
Bard College of Taxonomy 
Homebrew by A Couple of Characters.  

Bards of the College of Taxonomy pride themselves on their knowledge of the creatures that roam their 

world, collecting bits of knowledge from sources as diverse as scholarly tomes and peasant tales. These 

bards travel the world in search of creatures great and small, hoping to learn a bit about all of them. 

Bards of this college travel with a tome which they refer to as their "Creature Catalog", in which they 

record creatures they have encountered. The college's members do not typically gather together, 

preferring to wander the lands in search of a new creature they haven't encountered before. 

Your Creature Catalog 
Beginning at 3rd level you have a creature catalog which contains detailed information about creatures 

you have encountered on your adventures. The book contains 6 creatures of your choice when you gain 

this feature at 3rd level and you can add 2 creatures to your creature catalog whenever you gain a level 

in this class. The creatures that you add to your creature catalog as you gain levels reflect the research 

you conduct on your own throughout your travels. While you are holding your creature catalog, you can 

use it as a spellcasting focus for your bard spells. 

Copying a Creature into the Book. When you encounter a creature on your adventures, you can add it to 

your creature catalog if you can spare the time to discern information about it. Copying a creature into 

your creature catalog involves inspecting the creature up close. The creature can be alive or dead during 

this inspection. While studying a creature to put it into your creature catalog, you must spend your 

action to discern the abilities, defenses, and other hidden things about the creature. This investigation 

takes 10 minutes per challenge rating of the creature you are inspecting, minimum of 1 minute for CR 0 

creatures. 

Creating a Backup Creature Catalog. While you possess your creature catalog, you can create a 

secondary copy as a backup. For each creature you want to copy, the process takes 10 minutes and 1gp 

to copy into your backup creature catalog. 

Replacing the Book. If you lose your creature catalog, you must spend 1 hour and 5gp for each creature 

that was in your book that you want to copy. The time represents discerning the meaning of your 

previous notes and memories. The gold covers the cost of the paper, ink, and any book binding you wish 

to have done. 

The Book's Appearance. Your creature catalog is a unique compilation of creatures you have 

encountered on your adventures. It might be a plain, functional, leather volume that you received as a 

gift from your master, a finely bound gilt-edged tome you found in an ancient library, or even a loose 

collection of notes scrounged together after you lost your previous creature catalog in a mishap. 

Bonus Proficiencies 
When you join the College of Taxonomy at 3rd level, you gain proficiency in Insight and Nature. If you 

already have proficiency in either of the listed skills, you can instead choose to double your proficiency 
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bonus for any ability check you make that uses Insight or Nature, choose 1. You also gain 1 language of 

your choice and gain 1 additional language at 6th and 14th levels. 

I Read Your Book 
Also at 3rd level, you learn to inspire others in battle against creatures you have documented. A creature 

that has a Bardic Inspiration die from you and is fighting a creature in your creature catalog can use the 

bardic inspiration in the following ways:  

∙​ The creature can roll the bardic inspiration die and add the number rolled to a weapon damage 

roll it makes.  

∙​ The creature can roll the bardic inspiration die and use their reaction to add the number rolled 

to their AC against an attack after seeing the roll but before knowing whether it hits or misses 

when an attack roll is made against the creature. 

Keen Observer 
Starting at 6th level, if you spend at least 1 minute observing or interacting with another creature 

outside combat, you can learn certain information about its capabilities. 

You learn the following attributes about the creature: Damage Vulnerabilities, Damage Resistances, 

Damage Immunities, and Condition Immunities. In addition, if you later copy this creature into your 

creature catalog, it takes half the time it would typically take you to copy it, no additional time for CR 0 

creatures. 

Master of Insight 
By 14th level, your study of creatures has given you an uncanny understanding of how to interact with 

them and track them. Whenever you make an Animal Handling, Insight, Persuasion, or Survival check on 

a creature in your creature catalog, you have advantage on the check. In addition, you learn the Charm 

Monster, Charm Person, Locate Animals or Plants, and Locate Creature spells, and they don't count 

against your number of spells known. These spells count as bard spells for you.  

Contact Us 
If you want to know more about our take on this bard college, check out episode 25 of our podcast A 

Couple of Characters at acoupleofcharacterspodcast.com or wherever podcasts are found! 

