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	 	 Sleight of Hand (Dex)

	 	 Stealth (Dex)

	 	 Survival (Wis)
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	ClassLevel: College of Lore Bard - Level 5
	Background: Entertainer
	PlayerName: 
	CharacterName: 
	Race : Half-Elf
	Alignment: 
	XP: 
	Inspiration: 
	STR: -1
	ProfBonus: +3
	AC: 13
	Initiative: +3
	Speed: 30
	PersonalityTraits : 
	STRmod: 8
	ST Strength: -1
	DEX: +2
	Ideals: 
	DEXmod : 14
	Bonds: 
	CON: +1
	HDTotal: 5d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 12
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: 
	INT: +2
	ST Dexterity: +5
	ST Constitution: +1
	ST Intelligence: +2
	ST Wisdom: +0
	ST Charisma: +6
	Acrobatics: +5
	Animal: +3
	Athletics: +1
	Deception : +6
	History : +4
	Wpn Name: Crossbow
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d8+2 Piercing
	Insight: +3
	Intimidation: +3
	Wpn Name 2: Dagger*
	Wpn2 AtkBonus : +5
	Wpn Name 3: Vicious Mockery
	Wpn3 AtkBonus  : WIS DC15
	Check Box 11: Off
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Yes
	INTmod: 14
	Wpn2 Damage : 1d4+2 Piercing
	Investigation : +5
	WIS: +0
	Arcana: +4
	Perception : +3
	WISmod: 10
	CHA: +4
	Nature: +4
	Performance: +9
	Medicine: +2
	Religion: +4
	Stealth : +8
	Check Box 23: Yes
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Yes
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Yes
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Yes
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Yes
	Check Box 39: Yes
	Check Box 40: Yes
	Persuasion: +6
	HPMax: 33
	HPCurrent: 
	HPTemp: 
	Wpn3 Damage : 2d4 Psychic
	SleightofHand: +5
	CHamod: 18
	Survival: +3
	AttacksSpellcasting: *You can throw a dagger 20 feet, or up to 60 feet with disadvantage on the attack roll.
	Passive: 13
	CP: 
	ProficienciesLang: Languages: Common, Elvish, Goblin

Armour: Light

Weapons: Simple, Rapier, Short Sword, Long Sword, Hand Crossbow

Tools: Flute, Lute, Drum, Disguise Kit
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: - Light Crossbow, Quiver
- Dagger
- Leather Armour
- Flute
- 2x Costumes
- Disguise Kit
- Backpack, Bedroll, Iron, Pot, 5 Candles, Shovel, Water Skin.
- 5 rations
	Features and Traits: Bard: Bardic Inspiration. | 4 uses per long rest
As a bonus action on your turn, you may give a creature 1d8 inspiration dice. Within the next ten minutes, that ally can spend the inspiration dice by rolling it and adding the result to an ability check, attack roll, or saving throw they make. The ally may see the result they roll on the d20 before deciding to use the inspiration dice, but must do so before the DM says whether their roll is a success or failure. Each ally may only have one inspiration dice at a time.

Bard: Jack of All Trades
You can add half your proficiency bonus, rounded down, to any ability check you make that doesn't already include your proficiency bonus. (This has already been calculated and applied in your skills)

Bard: Song of Rest (during a short rest)
If you or any friendly creatures who can hear your performance regain hit points at the end of a short rest by spending one or more Hit Dice, each creature regains an extra 1d6 hit points.

Lore College: Cutting Words
When a creature that you can see within 60 feet of you makes an attack roll, an ability check, or a damage roll, you can use your reaction to expend one of your uses of Bardic Inspiration, rolling a Bardic Inspiration die and subtracting the number rolled from the creature’s roll. You can choose to use this feature after the creature makes its roll, but before the DM determines whether the attack roll or ability check succeeds or fails, or before the creature deals its damage. The creature is immune if it can’t hear you or if it’s immune to being charmed.

Half-Elf: Darkvision
You can see in darkness (shades of grey) up to 60ft.

Half-Elf: Fey Ancestry
You have advantage on saving throws against being charmed and magic can't put you to sleep.
	Weight: 
	Height: 
	Age: 
	CharacterName 2: 
	Hair: 
	Skin: 
	Eyes: 
	CharacterPortrait: 
	Allies: 
	FactionName: 
	FactionName 1: 
	Feat+Traits: 
	Backstory: 
	Treasure: 
	SpellAtkBonus 2: +7
	SpellSaveDC  2: 15
	SpellcastingAbility 2: CHA
	Spellcasting Class 2: BARD
	SlotsTotal 21: 2
	SlotsRemaining 21: 
	SlotsTotal 24: 
	SlotsRemaining 24: 
	Spells 1014: Dancing Lights
	Spells 1048: Mass Healing Word
	Spells 1083: 
	Spells 1016: Prestigitation
	Spells 1082: 
	Spells 1047: 
	Spells 1017: Vicious Mockery
	Spells 1049: 
	Spells 1084: 
	Spells 1018: 
	Spells 1085: 
	Spells 1050: 
	Spells 1019: 
	Spells 1051: 
	Spells 1086: 
	Spells 1020: 
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	Spells 1053: 
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	SlotsRemaining 19: 
	SlotsTotal 19: 4
	SlotsTotal 25: 
	SlotsRemaining 25: 
	Spells 1057: 
	Spells 1058: 
	Spells 1059: 
	Spells 1092: 
	Spells 1091: 
	Spells 1015: Detect Magic (R)
	SlotsRemaining 22: 
	SlotsTotal 22: 
	Spells 1023: Faerie Fire
	Spells 1093: 
	Spells 1024: Healing Word
	Spells 1094: 
	Spells 1061: 
	Spells 1025: Thunderwave
	Spells 1095: 
	Spells 1060: 
	Spells 1026: 
	Spells 1096: 
	Spells 1062: 
	Spells 1027: 
	Spells 1097: 
	Spells 1063: 
	Spells 1028: 
	Spells 1098: 
	Spells 1064: 
	Spells 1099: 
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	Spells 1072: 
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	Spells 1046: Hold Person
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	Spells 1034: Shatter
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	Spells 10109: 
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	Spells 101010: 
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	Spells 101011: 
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	Spells 101013: 
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