Level 0: 

Level 1: 

Level 2: 

Level 3: 

Level 4: 

Level 5: 

Level 6: 

Level 7: 

Level 8: 

Level 9: 

All Aspects :

Power Effects :

Powers Known :

Max. Pwr lvl Known :

Power Points :

Effects Adj.

=Bard +
SPELL DC Adj.

+Adj.

Class #3

 Effect +Adj.

Class #2Class #1

Bard 5th

Total:  Effect +Adj. Total:Total:  Effect

 Effect +Adj.

Class #2

 EffectTotal:

Adj.

SPELL DC Adj.

Adj.

SPELL DC Adj.

Class #3

+

+=

=

Effects

+Adj.

Spell per day Adjustments & Effects
Class #1

Bard 5th

Total:

Spent

Total:

Ancient Baklunish, The Cold Tongue,  Orc, 

Suloise, Draconic, Drow

Avail.

LANGUAGES
TRACKERS

Common, Elven
Initial Reset

────┤ Racial Traits: Half-elf (P) ├────

Bard favored class: Add +5 to your number of Bardic Performance per day

Elf Blood: For all effects related to race, a Half-elf is considered an Elf

Elven Immunities: Half-elves are immune to magic sleep effects

Keen Senses: +2 racial bonus on Perception skill checks

Multitalented: Choose two favored classes at first level

Adaptability: Receive Skill Focus, as a bonus feat

────┤ Vision & Senses ├────

Low-Light x2

────┤ Class Features: Bard (P) 5th ├────

Weapon & Armor Proficiency: Bards are proficient with all simple weapons,

   plus the longsword, rapier, sap, short sword, shortbow, and whip. Bards are

   also proficient with light armor and shields (except tower shields). A bard can

   cast bard spells while wearing light armor and use a shield without incurring

   the normal arcane spell failure chance. Like any other arcane spellcaster, a

   bard wearing medium or heavy armor incurs a chance of arcane spell failure if

   the spell in question has a somatic component. A multiclass bard still incurs

   the normal arcane spell failure chance for arcane spells received from other

   classes

Concentration check: 1d20+10

Caster Level check to bypass Spell Resistance: 1d20+5

Cantrips: cast your Cantrips at will

Bardic Knowledge: +2 to all knowledge skills. Make knowledge chks untrained

Versatile Performance (Ex): Substitute skill check by a performance check:

   • Sing (Bluff, Sense Motive)

Lore Master (Ex): Take 10 on any Knowledge skill that has at least 1 rank

   • 1/day, take 20 on any Knowledge skill check as a std acion   < O >

Bardic Performance: requires a standard action to initiate: 

   • Rounds per day: 22  < OOOOOOOOOOOOOOOOOOOOOO >

   • Countersong (Su): Counters magic that depend on sound (max. 30')

   • Distraction (Su): Counters magic that depend on sight, 30' max

   • Fascinate (Su): Up to 2 creatures (max: 90') Will DC17

   • Inspire Courage (Su): 

      · +2 competence bonus on attacks & weapon damage

      · +2 morale bonus on saves vs charm & fear effects

   • Inspire Competence (Su): Ally gets +2 on skill check, 30' max

────┤  Conditional Bonus - Feats  ├────

+1 Bluff or Diplomacy on a character that is (or could be) sexually attracted to

   you [Charming Trait]

+1 save DC of any language-dependent spell you cast on such characters [Charming

   Trait]

────┤  Conditional Bonus - Bard (P) Class  ├────

+4 to saves vs Bardic Performances, sonic & language effects [Well-Versed]

────┤  Conditional Bonus - Half-elf (P) Race  ├────

+2 to saves vs enchantment spells & effects [Elven Immunities]

────┤ Languages (x6) ├────

Common, Elven, Ancient Baklunish, The Cold Tongue,  Orc, Suloise, Draconic, Drow

────┤ Description for the Magical Items Worn ├────

Boots of Elvenkind: +5 competence bonus on Acrobatics-p checks

────┤ CHARACTER STATUS ├────

You have selected more feats then allowed!!

