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: CLASS & LEVEL PLAYER NAME
Aaron Firehand
Human Gambler 0
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— ) ARMOR Max HP Current HP Temp HP |
STRENGTH \ © _+3  Dexterity

O _+0  Constitution +1 12 8 -

O _+3 Intelligence

O +2  Wisdom INITIATIVE CLASS \ HIT POINTS /
® +3 Charisma / y, , \
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Light Armor
j === WEAPONS ===

Crossbow, Hand, Longsword, Rapier,
Shortsword, Simple Weapons

O +3 Arcana INT

o\
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CONSTITUTION O _+1  Acrobatics DEX \ N
‘ O _*2_ Animal Handling wis CROFICIENCY BONTS
-
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QO _+0  Athletics STR = === TOOLS ===
® _+3  Deception CHA ABILITY SAVE DC | Bagpipes, Flute, Pan Flute, Playing Card Set
_g— _gu—
O _+3  History INT === _LANGUAGES ===
® _+4  Insight wis 7% N Common, Deep Speech, Primordial
30 ft. (Walkin
O +1 Intimidation CHA ( 9)
O _+3  Investigation INT
O _+2_ Medicine wis \ SPEED 7
O +3 Nature INT ) PROFICIENCIES & LANGUAGES
O =+ Perception wis , \
® _+3  Performance CHA === ACTIONS ===
+ 2 _ Standard Actions
® _*3  Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
3 ) .
O 13 Religion INT Opportunity Attack, Grapple, Shove, Improvise,
® _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
QO _*1  Stealth DEX === BONUS ACTIONS ===

[ cHARISMA Bardic Inspiration 1 / Long Rest
As a bonus action, a creature (other than yourself)

QO _*2_ Survival wis

+ 1 o) within 60 ft. that can hear you gains an inspiration die
O
O

(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
i — outcome.
L SKILLS )/ \ ACTIONS )

[ 7 N
12 PASSIVE WISDOM (PERCEPTION) Dagger +3 1d4+1 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
14 PASSIVEISDOM (NSIGHT) Rapier +3 1d8+1 Piercing Martial, Finesse
Unarmed Strike +2 1 Bludgeoning
13 PASSIVE INTELLIGENCE (INVESTIGATION)
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=== BARD FEATURES ===
* Hit Points « PHB 52
* Proficiencies « PHB 52
* Spellcasting * PHB 52
You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 11, Spell Attack +3)
and known bard spells as rituals if they have the ritual
tag. You can use a musical instrument as a
spellcasting focus.
* Bardic Inspiration « PHB 53
As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration 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.
| 1/ Long Rest ¢ 1 Bonus Action
=== HUMAN RACIAL TRAITS ===
* Ability Score Increase * BR 31
* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.
FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Rapier 1 21b.
Backpack 1 5 lb.
Signet Ring 1 -
Playing Card Set 1 -
Lute 4 8 Ib.
Bedroll 1 7 Ib.
Candle 5 -
Clothes, Costume 2 8 Ib.
WEIGHT CARRIED
59 Ib Rations (1 day) 5 10 Ib.
ENCUMBERED Waterskin 1 5 lb.
150 Ib. Disguise Kit 1 3lb.

PUSH/DRAG/LIFT

300 Ib.

EQUIPMENT




CHARACTER APPEARANCE
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Male Medium 6'5" 140
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral The Heart of the White Gray Blue Platinum Blon
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

/I’m one of Lady Luck’s favored.
Anything | try is destined to
succeed.

PERSONALITY TRAITS
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Knowledge. Knowledge is power,
and knowing which horse to back is

the key to success. (Any)
IDEALS
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I'm loyal to the friend or family member who
taught me how to gamble.
BONDS
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[N ~~"]

I'm a great gambler. I'm just bad
at math and logic.
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING
ABILITY
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS11 1A 60 ft. \Y Instantaneous PHB 285 V
O Dancing Lights <C> Bard -- 1A 120 ft. V,S,M  concenuation, upto 1 mine - PHB 230 D: 1m, V/SIM
=== 1st LEVEL === 2 Slots OO
QO Thunderwave Bard CON 11 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, VIS
O Healing Word Bard -- 1BA 60 ft. \% Instantaneous PHB 250 V
O Detect Magic [R]<C> Bard -- 1A Self/30 ft. Sphere  V,S Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Charm Person Bard wIs11 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
SPELLS
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