Jazmin Moradin
CHARACTER NAME

INSPIRATION

+2

9

+4

●

16
●

-1

Strength

+5

Dexterity

+2

Constitution

+1

Intelligence

-1

Wisdom

+5

Charisma

CONSTITUTION

+4

30'

INITIATIVE

SPEED

EXPERIENCE POINTS

Flattery is my preferred trick for
getting what I want.

+2

Arcana (Int)

+0

Athletics (Str)

+5

Deception (Cha)

+2

History (Int)

+0

Insight (Wis)

+4

Intimidation (Cha)

+3

Investigation (Int)

+0

Medicine (Wis)

+2

Nature (Int)

●

+1

Perception (Wis)

●

+5

Performance (Cha)

●

+5

Persuasion (Cha)

+2

Religion (Int)

●

+5

Sleight of Hand (Dex)

●

+5

Stealth (Dex)

+0

Survival (Wis)

●

+0
CHARISMA

+4

TEMPORARY HIT POINTS

Animal Handling (Wis)

●

Total 3d8

SUCCESSES
FAILURES

HIT DICE

NAME

SKILLS

CP

Languages - common, elvish
Proficiencies - light armor, simple
weapons, hand crossbows,
longswords, rapiers, shortswords,
disguise kit, forgery kit, musical
instruments

SP

EP

GP

PP

BONDS

I'm always in debt. I spend my ill-gotten gains
on decadent luxuries faster than I bring them in.

DEATH SAVES

ATK BONUS DAMAGE/TYPE

Rapier

+5

1d8 + 3 piercing

Dagger (20/60)

+5

1d4 + 3 piercing

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

OTHER PROFICIENCIES & LANGUAGES

IDEALS

I owe everything to my mentor – the professor
who sees the best in me despite my antics

+0

13

9

CURRENT HIT POINTS

Acrobatics (Dex)

INTELLIGENCE

WISDOM

Aspiration. I'm determined to make
something of myself.

+5

●

14

+2

Hit Point Maximum 24

SAVING THROWS

+3

11

Neutral
ALIGNMENT

PLAYER NAME

PERSONALITY TRAITS

DEXTERITY

16

Human

ARMOR
CLASS

PROFICIENCY BONUS

BACKGROUND

RACE

14

STRENGTH

+0

Charlatan

Bard 3 (College of Lore)
CLASS & LEVEL

Leather armor (worn),
rapier, dagger, lute,
backpack, set of fine
clothes, disguise kit, deck
of marked cards, coin purse
with fake gold coins made
of painted wood (n=20) and
enough rocks to make it
weigh an appropriate
amount for the number of
coins

FLAWS

Bardic Inspiration (3 total) - you use a bonus
action on your turn to choose one creature other
than yourself within 60' 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.
Song of Rest - During a short rest, if you or any
friendly creatures who can hear you spend one or
more Hit Dice to regain hit points, each of those
creatures regains an extra 1d6 hit points.
Cutting Words - When a creature that you can see
within 60' 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.
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FEATURES & TRAITS

CHARACTER NAME

19

5'10"

AGE

HEIGHT

185 lbs
WEIGHT

green

fair

brown

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Grew up in the slums of the inner
city to a poor family. They routinely
had to swindle to make ends meet
for their family (sleight of hands
cons while performing on street
corners).
Was recruited based on musical
skill but has a tumultuous
relationship with campus authority.
Their one strong advocate is the
professor who scouted them.
More interested in carousing than
actually going to class and
accomplishing anything.

False Identity - You have created a second identity that includes
documentation, established acquaintances, and disguises that allow you to
assume that persona. Additionally, you can forge documents including
official papers and personal letters, as long as you have seen an example
of the kind of document or the handwriting you are trying to copy.
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 (already included)

ADDITIONAL FEATURES & TRAITS

Naturally talented but lacks a
strong work ethic for anything that
isn't amusing in the moment.
Dreams of becoming a big time bard
and all the fame and fortune that
comes with it.
CHARACTER BACKSTORY

TREASURE
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Bard
SPELLCASTING
CLASS

0

CANTRIPS

3

CHA

DC 13

+5

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Mage Hand

Vicious Mockery

SPELL
LEVEL

SLOTS TOTAL

1

4

EPAR

7
SPELL NAME

ED

PR

SLOTS EXPENDED

Charm Person

Dissonant Whispers

Sleep

4

SPELLS KNOWN

Tasha's Hideous Laughter

8

2

2

Invisibility

Knock

5
9
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