

	Player Name: 
	Experience Points: 
	Background: Mercenary
	Class & Level: 3 Bard (Swords)
	Ancestry: Human (Male 19)
	Flaws: Extremely superstitious
	Bonds: Value freedom above all
	Equipment: - Chain shirt (13+Dex)
- 15ft metal chain
- Belt pouch
- Set of common clothes
- Iron spike
- Shovel
- Silver coin with an arcane circle
	Features and Traits: Blade Flourish
Whenever you take the Attack action on your turn, your walking speed increases by 10 feet until the end of the turn, and if a weapon attack that you make as part of this action hits a creature, you can use one of the following Blade Flourish options of your choice. You can use only one Blade Flourish option per turn.

Defensive Flourish. You can expend one use of your Bardic Inspiration to cause the weapon to deal extra damage to the target you hit. The damage equals the number you roll on the Bardic Inspiration die. You also add the number rolled to your AC until the start of your next turn.

Mobile Flourish. You can expend one use of your Bardic Inspiration to cause the weapon to deal extra damage to the target you hit. The damage equals the number you roll on the Bardic Inspiration die. You can also push the target up to 5 feet away from you, plus a number of feet equal to the number you roll on that die. You can then immediately use your reaction to move up to your walking speed to an unoccupied space within 5 feet of the target.

Slashing Flourish. You can expend one use of your Bardic Inspiration to cause the weapon to deal extra damage to the target you hit and to any other creature of your choice that you can see within 5 feet of you. The damage equals the number you roll on the Bardic Inspiration die.
	Proficiencies & Languages: Languages: Common, Elvish

Bardic Inspiration: You can inspire others through stirring words. To do so, you use a bonus action on your turn to choose one creature other than yourself within 60 feet of you who can hear you. That creature gains one Bardic Inspiration die, a d6.

Once within the next 10 minutes, the creature can roll the die and add the number rolled to one ability check, attack roll, or saving throw it makes. The creature can wait until after it rolls the d20 before deciding to use the Bardic Inspiration die, but must decide before the DM says whether the roll succeeds or fails. Once the Bardic Inspiration die is rolled, it is lost. A creature can have only one Bardic Inspiration die at a time.
	Spellcasting & Attacks: Spell Attack Modifier +5    //   Spell Save DC 13

Cantrips Known - Prestidigitation, Vicious Mockery

Prepared Spells
1st Level (4 slots): Charm Person, Detect Magic
2nd Level (2 slots): Invisibility, Enhance Ability, Hold Person
	Alignment: True Neutral
	Character Name: Vaughan
	Initative: +3
	Speed: 30ft
	Armor Class: 15
	Prof Bonus: +2
	Inspiration Checkbox: Off
	Passive Perception: 11
	HPTemp: 
	HP: 
	Hit Dice Total: 3d8
	HP Max: 24
	Hit Dice: 
	Attack Name 2: HandCrossbow
	Attack Name 3: 
	Attack Name 4: 
	Attack Name 1: Shortsword
	Attack Bonus 2: +4
	Attack Bonus 3: 
	Attack Bonus 4: 
	Attack Bonus 1: +4
	Damage 2: 1d6+2 Piercing
	Damage 3: 
	Damage 4: 
	Damage 1: 1d6+4 Piercing
	Resrouce 2: 
	Resrouce 1: 
	Big Resrouce 2: 
	Total Resrouce 2: 
	Total Resrouce 1:  / 3
	Dexterity Big: +2
	Con Big: +2
	Wis Big: +0
	Int Big: -1
	Cha Big: +3
	Strength Big: +1
	Strength Small: 13
	Int Small: 9
	Con Small: 14
	Wis Small: 11
	Cha Small: 16
	Dex Small: 15
	Str Save: +1
	Dex Save: +4
	Con Save: +2
	Int Save: -1
	Wis Save: +0
	Cha Save: +5
	Skill Bonus 1: +3
	Skill Bonus 2: +2
	Skill Bonus 3: +0
	Skill Bonus 4: +2
	Skill Bonus 5: +4
	Skill Bonus 6: +0
	Skill Bonus 7: +1
	Skill Bonus 8: +4
	Skill Bonus 9: +0
	Skill Bonus 10: +1
	Skill Bonus 11: +0
	Skill Bonus 12: +1
	Skill Bonus 14: +5
	Skill Bonus 15: +0
	Skill Bonus 16: +4
	Skill Bonus 13: +7
	Skill Bonus 17: +6
	Skill Bonus 18: +2
	Strength Check: Off
	Dex Check: Yes
	Con Check: Off
	Int Check: Off
	Cha Check: Yes
	Wis Check: Off
	Skill Prof 1: Off
	Skill Prof 2: Yes
	Skill Prof 3: Off
	Skill Prof 4: Off
	Skill Prof 5: Off
	Skill Prof 6: Off
	Skill Prof 7: Off
	Skill Prof 8: Off
	Skill Prof 9: Off
	Skill Prof 10: Off
	Skill Prof 11: Off
	Skill Prof 12: Off
	Skill Prof 13: Yes
	Skill Prof 14: Yes
	Skill Prof 15: Off
	Skill Prof 16: Yes
	Skill Prof 18: Yes
	Skill Prof 17: Yes
	Death Save 2: Off
	Death Save 3: Off
	Death Save 1: Off
	Death Save 5: Off
	Death Save 4: Off
	Death Save 6: Off
	Big Resrouce 1: Bardic Inspiration
	SP: 
	EP: 
	GP: 
	CP: 
	PP: 
	Personality Traits: Goal is to escape slavery, going to Sunwood to meet Halflar, a plane-walker
	Ideals: People are just people. Who they are matters more than what they are


