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Hit Point Maximum
Strength

Dexterity

Constitution

Intelligence

Wisdom

Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

Acrobatics (Dex)

Animal Handling (Wis)

Arcana (Int)

Athletics (Str)

Deception (Cha)

History (Int)

Insight (Wis)

Intimidation (Cha)

Investigation (Int)

Medicine (Wis)

Nature (Int)

Perception (Wis)

Performance (Cha)

Persuasion (Cha)

Religion (Int)

Sleight of Hand (Dex)

Stealth (Dex)

Survival (Wis)
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	ClassLevel: Bard 2
	Background: Gladiator
	PlayerName: 
	CharacterName: Maximillian Doomkiller Bloodpain 
	Race : Human - possibly
	Alignment: Lawful Good
	XP: 
	Inspiration: 
	STR: +2
	ProfBonus: +2
	AC: 15
	Initiative: +1
	Speed: 30
	PersonalityTraits : A tough, harsh, swearing exterior hides a heart of gold
	STRmod: 14
	HPMax: 22
	ST Strength: +2
	DEX: +1
	HPCurrent: 
	Ideals: The warrior's mind command the body, and not the other way around
	DEXmod : 12
	HPTemp: 
	Bonds: Never leave a man behind!
	CON: +5
	HDTotal: 
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 20
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: Some PTSD can flare up at times, and he can ask to much of his allies at other times
	INT: +1
	ST Dexterity: +1
	ST Constitution: +7
	ST Intelligence: +1
	ST Wisdom: +2
	ST Charisma: +6
	Acrobatics: +2
	Animal: +3
	Athletics: +4
	Deception : +4
	History : +2
	Insight: +3
	Intimidation: +4
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Yes
	Wpn Name: "club"
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 1d6+2
	INTmod: 12
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Investigation : +2
	WIS: +2
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +2
	Wpn3 Damage : 
	Perception : +3
	WISmod: 15
	CHA: +4
	Nature: +2
	Performance: +4
	Medicine: +3
	Religion: +2
	Stealth : +4
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Yes
	Check Box 40: Yes
	Persuasion: +6
	SleightofHand: +2
	CHamod: 18
	Survival: +4
	AttacksSpellcasting: Club does bludgeoning or piercing damage as required.Cantrips (whenever he likes):- Light (he has a torch)- Vicious mockeryLevel 1 spells (3 a day of either):- Heroism- Animal Friendship- Sleep ("Flashbang grenade")
	Passive: 13
	CP: 
	ProficienciesLang: Max's cigar is actually a personalized filter that gives him advantage against poison that is inhaled. He always has one in his lips, but never seems to light it. It hides a nasty ulcer.Max has been burnt so much, and with special training and equipment, he is effectively immune to fire damage.He is by far one of the most skilled characters in the game. 
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Studded leather +1 (AKA Teflon combat body armor)Club that does bludgeoning or piercing damage (Out of service machine gun with blade on the end )Sack of holding (he has a vest with a ridiculous number of pockets)
	Features and Traits: Max is a the steroclassical scared, tough, macho machoman who eats snake venom burgers for dinner and drinks the blood of his enemies tears for desert. Yet he's always there for his team with just the right tool, skill, or a motivational monologue that encourages and inspires. He wields a modern bayoneted machine gun that is for pure aesthetic taste - it only works to bludgeon people with, and most fantasy creatures can't tell what it is for at first sight anyway. Bardic inspiration (Motivation Military Monologue) - Max can inspire his allies with inspiring military such as 'The only easy day was Yesterday!' and 'Follow me, or get the heck out of my way!' 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. He can do this four times before needing a long rest.Song of Rest (Stories from war) Max can use soothing oration to help revitalize wounded allies during a short rest. If he or any friendly creatures who can hear him retell old war stories regain hit points at the end of the short rest by spending one or more Hit Dice, each of those creatures regains an extra 1d6 hit points.