Spell Known Adjustments & Effects

Manifester Class Level Adjustments

Effects

Adj.

6

Avail.

+Adj. Effect



Helpful (Halfling) - Whenever you successfully perform an aid another action, you grant your ally a +4 bonus instead of the normal +2

Helpful - When using the aid another action, you grant your ally an additional +1 bonus 

Fools for Friends - Whenever you take the aid another action to help an ally, or whenever an ally aids you in this manner, a successful check grants an

additional +1 trait bonus to the check for which aid was being rendered. Additionally, as long as one of your friends is within 30 feet, you gain a +1 trait 

bonus on all saving throws against charm and compulsion.

Battlefield Disciple - You gain a +2 trait bonus on Heal checks made to stabilize a dying creature. In addition, when you successfully use the aid

another action in combat to grant an ally a bonus on her next attack roll, the bonus you grant increases by 1.

Combat Advice - As a move action, you can offer useful advice to an ally engaged in combat at just the right moment. Designate an enemy; your ally

gains a +2 competence bonus on her next attack roll against that enemy. For your ally to benefit from this feat, you must be able to clearly see your

ally and the designated enemy, and your ally must be able to hear you.

Aid Another - In melee combat, you can help a friend attack or defend by distracting or interfering with an opponent. If you’re in position to make a 

melee attack on an opponent that is engaging a friend in melee combat, you can attempt to aid your friend as a standard action. You make an attack 

roll against AC 10. If you succeed, your friend gains either a +2 bonus on his next attack roll against that opponent or a +2 bonus to AC against that 

opponent’s next attack (your choice), as long as that attack comes before the beginning of your next turn. Multiple characters can aid the same friend, 

and similar bonuses stack.

You can also use this standard action to help a friend in other ways, such as when he is affected by a spell, or to assist another character’s skill check.

At Level 1, when she aids another the target of the aid gains a +6 bonus to the action aided.

At Level 5, when she aids another the target of the aid gains a +7 bonus to the action aided.
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NOTES

+3 / +4 / 17

Jenyra Tylelor

Half-elf (P), Bard (P) 5th

Medium Humanoid (Human, Elf)

Chaotic Good [Celestian]Alignment:

5d8+10 (45 hp)

+3

Speed:

Longbow: +6 ranged (1d8/20/x3)

Hit Dice:

Longbow: +6 ranged (1d8/20/x3)

AC:

Rapier: +4 melee (1d6+1/18-20)

Full Attack:

Whip: +4 melee (1d3+1/20)

Str 13, Dex 16, Con 14, Int 16, Wis 14, Cha 21

Single Attack:

Base Att/CMB/CMD:

Saves:

Abilities:

Initiative:

30' (6 sq) (light enc.)

Space/Reach:

15 (+2 Armor, +3 Dex), Touch 13, Flat-Footed 12

5 ft./5 ft.

────┤ Racial Traits: Half-elf (P) ├────

Bard favored class: Add +5 to your number of Bardic Performance per day

Elf Blood: For all effects related to race, a Half-elf is considered an Elf

Elven Immunities: Half-elves are immune to magic sleep effects

Keen Senses: +2 racial bonus on Perception skill checks

Multitalented: Choose two favored classes at first level

Adaptability: Receive Skill Focus, as a bonus feat

────┤ Vision & Senses ├────

Low-Light x2

────┤ Class Features: Bard (P) 5th ├────

Weapon & Armor Proficiency: Bards are proficient with all simple weapons,

   plus the longsword, rapier, sap, short sword, shortbow, and whip. Bards are

   also proficient with light armor and shields (except tower shields). A bard can

   cast bard spells while wearing light armor and use a shield without incurring

   the normal arcane spell failure chance. Like any other arcane spellcaster, a

   bard wearing medium or heavy armor incurs a chance of arcane spell failure if

   the spell in question has a somatic component. A multiclass bard still incurs

   the normal arcane spell failure chance for arcane spells received from other

   classes

Concentration check: 1d20+10

Caster Level check to bypass Spell Resistance: 1d20+5

Cantrips: cast your Cantrips at will

Bardic Knowledge: +2 to all knowledge skills. Make knowledge chks untrained

Versatile Performance (Ex): Substitute skill check by a performance check:

