
 

Bardic College 
The way of a bard is gregarious. Bards seek each other out 
to swap songs and stories, boast of their accomplishments, 
and share their knowledge. Bards form loose associations, 
which they call colleges, to facilitate their gatherings and 
preserve their traditions. 

College of Calligraphy 
Before the invention of the printing press, books were 
painstakingly copied by hand. Every word needed to be 
written perfectly and beautifully, a task so delicate that it 
spawned calligraphy, a form of artistic handwriting. Today, 
bards in the College of Calligraphy maintain this art form, 
and have perfected handwriting to such an extent that they 
can scribe magic and write components for spells that 
would otherwise need to be performed. 
Bonus Proficiencies 
When you join the College of Calligraphy at 3rd level, you 
gain proficiency in calligrapher’s tools and the forgery kit. 
You can use a writing implement as an arcane focus, and 
have advantage on all checks made to forge a document 
and imitate handwriting. 

Written Components 
At 3rd level, your handwriting has become perfect enough 
as to meet the same stringent requirements as verbal spell 
components. Whenever you cast a spell with a verbal 
component, you can write the component out instead. This 
changes the verbal component into a somatic component, 
or gets rid of the component entirely if the spell already has 
a somatic component. You can write in the air if you do not 
have ink or a surface to write on, creating floating letters 
until you finish casting. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
Imbued Writing 
At 3rd level, you can weave magic into your ink, beckoning 
what you write to come to pass. You can give a creature a 
Bardic Inspiration die by writing about its future (the 
creature does not need to hear you to receive the die.) 
When you do so, you select ability check, attack roll, or 
saving throw; if the creature expends its Bardic Inspiration 
die on that type of roll, it can add your proficiency bonus to 
the roll. 

Runescribe 
By 6th level, as a bonus action, can you expend a spell slot 
of 1st level or higher to scribe arcane symbols onto a 
weapon you are holding. On its next hit, this weapon is 
considered magical for the purpose of overcoming damage 
resistance and immunity, and it deals an additional d6 
damage for each level of the spell slot expended. All 
unused symbols vanish when you take a long rest. 

Inscriptions of Power 
Starting at 14th level, as a part of the bonus action when 
you give a creature a Bardic Inspiration die, you can also 
cast a spell of 4th level or lower (expending a spell slot and 
spell components as normal) to give that creature an 
inscription of power. While the creature has that Bardic 
Inspiration die, it can cast that spell once, expending its 
inscription of power. This spell uses your spell save DC 
and spell attack bonus, if applicable. 


