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H CLASS & LEVEL PLAYER NAME
Eudora Silverstone
Tiefling Criminal (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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=== BARD FEATURES ===
* Core Bard Traits « PHB-2024 59

* Bardic Inspiration « PHB-2024 59

As a Bonus Action, you can inspire another creature
within 60 ft. that can see or hear you. That creature
gains one of your Bardic Inspiration dice (1d6). Once
within the next hour, when the creature fails a D20
Test, the creature can roll the Bardic Inspiration die
and add the number rolled to the total, potentially
turning the failure into a success.

You can confer your Bardic Inspiration die 1 times per
Long Rest.

| 1/ Long Rest « 1 Bonus Action

* Spellcasting « PHB-2024 59

You can cast spells through your bardic arts. Charisma
is your spellcasting ability for your Bard spells (Spell
DC 11, Spell Attack +3). You can use a Musical
Instrument as a Spellcasting Focus for your Bard
spells.

=== TIEFLING SPECIES TRAITS ===

* Creature Type « PHB-2024 197
You are a Humanoid.

* Size « PHB-2024
You are Medium or Small, chosen when you select this
species.

* Speed « PHB-2024 197
You have a Speed of 30 ft.

* Darkvision « PHB-2024 197
You have Darkvision with a range of 60 ft.

* Fiendish Legacy « PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
You gain the level 1 benefit of that legacy.

| Abyssal Legacy ¢
You have resistance to Poison damage and you gain
the spells outlined in the Fiendish Legacies table.

* Fiendish Legacy Spells « PHB-2024 197
| Charisma «
* Otherworldly Presence « PHB-2024 197

| Charisma «
You know the Thaumaturgy cantrip. When you cast it
with this trait, the spell uses Charisma.

* Languages « PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Alert « PHB-2024 200

Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179

| Increase two scores (+2/ +1) ¢
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PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Dagger 1 11b.
Backpack 1 51p.
oil 8 81b.
Rations 9 18 Ib.
Bedroll 1 7 1b.
Bell 1 .
Tinderbox 1 11b.
WEIGHT CARRIED Waterskin 1 51b.
70.5 Ib. Mirror 1 0.5 Ib.
ENCUMBERED Bullseye Lantern 1 21b.
120 Ib. Costume 3 12 Ib.
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Female 24 Medium 6"5 125
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Pale Pink White
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=== CANTRIPS === (At Will)
QO Poison Spray Fiendish Legacy Spells +3 1A 30 ft. V.S Instantaneous ~ PHB-2024 306 V/S
O Thaumaturgy Otherworldly Presence - 1A 30 ft. \Y 1 minute PHB-2024 333 D: 1m, V
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