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	CharacterName 2: Piii from D. A.
	Age: 25
	Height: 125 cm
	Weight: 95 lb.
	Eyes: blue
	Skin: pale
	Hair: ginger
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: CRIMINAL CONTACT: You have a reliable and trustworthy contact who acts as your liaison to a network of other criminals. You know how to get messages to and from your contact, even over great distances; specifically, you know the local messengers, corrupt caravan masters, and seedy sailors who can deliver messages for you.JACK OF ALL TRADES: You can add half your proficiency bonus, rounded down, to any ability check you make that doesn't already include your proficiency bonus.SONG OF REST: You can use soothing music or oration to help revitalize your wounded allies during a short rest. If you or any friendly creatures who can hear your performance regain hit points at the end of the short rest by spending one or more Hit Dice, each of those creatures regains an extra 1d8 hit points.EXPERTISE: Performance, AcrobaticsFONT OF INSPIRATION: You regain all of your expended uses of Bardic Inspiration when you finish a short or long rest.COUNTERCHARM: You gain the ability to use musical notes or words of power to disrupt mind-influencing effects. As an action, you can start a performance that lasts until the end of your next turn. During that time, you and any friendly creatures within 30 feet of you have advantage on saving throws against being frightened or charmed. A creature must be able to hear you to gain this benefit. The performance ends early if you are incapacitated or silenced or if you voluntarily end it (no action required).
	Treasure: FOCHLUCAN BANDORE:requires attunement by a bardYou can use an action to play the instrument and cast one of its spells. Once the instrument has been used to cast a spell, it can't be used to cast that spell again until the next dawn. The spells use your spellcasting ability and spell save DC.You can play the instrument while casting a spell that causes any of its targets to be charmed on a failed saving throw, thereby imposing disadvantage on the save. This effect applies only if the spell has a somatic or a material component.Spells:Fly, Invisibility, Levitate, Protection from Evil and Good,Entangle, Faerie Fire, Shillelagh, Speak with AnimalsWAND OF MAGIC MISSILES:This wand has 7 charges. While holding it, you can use an action to expend 1 or more of its charges to cast the magic missile spell from it. For 1 charge, you cast the 1st-level version of the spell. You can increase the spell slot level by one for each additional charge you expend.The wand regains 1d6 + 1 expended charges daily at dawn. If you expend the wand's last charge, roll a d20. On a 1, the wand crumbles into ashes and is destroyed.HEALING POTION 2d4+2
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Lore Bard lvl. 9
	Background: Criminal
	PlayerName: 
	CharacterName: Piii from Dirty Amn
	Race : Lightfoot Halfling
	Alignment: ChE
	XP: 
	Inspiration: 
	STR: -1
	ProfBonus: +4
	AC: 16
	Initiative: +3
	Speed: 5/25
	PersonalityTraits : 
	STRmod: 8
	HPMax: 66
	ST Strength: -1
	DEX: +3
	HPCurrent: 
	Ideals: 
	DEXmod : 16
	HPTemp: 
	Bonds: 
	CON: +2
	HDTotal: (9xd8)+2
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 14
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: 
	INT: 0
	ST Dexterity: +7
	ST Constitution: +2
	ST Intelligence: 0
	ST Wisdom: 0
	ST Charisma: +9
	Acrobatics: +11
	Animal: +2
	Athletics: +3
	Deception : +9
	History : +4
	Insight: +4
	Intimidation: +9
	Check Box 11: Off
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Yes
	Wpn Name: Rapier
	Wpn1 AtkBonus: +7
	Wpn1 Damage: 1d8+3 (piercing)
	INTmod: 10
	Wpn Name 2: Dagger
	Wpn2 AtkBonus : +7
	Wpn2 Damage : 1d4+3 (piercing)
	Investigation : +2
	WIS: 0
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +2
	Wpn3 Damage : 
	Perception : +2
	WISmod: 10
	CHA: +5
	Nature: +2
	Performance: +13
	Medicine: +2
	Religion: +2
	Stealth : +7
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Yes
	Check Box 28: Yes
	Check Box 29: Yes
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Yes
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Yes
	Check Box 40: Off
	Persuasion: +7
	SleightofHand: +5
	CHamod: 20
	Survival: +2
	AttacksSpellcasting: BARDIC INSPIRATION: You use a bonus action on your turn to choose one creature other than yourself within 60 ft. of you who can hear you. That creature gains one Bardic Inspiration die, a d8. 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.You can use this feature a number of times equal to your Charisma modifier (a minimum of once). You regain any expended uses when you finish a long rest.
