





	Character Name: 
	Class: BARD
	Race: Half-Elf
	Age: 
	Background: Entertainer
	XP: 
	Hair: 
	Height: 
	Weight: 
	Eyes: 
	Str Bonus: -1
	Str Save: -1
	Dex Bonus: +2
	Dex Save: +4
	Con Bonus: +1
	Int Save: +2
	Wis Bonus: +0
	Wis Save: +0
	Cha Bonus: +3
	Cha Save: +5
	Int Bonus: +2
	Inspiration: 
	Passive Perception: 11
	Proficiency Bonus: +2
	Level: 2
	Portrait: 
	Con Save: +1
	Acrobatics Tick: Yes
	Acrobatics Score: +4
	Animal Handling Tick: Off
	Animal Handling Score: +1
	Arcana Tick: Off
	Arcana Score: +3
	Athletics Tick: Off
	Athletics Score: +0
	Deception Tick: Yes
	Deception Score: +5
	History Tick: Off
	History Score: +3
	Insight Tick: Off
	Insight Score: +1
	Intimidation Tick: Off
	Intimidation Score: +4
	Investigation Tick: Off
	Investigation Score: +3
	Medicine Tick: Off
	Medicine Score: +1
	Nature Tick: Off
	Nature Score: +3
	Religion Tick: Yes
	Religion Score: +5
	Performance Tick: Yes
	Performance Score: +5
	Sleight of Hand Tick: Off
	Sleight of Hand Score: +3
	Persuasion Tick: Yes
	Persuasion Score: +4
	Stealth Tick: Yes
	Stealth Score: +4
	Survival Tick: Off
	Survival Score: +1
	Perception Tick: Yes
	Perception Score: +2
	Front_AC: 13
	Front_Shield Bonus: 
	Front_Initiative: +3
	Front_Speed: 30ft.
	Front_Max HP: 15
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: Rapier
	Front_Weapon Atk Bonus 1: 4
	Front_Weapon Damage 1: 1d8 +2 Piercing
	Front_Weapon Name 2: Dagger (20/60ft)
	Front_Weapon Atk Bonus 2: 4
	Front_Weapon Damage 2: 1d4 +2 Piercing
	Front_Weapon Atk Bonus 3: 2
	Front_Weapon Damage 3: 1 Bludgeoning
	Front_Weapon Name 3: Unarmed Strike
	Ammunition: x2 Daggers
	Other Combat Stuff: INVENTORY: Backpack, Bedroll, Mess Kit, Rations (1 day), Disguise Kit, Costume, Candle, Lute, Hand Drum, Horn, Shawm.



LANGUAGES: Common, Elvish, Goblin



GP:         SP:         CP:         
	Stuff I Can Do 01: BARDIC INSPIRATION | 3 per Day
As a bonus action, a creature of your choice (other than yourself) within 60ft. that can hear you, gains an inspriation die (1d6). For 10 minutes, the creature can add it to one ability check, attack roll or saving throw. This can be added after seeing the roll, but before knowing the outcome. 

SONG OF REST | 
If you or any friendly creatures can hear your performance and spend Hit Dice at the end of a short rest, they recover an additional 1d6 Hit Points.
	Stuff I Can Do 02: JACK OF ALL TRADES |
You can add half your proficiency bonus, rounded down (+1) to any ability check you make that doesn't already include it. (This has already been included in your skills.)

DARKVISION |
You can see in darkness (shades of grey) up to 60ft.

FEY ANCESTRY |
You have advantage on saving throws against being charmed and magic can't put you to sleep.
	Front_Total Hit Dice: 
	Front_Hit Die: 2d8
	SpellSheet 1_Spell Atk: +5
	SpellSheet 1_Spell DC: 13
	SpellSheet 1_Cantrips Known: 2
	SpellSheet 1_Spells Known: 5
	SpellSheet1_Spell Slot 1st 1: Yes
	SpellSheet1_Spell Slot 1st 2: Yes
	SpellSheet1_Spell Slot 1st 3: Yes
	SpellSheet1_Spell Slot 1st 4: Off
	SpellSheet1_Spell Slot 2nd 1: Off
	SpellSheet1_Spell Slot 2nd 2: Off
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	SpellSheet1_Spell Slot 5th 2: Off
	SpellSheet1_Spell Slot 5th 3: Off
	SpellSheet1_Spell Slot 6th 1: Off
	SpellSheet1_Spell Slot 6th 2: Off
	SpellSheet1_Spell Slot 7th 1: Off
	SpellSheet1_Spell Slot 7th 2: Off
	SpellSheet1_Spell Slot 8th 1: Off
	SpellSheet1_Spell Slot 9th 1: Off
	SpellSheet1_Spellcasting Focus: Instrument of your choosing
	SpellSheet1_Spell Name 01: Dancing Lights
	SpellSheet 1_Spells Level 01: C
	SpellSheet1_Range 01: 120 ft.
	SpellSheet1_Casting Time 01: 1 Action
	SpellSheet1_Save 01: -
	SpellSheet1_Duration 01: CONC | 1 Min
	SpellSheet1_Components 01: V S M
	SpellSheet1_Prepared 01: Off
	SpellSheet1_Spell Effect 01: You create up to four torch-sized lights within range, making them appear as torches, lanterns, or glowing orbs that hover in the air for the duration. You can also combine the four lights into one glowing vaguely humanoid form of Medium size. Whichever form you choose, each light sheds dim light in a 10-foot radius.

As a bonus action on your turn, you can move the lights up to 60 feet to a new spot within range. A light must be within 20 feet of another light created by this spell, and a light winks out if it exceeds the spell's range.


