





	Character Name: 
	Class: BARD
	Race: Tiefling
	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: +5
	Animal Handling Tick: Off
	Animal Handling Score: +1
	Arcana Tick: Off
	Arcana Score: +3
	Athletics Tick: Off
	Athletics Score: +0
	Deception Tick: Off
	Deception Score: +4
	History Tick: Yes
	History Score: +4
	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: +1
	Religion Tick: Yes
	Religion Score: +7
	Performance Tick: Yes
	Performance Score: +5
	Sleight of Hand Tick: Off
	Sleight of Hand Score: +3
	Persuasion Tick: Yes
	Persuasion Score: +6
	Stealth Tick: Off
	Stealth Score: +3
	Survival Tick: Off
	Survival Score: +1
	Perception Tick: Off
	Perception Score: +1
	Front_AC: 13
	Front_Shield Bonus: 
	Front_Initiative: +2
	Front_Speed: 30 ft
	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: Dagger (20/60ft)
	Front_Weapon Atk Bonus 1: 4
	Front_Weapon Damage 1: 1d4 +2 Piercing
	Front_Weapon Name 2: Unarmed Strike
	Front_Weapon Atk Bonus 2: 1
	Front_Weapon Damage 2: 1 Bludgeoning
	Front_Weapon Atk Bonus 3: 
	Front_Weapon Damage 3: 
	Front_Weapon Name 3: 
	Ammunition: x 2 Daggers
	Other Combat Stuff: INVENTORY: Backpack, Bedroll, Bell, Bullseye Lantern, 8 flasks of oil, Rations (1 day), Waterskin, 3 Costumes, Tinderbox. LANGUAGES: Common, InfernalGP:         SP:         CP:      
	Stuff I Can Do 01: BARDIC INSPIRATION | 3 times per Long RestAs a bonus action, a creature of your choice (other than yourself) within 60ft. that can see or hear you, gains an Inspriation Die (1d6). Once within the next 1 hour, when the creature fails a d20 roll, they can roll the Inspiration Die and add it to the first roll, potentially turning failure into success. The Inspiration Die is then expended.INFERNAL LEGACY | You have Resistance to Fire damage.
	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 up to 60ft as though it was dim light.ENCOURAGING SONG | At the end of any Short or Long Rest You can perform on a musical instrument and give 2 allies Heroic Inspiration. While they have Heroic Inspiration, they can expend it to reroll any die immediately after rolling it. The new roll must be kept.
	Front_Total Hit Dice: 
	Front_Hit Die: 2d8