	Passive: 12
	CP: 
	ProficienciesLang: LANGUAGES: Common, HalflingARMOR: lightWEAPONS: simple, Hand Crossbow, Long- & Shortsword, RapierLute, Lyre, FluteGaming CardsThieves´ Tools +7
	SP: 
	EP: 
	GP: 15
	PP: 
	Equipment: Dark Common Clothes with Hood, Fine Clothes, Crowbar, Lute, Chest, 2x Map Case, Bottle of Ink, Ink Pen, Lamp, 2x Flask of Oil, 5x Sheet of Paper, Vial of Perfume, Sealing Wax, Soap, 2x Healing PotionStudded Leather Armor +1, Rapier, Dagger
	Features and Traits: LUCKY: When you roll a 1 on an attack roll, ability check, or saving throw, you can reroll the die. You must use the new result, even if it is a 1.BRAVE: You have advantage on saving throws against being frightened.NIMBLE: You can move through the space of any creature that is of a size larger than yours.NATURALY STEALTHY: You can attempt to hide even when you are only obscured by a creature that is at least one size larger than you.MAGICAL INSPIRATION: If a creature has a Bardic Inspiration die from you and casts a spell that restores hit points or deals damage, the creature can roll that die and choose a target affected by the spell. Add the number rolled as a bonus to the hit points regained or the damage dealt. The Bardic Inspiration die is then lost.CUTTING WORDS: You learn how to use your wit to distract, confuse, and otherwise sap the confidence and competence of others. When a creature that you can see within 60 feet of you makes an attack roll, an ability check, or a damage roll, you can use your reaction to expend one of your uses of Bardic Inspiration, rolling a Bardic Inspiration die and subtracting the number rolled from the creature's roll. You can choose to use this feature after the creature makes its roll, but before the DM determines whether the attack roll or ability check succeeds or fails, or before the creature deals its damage. The creature is immune if it can't hear you or if it's immune to being charmed.
	Spellcasting Class 2: Piii from D. A.
	SpellcastingAbility 2: DEX.
	SpellSaveDC  2: 17
	SpellAtkBonus 2: +9
	SlotsTotal 19: 4
	SlotsRemaining 19: 
	Spells 1014: Prestidigitation
	Spells 1015: Charm Person
	Spells 1016: Message
	Spells 1017: Vicious Mockery
	Spells 1018: 
	Spells 1019: 
	Spells 1020: 
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Off
	Check Box 3031: Off
	Check Box 3032: Off
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Off
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Off
	Check Box 3041: Off
	Spells 1023: Command
	Check Box 251: Off
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Off
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Off
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: Dissonant Whispers
	Spells 1025: Cure Wounds
	Spells 1026: Healing Word
	Spells 1027: 
	Spells 1028: 
	Spells 1029: 
	Spells 1030: 
	Spells 1031: 
	Spells 1032: 
	Spells 1033: 
	SlotsTotal 20: 3
	SlotsRemaining 20: 
	Spells 1034: Spray of Cards
	Spells 1035: Hold Person
	Spells 1036: 
	Spells 1037: 
	Spells 1038: 
	Spells 1039: 
	Spells 1040: 
	Spells 1041: 
	Spells 1042: 
	Spells 1043: 
	Spells 1044: 
	Spells 1045: 
	Spells 1046: Silence
	SlotsTotal 21: 3
	SlotsRemaining 21: 
	Spells 1047: Fireball
	Spells 1048: Mass Healing Word
	Spells 1049: Counterspell
	Spells 1050: 
	Spells 1051: 
	Spells 1052: 
	Spells 1053: 
	Spells 1054: 
	Spells 1055: 
	Spells 1056: 
	Spells 1057: 
	Spells 1058: 
	Spells 1059: 
	SlotsTotal 22: 3
	SlotsRemaining 22: 
	Spells 1060: Raulothim´s Psychic Lance
	Spells 1061: Greater Invisibility
	Spells 1062: 
	Spells 1063: 
	Spells 1064: 
	Check Box 323: Off
	Check Box 322: Off
	Check Box 3067: Off
	Check Box 3068: Off
	Check Box 3069: Off
	Check Box 3070: Off
	Check Box 3071: Off
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