	SpellSheet1_Spell Name 02: Vicious Mockery
	SpellSheet 1_Spells Level 02: C
	SpellSheet1_Range 02: 60 ft.
	SpellSheet1_Casting Time 02: 1 Action
	SpellSheet1_Save 02: WIS DC13
	SpellSheet1_Duration 02: Instant
	SpellSheet1_Components 02: V
	SpellSheet1_Prepared 02: Off
	SpellSheet1_Spell Effect 02: You unleash a string of insults laced with subtle enchantments at a creature you can see within range. If the target can hear you (though it need not understand you), it must succeed on a Wisdom saving throw or take 1d4 psychic damage and have disadvantage on the next attack roll it makes before the end of its next turn.
	SpellSheet1_Spell Name 03: Charm Person
	SpellSheet 1_Spells Level 03: 1
	SpellSheet1_Range 03: 30 ft.
	SpellSheet1_Casting Time 03: 1 Action
	SpellSheet1_Save 03: WIS DC13
	SpellSheet1_Duration 03: 1 Hour
	SpellSheet1_Components 03: V S
	SpellSheet1_Prepared 03: Off
	SpellSheet1_Spell Effect 03: You attempt to charm a humanoid you can see within range. It must make a Wisdom saving throw, and does so with advantage if you or your companions are fighting it. If it fails the saving throw, it is charmed by you until the spell ends or until you or your companions do anything harmful to it. The charmed creature regards you as a friendly acquaintance. When the spell ends, the creature knows it was charmed by you.


	SpellSheet1_Spell Name 04: Detect Magic
	SpellSheet 1_Spells Level 04: 1
	SpellSheet1_Range 04: Self
	SpellSheet1_Casting Time 04: 1 Action
	SpellSheet1_Save 04: -
	SpellSheet1_Duration 04: CONC | 10 Min
	SpellSheet1_Components 04: V S
	SpellSheet1_Spell Effect 04: For the duration, you sense the presence of magic within 30 feet of you. If you sense magic in this way, you can use your action to see a faint aura around any visible creature or object in the area that bears magic, and you learn its school of magic, if any.

The spell can penetrate most barriers, but it is blocked by 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt.
	SpellSheet1_Prepared 04: Off
	Spells I Know Level_18: 1
	Spells I Know Level_01: C
	Spells I Know Name_01: Dancing Lights
	Spells I Know Level_02: C
	Spells I Know Name_02: Vicious Mockery
	Spells I Know Level_03: 1
	Spells I Know Name_03: Charm Person
	Spells I Know Level_04: 1
	Spells I Know Name_04: Detect Magic
	Spells I Know Level_05: 1
	Spells I Know Name_05: Faerie Fire
	Spells I Know Level_06: 1
	Spells I Know Name_06: Healing Word
	Spells I Know Level_07: 1
	Spells I Know Name_07: Thunderwave
	Spells I Know Level_08: 
	Spells I Know Name_08: 
	Spells I Know Level_09: 
	Spells I Know Name_09: 
	Spells I Know Level_10: 
	Spells I Know Name_10: 
	Spells I Know Level_11: 
	Spells I Know Name_11: 
	Spells I Know Level_12: 
	Spells I Know Name_12: 
	Spells I Know Level_13: 
	Spells I Know Name_13: 
	Spells I Know Level_14: 
	Spells I Know Name_14: 
	Spells I Know Level_15: 
	Spells I Know Name_15: 
	Spells I Know Level_16: 
	Spells I Know Name_16: 
	Spells I Know Name_17: 
	Spells I Know Name_18: 
	Spells I Know Name_19: 
	Spells I Know Level_19: 
	Spells I Know Level_20: 
	Spells I Know Name_20: 
	Spells I Know Name_22: 
	Spells I Know Level_23: 
	Spells I Know Name_23: 
	Spells I Know Level_24: 
	Spells I Know Name_24: 
	Spells I Know Level_25: 
	Spells I Know Name_25: 
	Spells I Know Level_26: 
	Spells I Know Name_26: 
	Spells I Know Level_27: 
	Spells I Know Name_27: 
	Spells I Know Level_28: 
	Spells I Know Name_28: 
	Spells I Know Level_29: 
	Spells I Know Name_29: 
	Spells I Know Level_30: 
	Spells I Know Name_30: 
	Spells I Know Level_31: 
	Spells I Know Name_31: 
	Spells I Know Level_32: 
	Spells I Know Name_32: 
	Spells I Know Level_33: 
	Spells I Know Name_33: 
	Spells I Know Level_34: 
	Spells I Know Name_34: 
	Spells I Know Level_35: 
	Spells I Know Name_35: 
	Spells I Know Level_36: 
	Spells I Know Name_36: 
	Spells I Know Level_21: 
	Spells I Know Name_21: 
	Spells I Know Level_22: 
	Spells I Know Level_17: 
	SpellSheet1_Spell Name 05: 
	SpellSheet 1_Spells Level 05: 
	SpellSheet1_Range 05: 
	SpellSheet1_Casting Time 05: 
	SpellSheet1_Save 05: 
	SpellSheet1_Duration 05: 
	SpellSheet1_Components 05: 
	SpellSheet1_Prepared 05: Off
	SpellSheet1_Spell Effect 05: 
	SpellSheet1_Spell Name 06: 
	SpellSheet 1_Spells Level 06: 
	SpellSheet1_Range 06: 
	SpellSheet1_Casting Time 06: 
	SpellSheet1_Save 06: 
	SpellSheet1_Duration 06: 
	SpellSheet1_Components 06: 
	SpellSheet1_Spell Effect 06: 
	SpellSheet1_Prepared 06: Off


