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Bard 1 Charlatan
Erasmus Stonehand CLASS & LEVEL BACKGROUND PLAYER NAME
Half-EIf Chaotic Neutral
CHARACTER NAME RACE ALIGNMENT EXPERIENCE POINTS
— ———
INSPIRATION \ // \\
[ STRENGTH p— ) 1 4 I'm a born gambler who can't resist
~ +2 30ft taking a risk for a potential payoff.
1 2 ARMOR Sarcasm and insults are my weapons
PROFICIENCY BONUS j CLASS, INITIATIVE SPEED ) of choice.
- PERSONALITY TRAITS
v N [ 10 Yy = =
(O _*1_ Strength \ ) ) .
[ DEXTERITY ® 4 Dexterit Friendship: Material goods come and
— Ceeny go. Bonds of friendship last forever.
1 4 O _*2_ Constitution
'e) 0 Intelligence | CURRENT HIT POINTS Y P IDEALS o
@ O _-1_ Wisdom g ~] ~~— -
® 5 Chari Someone | loved died because of a mistake |
> Charisma made. That will never happen again.
CONSTITUTION k SAVING THROWS )
N r N TEMPORARY HIT POINTS /) BONDS
L~ —~
\\ / 108 \ / \ [~ ~]
Acrobati OO0 .
cropaties secEsE | can't resist a pretty face
O _-1 Animal Handling 1 d8 FAILURESO:O:O
O _°  Arcana HIT DICE DEATH SAVES
CINTELLIGENCE | O 1 Athletics \ 7N 4 N i &
1 O ® _5 Deception 7 N 7 <
O o History S.Sword +4 1d6+3 Darkvision: Can see 60ft in dim light
@ ® 1 Insight : as though it was bright light, and in
O _3  Intimidation darkness as though it was dim light.
[ wisbom O _0  Investigation
i Fey Ancestry: You have advantage
O -1 Medicine . .
9 - on saving throws vs. being charmed,
O o Nature and magic cannot put you to sleep.
@ ® _ 1 Perception
® _5 Performance Spellcasting
'J_\' ® _5 Persuasion . ..
CHARISMA . Bardic Inspiration: You can grant
O 0 Religion oo
1 6 I one creature within 60 ft. who can
© _2_ Sleight of Hand hear you an inspiration die (1d6).
© _4_ Stealth That creature can use the die within
O -1 Survival ) the next ten minutes to add to the
k SKiLLS ) \ ATTACKS & SPELLCASTING P result of one ability check, attack roll,
N 7 N 7 or saving throw. You can use this
— N ability a number of times equal to
11 PASSIVEWISDOM (PERCEPTION) j Shortsword your charisma modifier (3), and
Studded Leather Armor ::gtaln all spent uses after a long
o , [ Fine clothes '
Weapons: Light armor, simple Disguise Kit

DUNGEONS &; DRAGONS®

weapons, hand crossbows,
longswords, rapiers, shortswords

Languages: Common, Elvish,

Tools: Drum, Pan-Flute,
Mandolin, Disguise kit, Forgery kit

OTHER PROFICIENCIES & LANGUAGES

Deck of Marked Cards
Mandolin

Explorer's Pack
(backpack, bedroll,
mess Kit, tinderbox, 10
torches, 10 days'

hempen rope)

EQUIPMENT

rations, waterskin, 50ft.

False ldentity: You have created a
secondary identity that includes
documents, acquaintances, and
disguises that allow you to donne
that persona. Additionally, you can
forge documents, as long as you can
see an example of the document or
handwriting you mean to copy.

FEATURES & TRAITS
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Erasmus Stonehand Ao nEeHT WEICHT
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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SPELLCASTING SPELL SAVE DC SPELL A'I_I'ACK
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0) Ei CANTRIPS j

Friends

Vicious Mockery
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