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Sister Mary Clarence

CHARACTER NAME

STRENGTH ‘

4 Dexterity
+1  Constitution
-1 Intelligence

+1  Wisdom
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+5  Charisma

DEXTERITY
+2
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Advantage against spells and
other magical effects
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L SAVING THROWS )’

[CONSTITUTION] ’(®
®

+3  Animal Handling wis

Arcana INT

O +0 Athletics STR
® _+5 Deception CHA
O _-1 History INT

® _+3  Insight wis

O +3 Intimidation CHA
O _-1  Investigation INT

+1  Medicine WIS

Nature INT
WISDOM | _+1  Perception WIS
® _*5 Performance CHA
+1 ® _+5_ Persuasion CHA
:@: ® _+1  Religion INT
O _*2_ Sleight of Hand DEX
® _*+4 Stealth DEX

CHARISMA O _+1  Survival wis
+3 co__
O I
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L)

N
+4  Acrobatics DEX \

Bard 1/ Cleric 1

—

Hollywood Rolls

L SKILLS ),

CLASS & LEVEL PLAYER NAME
Satyr Entertainer (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+2 12 15 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d8 + 1d8 successes O=O=0O
FAILURES( H H >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Crosshow, Hand, Longsword, Rapier,
~ Shortsword, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Birdpipes, Disguise Kit, Horn, Lute, Shawm,
— F— Songhorn
7 N === LANGUAGES ===
35 ft. (Walking) Common, Sylvan
A SPEED )
i PROFICIENCIES & LANGUAGES
N\
=== ACTIONS === === BONUS ACTIONS ===

Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Emboldening Bond « 2 / Long Rest

As an action, you choose up to 2 willing creatures
within 30 ft. of you, creating a magical bond among
them for 10 minutes or until you use this feature again.
While any bonded creature is within 30 ft. of another,
once per turn, they can roll a <strong>d4</strong> and
add it to an attack roll, an ability check, or a saving
throw they make.

Bardic Inspiration « 3 / Long Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d6). For 10 minutes, the creature can add it to one
ability check, attack roll, or saving throw. This can be
added after seeing the roll, but before knowing the
outcome.

74

ACTIONS
4 N
11 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +2 1 Bludgeoning
Ram +2 1d4 Bludgeoning
13 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES A WEAPON ATTACKS & CANTRIPS y
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Sister Mary Clarence

CHARACTER NAME
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Hollywood Rolls

CLASS & LEVEL PLAYER NAME
Satyr Entertainer (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

//
=== BARD FEATURES ===

* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting * PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 13, Spell Attack +5)
and known bard spells as rituals if they have the ritual
tag. You can use a musical instrument as a
spellcasting focus.

* Bardic Inspiration « PHB 53

As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration die (1d6).
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

| 3/Long Rest « 1 Bonus Action
=== CLERIC FEATURES ===
* Hit Points « PHB 57
* Proficiencies « PHB 57
* Spellcasting « PHB 58
You can cast prepared cleric spells using WIS as your
spellcasting modifier (Spell DC 11, Spell Attack +3)
and prepared cleric spells as rituals if they have the
ritual tag. You can use a holy symbol as a spellcasting
focus.
* Divine Domain « PHB 58
You choose a divine domain that grants you additional
spells and other features related to your deity.

| Peace Domain

* Domain Spells « TCoE 33
You gain domain spells at the cleric levels listed in the
Peace Domain Spells table.

* Implement of Peace * TCoE 33
You gain proficiency in the Insight, Performance, or
Persuasion skill (your choice).

* Emboldening Bond ¢ TCoE 33

As an action, you choose up to 2 willing creatures
within 30 ft. of you, creating a magical bond among
them for 10 minutes or until you use this feature again.
While any bonded creature is within 30 ft. of another,
once per turn, they can roll a <strong>d4</strong> and
add it to an attack roll, an ability check, or a saving
throw they make.

| 2/ Long Rest « 1 Action

=== SATYR RACIAL TRAITS ===

* Fey « MOoT 25
Your creature type is fey, rather than humanoid.

* Ram « MOoT 25
Unarmed strikes may deal <strong>1d4</strong>+0
Bludgeoning damage on a hit.

| 1 Action

* Magic Resistance * MOoT 25
You have advantage on saving throws against spells
and other magical effects.

* Mirthful Leaps « MOoT 25

Whenever you make a long or high jump, you can roll
a d8 and add the number rolled to the number of feet
you cover, even when making a standing jump. This
extra distance costs movement as normal.

FEATURES & TRAITS

* Reveler « MOoT 25

You have proficiency in the Performance and
Persuasion skills, and you have proficiency with one
musical instrument of your choice.

N

WEIGHT CARRIED
0 lb.
ENCUMBERED

150 Ib.

PUSH/DRAG/LIFT

300 Ib.

EQUIPMENT
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Bard / Cleric

SPELL SAVE DC

li l‘\
=== CANTRIPS === (At Will)
Q Friends <C> Bard -- 1A Self SM Concentration, upto 1 minute - PHB 244 D: 1m, S/IM
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous PHB 285 V
O Guidance <C> Cleric - 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
O Thaumaturgy Cleric -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
O Mending Cleric - im Touch V,S,M Instantaneous PHB 259 VISIM
=== 1st LEVEL === 3 Slots 000
O Disguise Self Bard -- 1A Self V.S 1 hour PHB 233 D:1h, VIS
QO Silvery Barbs Bard -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Bane<C> Bard CHA13 1A 30 ft. V,S,M  concenvation, spro1minwe - PHB 216~ D: 1m, V/S/M
O silent Image <C> Bard -- 1A 60 ft./15 ft. Cube V,S,M  concenvaion,wproromines  PHB 276 D: 10m, 15 ft. Cube, V/S/M
O Bless<C> Cleric - 1A 30 ft. V,S,M  concenation, spro1mnwe - PHB 219 D: 1m, V/IS/IM
O Healing Word Cleric -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
P Heroism <C> Cleric (Always Prepared) -- 1A Touch V.S Concenvaton wpo 1minte - PHB 250 D: 1m, V/S
P Sanctuary Cleric (Always Prepared) WIS 11 1BA 30ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Bane<C> Cleric CHA 11 1A 30 ft. V,S,M  concenration, spro1minwee - PHB 216~ D: 1m, V/S/M
O Command Cleric WIS 11 1A 60 ft. \ 1 round PHB 223 D:1Rnd,V
QO Create or Destroy Water Cleric - 1A 30 ft/30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
O Cure Wounds Cleric - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Evil and Good <C> Cleric - 1A Self/30 ft. Sphere  V,S concenraion,po 1omnutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V,S concentraion, po 1ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Cleric - 1A+10m  Self/30 ft. Sphere V/,S,M  concenvaion.wpoomnwes  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Guiding Bolt Cleric +3 1A 120 ft. V.S 1 round PHB 248  D:1Rnd, VIS
QO Inflict Wounds Cleric +3 1A Touch V,S Instantaneous  PHB 253  V/S
QO Protection from Evil and Good <C> Cleric - 1A Touch V,S,M  concentaion.wprosominwes  PHB 270 D: 10m, V/S/M
QO Purify Food and Drink [R] Cleric - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
QO Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concenration. p o 10 minues - PHB 275 D: 10m, V/S/IM
O Ceremony [R] Cleric - th+1om  Touch V,S,M Instantaneous  XGtE 151 V/S/M
SPELLS
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SPELL ATTACK
BONUS