If you play a character using the college of taxonomy, let us know how it went by e-mailing us at 

acoupleofcharacterspod at gmail.com. 
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Open Game Content & Copyright  
Open Content: Subject to designation as Product Identity (see below), the only portion of the Rogue 

Echo Skulker product designated as Open Game Content is the rules content (names of classes, some 

class features, skills, etc. taken from the SRD) as defined in the Open Game License version 1.0a Section 

1(d). The introduction section, College of Taxonomy sub-class name, Your Creature Catalog, Bonus 

Proficiencies, I Read Your Book, Keen Observer, Master of Inishgt, and the Contact section, as well as all 

other parts of this product including all text not specifically designated as Open Game Content is not 

Open Game Content. No portion of this work other than the material designated at Open Game Content 

may be reproduced in any form without written permission. 

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open 

Game License 1.0a, Section 1(e), and are not Open Content: A Couple of Characters, and A Couple of 

Characters Logo, but excluding any content that is Product Identity of Wizards of the Coast. 

Bard College of Taxonomy is Copyright © 2022 A Couple of Characters. 

Reference in non-Open Game Content (thus not covered by the Open Game License) in this work to 

content owned by others is not a challenge to their ownership and is under Fair Use. 

Nothing within the Bard College of Taxonomy may be added to sites such as D&D Beyond, or homebrew 

websites, absolutely no exceptions. 

Open Game License Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the 

Coast, Inc ("Wizards"). All Rights Reserved.  

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed 

Open Game Content; (b)"Derivative Material" means copyrighted material including derivative works 

and translations (including into other computer languages), potation, modification, correction, addition, 

extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may 

be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, 

broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game 

mechanic and includes the methods, procedures, processes and routines to the extent such content 

does not embody the Product Identity and is an enhancement over the prior art and any additional 

content clearly identified as Open Game Content by the Contributor, and means any work covered by 

this License, including translations and derivative works under copyright law, but specifically excludes 

Product Identity. (e) "Product Identity" means product and product line names, logos and identifying 

marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, 

dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 

concepts, themes and graphic, photographic and other visual or audio representations; names and 

descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special 

abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or 

effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly 



identified as Product identity by the owner of the Product Identity, and which specifically excludes the 

Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used 

by a Contributor to identify itself or its products or the associated products contributed to the Open 

Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, 

format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) "You" Not 

for resale. Permission granted to print or photocopy this document for personal use only. System 

Reference Document 5.1 2 or "Your" means the licensee in terms of this agreement.  

2. The License: This License applies to any Open Game Content that contains a notice indicating that the 

Open Game Content may only be Used under and in terms of this License. You must affix such a notice to 

any Open Game Content that you Use. No terms may be added to or subtracted from this License except 

as described by the License itself. No other terms or conditions may be applied to any Open Game 

Content distributed using this License.  

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of 

this License.  

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You 

a perpetual, worldwide, royalty-free, nonexclusive license with the exact terms of this License to Use, the 

Open Game Content.  

5. Representation of Authority to Contribute: If You are contributing original material as Open Game 

Content, You represent that Your Contributions are Your original creation and/or You have sufficient 

rights to grant the rights conveyed by this License.  

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to 

include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying 

or distributing, and You must add the title, the copyright date, and the copyright holder's name to the 

COPYRIGHT NOTICE of any original Open Game Content you Distribute.  

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to 

compatibility, except as expressly licensed in another, independent Agreement with the owner of each 

element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any 

Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as 

expressly licensed in another, independent Agreement with the owner of such Trademark or Registered 

Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the 

ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall 

retain all rights, title and interest in and to that Product Identity.  

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the 

work that you are distributing are Open Game Content.  



9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. 

You may use any authorized version of this License to copy, modify and distribute any Open Game 

Content originally distributed under any version of this License.  

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game 

Content You Distribute.  

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name 

of any Contributor unless You have written permission from the Contributor to do so.  

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with 

respect to some or all of the Open Game Content due to statute, judicial order, or governmental 

regulation then You may not Use any Open Game Material so affected.  

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and 

fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the 

termination of this License.  

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be 

reformed only to the extent necessary to make it enforceable.  

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC. System 

Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy 

Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, 

Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax and Dave Arneson.  
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