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Bard 1 Kiraine
1 H H CLASS & LEVEL PLAYER NAME
T'anks Kiraine
Tiefling Haunted One (Milestone)
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STRENGTH \ © _+4_ Dexterity
O -1 Constitution +2 13 7 -
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y \ =N Light Armor
[CONSTITUTION] O +2 Acrobatics DEX \ N WEAPONS
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| o 2 Animal Handiing wis j Crossbow, Hand, Longsword, Rapier,
O +1 Arcana INT ~ Shortsword, Simple Weapons
O +0  Athletics STR = —r === TOOLS ===
O _+3  Deception CHA ABILITY SAVE DC | Bagpipes, Flute, Lyre
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O _+3  Performance CHA === ACTIONS ===
+ 1 _ Standard Actions
® _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
1 ) .
O L Religion INT Opportunity Attack, Grapple, Shove, Improvise,
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
QO _+2  Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) 3 . Bardic Inspiration « 3 / Long Rest
® 8 Survival wis As a bonus action, a creature (other than yourself)
+3 o) 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
@] bility check k roll i h Thi b
o added after seeing the roll, but before knowing the
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L SKILLS )/ \ ACTIONS )

7 N
13 PASSIVE WISDOM (PERCEPTION) Dagger +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Unarmed Strike +2 1 Bludgeoning
11 PASSIVE WISDOM (INSIGHT)
13 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.
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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 13, Spell Attack +5)
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.
| 3/ Long Rest « 1 Bonus Action
=== TIEFLING RACIAL TRAITS ===
* Darkvision « BR 43
You can see in darkness (shades of gray) up to 60 ft.
* Hellish Resistance * BR 43
You have resistance to fire damage.
* Infernal Legacy * BR 43
You know the thaumaturgy cantrip. [3rd] You can cast
hellish rebuke (2nd) once per long rest. [5th] You can
cast darkness once per long rest. CHA is your
spellcasting ability.
FEATURES & TRAITS
Leather 1 10 Ib. Hammer 1 31b.
Dagger 1 11b. Holy Water (flask) 1 11b.
Longsword 1 31b. Manacles 1 6 Ib.
Backpack 1 5 lb. Mirror, Steel 1 0.51b.
Chest 1 25 Ib. Oil (flask) 1 1lb.
Clothes, Common 1 31b. Tinderbox 1 11b.
Flute 1 11b. Torch 3 31b.
Lute 1 2 lb. Stake (Wooden) 9 --
Bedroll 1 7 Ib. Holy Symbol 1 --
Candle 5 -
WEIGHT CARRIED
103.5 Ib Clothes, Costume 2 8 Ib.
ENCUMBERED Rations (1 day) 5 10 Ib.
150 Ib. Waterskin 1 51b.
PUSH/DRAG/LIFT Disguise Kit 1 3lb.
300 Ib. Crowbar 1 5 1b.
\ EQUIPMENT




CHARACTER APPEARANCE

e — —
Female 84 Medium 5'9" 165
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral N/A Purple Silver Blonde
ALIGNMENT FAITH SKIN EYES HAIR
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| don’t run from evil. Evil runs
from me.

ALLIES & ORGANIZATIONS

| put no trust in divine beings.

PERSONALITY TRAITS
L~ 1
[ "]
| have a dark calling that puts me above
the law. (Chaotic)
IDEALS
L~ 1
[ "]
A terrible guilt consumes me. | hope that | can
find redemption through my actions.
BONDS
L~ 1
[N ~~"]

| am a purveyor of doom and gloom who lives
in a world without hope.
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T'anks knows not where from whence she hails,
abandoned nary a century ago on upon the
outskirts of an Elven enclave deep within an
enchanted forest. Brought up solely through the
generosity, or perhaps pity, of the people she was
thrust upon, T'anks has come to understand that
survival is neither guaranteed nor free. Following a
harrowing series of events that would see her
home reduced to ash, T'anks set off into the
greater world with little more than what she had
earned - a love of music, her trusty flute and a chip
on her shoulder.

While her forest home was tranquil and beautiful,
the outside world was cruel, heartless and forever
devoid of peace. No kind souls to offer succor, no
opportunities to develop skills in order to be useful,
no chances to better her station nor help others
improve theirs. And so T'anks found herself
playing melodies upon the streets, stealing bread
and apples, whoring herself to wealthy merchants
- anything to survive another day, to find meaning
and answers.

Decades of struggle and abuse hardened T'anks,
taught her new ways to not only survive but to
thrive. Her innate charisma, doubtless helped by
whichever genes were passed to her by her
ancestry, combined with her constant exposure to
the lowest rungs of society developed a
remarkable talent for reading people. To give them
what they want, so that she can get what she
wants. And what she wants is the destruction of
the very systems that grind those around her
under boot, that annihilated her home and all she
knew - that desires to make her the monster
others already believe her to be.

One day, a group of adventurers passing through
town catches her eye...
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=== CANTRIPS === (At Will)
Thaumaturgy Infernal Legacy 1A 30 ft. \Y 1 minute PHB282 D:1m,V
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