   • Sing (Bluff, Sense Motive)

Lore Master (Ex): Take 10 on any Knowledge skill that has at least 1 rank

   • 1/day, take 20 on any Knowledge skill check as a std acion   < O >

Bardic Performance: requires a standard action to initiate: 

   • Rounds per day: 22  < OOOOOOOOOOOOOOOOOOOOOO >

   • Countersong (Su): Counters magic that depend on sound (max. 30')

   • Distraction (Su): Counters magic that depend on sight, 30' max

   • Fascinate (Su): Up to 2 creatures (max: 90') Will DC17

   • Inspire Courage (Su): 

      · +2 competence bonus on attacks & weapon damage

      · +2 morale bonus on saves vs charm & fear effects

   • Inspire Competence (Su): Ally gets +2 on skill check, 30' max

────┤  Conditional Bonus - Feats  ├────

+1 Bluff or Diplomacy on a character that is (or could be) sexually attracted to

   you [Charming Trait]

+1 save DC of any language-dependent spell you cast on such characters 

[Charming

   Trait]

────┤  Conditional Bonus - Bard (P) Class  ├────

+4 to saves vs Bardic Performances, sonic & language effects [Well-Versed]

────┤  Conditional Bonus - Half-elf (P) Race  ├────

+2 to saves vs enchantment spells & effects [Elven Immunities]

────┤ Languages (x6) ├────

Common, Elven, Ancient Baklunish, The Cold Tongue,  Orc, Suloise, Draconic, 

Drow

────┤ Description for the Magical Items Worn ├────

Boots of Elvenkind: +5 competence bonus on Acrobatics-p checks

────┤ CHARACTER STATUS ├────

You have selected more feats then allowed!!
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Fort +3, Ref +7, Will +6

────┤ FEATS ├────

Adopted Trait, Helpful (Halfling), Helpful, Fools for Friends, Battlefield Disciple, 

Charming Trait, Additional Traits, Lingering Performance, Skill Focus: Perform: 

Sing-p, Combat Advice, Combat Expertise, Additional Traits.

────┤ SKILLS ├────

Acrobatics +12, Appraise +7, Bluff +9+1, Climb +1, Diplomacy +11+1, Disguise +9, 

Escape Art +3, Fly +3, Heal +2, Intimidate +5, Linguistics +7, Perception +11, Ride 

+4, Sense Motive +6, Sleight of Hand +9, Spellcraft +7, Stealth +7, Survival +2, 

Swim +1, Use Magic Dev. +11, Kn:Arcana +10, Kn:Dungeon +9, Kn:Eng +9, 

Kn:Geo +9, Kn:History +13, Kn:Local +9, Kn:Nature +9, Kn:Nobility +9, Kn:Planes 

+9, Kn:Psionics +9, Kn:Religion +9, Perf:Oratory +9, Perf:Sing +16, Perf:String +9.

────┤ BARD (P) SPELLS ├────

Spells per Day: (∞/6/3; save DC 15+spell level): 

Detect Magic, Light, Mage Hand, Message, Resistance, 

Prestidigitation. Hideous Laughter, Vanish, Grease, Cure Light Wounds. Heroism, 

Mirror Image, Silence.

────┤ EQUIPMENT ├────

ARMOR WORN: Leather Armor.

Basic Equipment List, 2xPotion Belt M/W, Caltrops, Crowbar, 

Flint and Steel, Inkpen, 2xInk, 2xOil, 10xParchment, 7xRations, 2xWaterskin, 

3xSunrod, 

Spell Component Pouch, Entertainer's Outfit, Dagger, Rapier, Whip, Longbow, 

Quiver of Arrows (20), 20xArrow Handy Haversack, Potion of CMW

────┤ MAGICAL ITEMS WORN ├────

Boots of Elvenkind

.

────┤ TOTAL CHARACTER VALUE ├────

5,836 gp.

Whip: +4 melee (1d3+1/20)

Rapier: +4 melee (1d6+1/18-20)



SPELL PLANNER #1 for Spells per Day: ∞ 6 3

Bard (P) SPELL LEVEL: 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
Arcane caster TOTAL Class Adj. Spells Known: 6 4 3

Difficulty Class: 15 16 17

Spell Used: 0 0 0 0 0 0 0 0 0 0
2

Lvl Bard (P) lvl 0 Spells S SR Ref.

0 Detect Magic D No CRB267

0 Light Ev No CRB304

0 Mage Hand T No CRB306

0 Message T No CRB313

0 Resistance A Yes CRB334

0 Prestidigitation U No CRB325

1 Hideous Laughter En Yes CRB296

1 Vanish I Yes APG253

1 Grease C No CRB291

1 Cure Light Wounds C Yes CRB263

2 Heroism En Yes CRB295

2 Mirror Image I CRB314

2 Silence I * CRB343

Jenyra Tylelor

1 crt; see text

Become invisible for 5 rnds, become visible if you attack

1 nonmagical obj, max 5 lbs

Will neg [DC16]

1 hr
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1 action

Abjuration, Conjuration, Divination, 

Enchantment, Evocation, Illusion, 

Necromancy, Transmutation, Universal

Cures 1d8+5 damage

5-pound telekinesis

Subject gains +1 resistance on saving throws

Whispered conversation at distance

Short Description

*: See text,  crt: Creature,  chk: check,  conc: Concentration,  

dis: Discharged,  disb: Disbelief,  (D)ismissible,  HD: Hit 

Die,  HP: Hit Points,  hr: Hour,  max: Maximum,  min: 

Minute,  neg: Negate,  obj: Object,  part: Partial,  rad: 

Radius,  rd: Round,  (S)hapeable,  temp: Temporary,  vs: 

Versus,  wpn: Weapon

see text

Subject loses actions for 5 rounds

Performs minor tricks

None

mmm VS 1 action 600 ft. 20 ft. rad. emanation 5 rnd (D) see text) Negates sound in 20' radius

mmm VS 1 action  Personal* You 5 min (D) Creates 1d4+1 decoy duplicates of you

1 action 35 ft. 1 obj or up to 10 sq. ft. 5 min (D) see text Makes 10'. square or one object slippery

VS 1 action 1 crt Touched 50 min Will neg [DC17] Target gets +2 morale bonus on attacks, saves and skill checksTouch

see text1 action

Show only level:

NoneVS

35 ft.

None

50 min (D)

None

Will neg [DC15]

Cast. 

Time
5 min (D)60 ft. cone-shaped emanation

Range SaveDuration

1 action

 ft.

Target / Area

see text

VSM

Conc.

1 crt Touched 5 rnd (D)

150 ft.1 action

VS 1 action  ft.

1 action 35 ft.

5 crt 50 min

mmmmmm VS

VSF

mmmmmm VS

mmmmmm VSM

5 rnd Will neg [DC16]

S
C

H
O

O
L
S

55
LEGEND

Caster Level

Effective

mmm

Checks

Object shines like a torchVM 1 action Touch

1 min1 crt Touched

VS 1 action

TouchVSM 1 action

1 obj touched

Detects spells and magic items within 60' 

Comp.

Touch 1 crt Touched Instant

mmmmmm

Touch



Lvl Bard (P) lvl 0 Spells S SR Ref.Checks Comp.
Cast. 

Time
Range Target / Area Duration Save Short Description


