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Damine Zangold
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SKILLS ),

Bard 4 [College of Swords]

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

=== BONUS ACTIONS ===
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.

ACTIONS

CLASS & LEVEL PLAYER NAME
Glasya Tiefling Criminal / Spy
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INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Longsword, Rapier,
~ Scimitar, Shortsword, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Dragonchess Set, Dulcimer, Flute, Lyre,
p— o Thieves' Tools
7 N === LANGUAGES ===
30 ft. (Walking) Common, Infernal
A SPEED )
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=== ACTIONS === === SPECIAL ===

Defensive Flourish

Whenever you take the Attack action on your turn,
your walking speed increases by 10 ft. until the end of
the turn. If a weapon attack hits, you can expend one
use of your Bardic Inspiration and deal extra damage
equal to the number you roll on the die. You also add
the number to your AC until the start of your next turn.

Mobile Flourish

Whenever you take the Attack action on your turn,
your walking speed increases by 10 ft. until the end of
the turn. If a weapon attack hits, you can expend one
use of your Bardic Inspiration and deal extra damage
equal to the number you roll on the die. You can also
push the taraet up to 5 ft. plus the number rolled. You

74

Darkvision 60 ft.

14 PASSIVE WISDOM (PERCEPTION)
11 PASSIVE WISDOM (INSIGHT)
10 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES

Crossbow, Light +6
Dagger +6
Scimitar +6
Scimitar +6
Unarmed Strike +2

WEAPON ATTACKS & CANTRIPS y

1d8+4 Piercing
1d4+4 Piercing
1d6+4 Slashing
1d6+4 Slashing

1 Bludgeoning

\\

Simple, Ammunition, Loading, Range, Two-Handed, Range (80/320)
Simple, Finesse, Light, Thrown, Range (20/60)
Martial, Finesse, Light

Martial, Finesse, Light
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Damine Zangold

Bard 4 [College of Swords]
CLASS & LEVEL

PLAYER NAME

=== 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

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down (+1), to any ability check you make that doesn’t
already include it.

* Song of Rest » PHB 54

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 1d6 hit points.

* Bard College » PHB 54
| College of Swords
* Expertise « PHB 54
Your proficiency bonus is doubled for any ability check

you make with chosen proficiencies (2 at 3rd and 10th
level).

* Bonus Proficiencies * XGtE 15

You gain proficiency with medium armor and the
scimitar, and you can use any weapon you're proficient
in as a spellcasting focus.

* Fighting Style « XGtE 15
You adopt a style of fighting as your specialty.

| Two-Weapon Fighting « XGtE
When two-weapon fighting, you can add your ability
modifier to the damage of the second attack.

* Blade Flourish « XGtE 15

Whenever you take the Attack action on your turn,
your walking speed increases by 10 ft. until the end of
the turn. If a weapon attack hits, you can use one the
following once per turn.

Defensive Flourish. You can expend one use of your
Bardic Inspiration and deal extra damage equal to the
number you roll on the die. You also add the number
to your AC until the start of your next turn.

Slashing Flourish. You can expend one use of your
Bardic Inspiration to deal extra damage equal to the
number you roll on the die to the target you hit and to
any other creature within 5 ft. of you.

Mobile Flourish. You can expend one use of your
Bardic Inspiration and deal extra damage equal to the
number you roll on the die. You can also push the
target up to 5 ft. plus the number rolled. You can then
use your reaction to move up to your walking speed to
an unoccupied space within 5 ft. of the target.

| Defensive Flourish: Special
| Slashing Flourish: Special

| Mobile Flourish: Special

* Ability Score Improvement « PHB 54

=== GLASYA TIEFLING RACIAL TRAITS ===

* Darkvision ¢ BR 43
You can see in darkness (shades of gray) up to 60 ft.

* Hellish Resistance « BR 43
You have resistance to fire damage.

* Legacy of Malbolge « MToF 22

You know the minor illusion cantrip. [3rd] You can cast
disguise self (2nd) once per long rest. [5th] You can
cast invisibility once per long rest. CHA is your
spellcasting ability.

Glasya Tiefling Criminal / Spy
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
7 N

EQUIPMENT

FEATURES & TRAITS
Studded Leather 1 13 Ib. Rations (1 day) 5 10 Ib.
Dagger 1 11b. Rope, Silk (50 feet) 1 51b.
Crossbow, Light 1 51b. Soap 1 --
Scimitar 1 31b. Waterskin 1 51b.
Scimitar 1 31b. Whetstone 1 11b.
Crossbow Bolts 20 1.51b. Thieves' Tools 1 1lb.
Backpack 1 5 lb. Flute 1 1lb.
Blanket 1 3lb. Dragonchess Set 1 0.51b.
Candle 5 -
WEIGHT CARRIED Case, Crossbow Bolt 1 11b.
74.02 |b. Clothes, Costume 2 8 1Ib.
ENCUMBERED Clothes, Traveler's 1 4 1b.
150 Ib. Flask or Tankard 1 11b.
PUSH/DRAG/LIFT Mess Kit 1 1lb.
300 Ib. Pouch 1 11b.




CHARACTER APPEARANCE
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Female 15 Medium 4'11" 122
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Leira Red Amber Brunette
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ALLIES & ORGANIZATIONS

The best way to get me to do
something is to tell me | can’'t do
it.

| blow up at the slightest insult.

PERSONALITY TRAITS

L~ —~J
[ ]

Freedom. Chains are meant to be

broken, as are those who would

forge them. (Chaotic)

IDEALS

L~ 1
[ ]

Something important was taken from me, and
| aim to steal it back.

BONDS
L~

oy
[N "]
When faced with a choice between
money and my friends, | usually
choose the money.

\\ FLAWS //

Damine Zangold was born under the shadow of
her infernal heritage, a Glasya Tiefling in the
bustling city of Baldur's Gate. Her early years were
marked by the typical struggles of her kind: stares,
whispers, and the occasional act of outright
hostility. Yet, from a young age, Damine learned to
embrace her differences, her red skin and amber
eyes becoming symbols of her unique identity.

Her family was part of the city's underworld, a
network of thieves and spies that operated in the
shadows. It was here, amidst the intrigue and
danger, that Damine found her calling. She was a
natural at deception and stealth, skills that her
parents nurtured, recognizing the potential in their
daughter. They also introduced her to the game of
dragonchess, which honed her strategic thinking
and ability to anticipate her opponent's moves.

As she grew older, Damine's talents caught the
attention of a local criminal mastermind, who took
her under his wing. He taught her the finer points
of espionage and the art of the heist. It was during
this time that she developed a deep bond with her
mentor, a bond that would shape her future in
ways she couldn't yet comprehend.

Damine's life took a dramatic turn when a heist
went wrong. A precious artifact, said to hold the
power to control minds, was the target. The job
was supposed to be simple, but it was a setup.
The artifact was a fake, and the city guard was
waiting. In the chaos that ensued, Damine's
mentor was captured, and she barely escaped
with her life.

Fueled by a mix of guilt and a desire for revenge,
Damine vowed to rescue her mentor and uncover
the truth behind the setup. She knew it would be a
dangerous journey, one that would take her to the
darkest corners of Baldur's Gate and beyond. But
she was ready. Her experiences had forged her
into a weapon, sharp and deadly.

CHARACTER BACKSTORY

Damine's quest led her down a path of discovery, not
just about the conspiracy she sought to unravel but
also about herself. She learned of her lineage,
tracing back to Glasya, the Hell's criminal
mastermind. This revelation was a double-edged
sword, granting her powers that aided her in her
quest but also reminding her of the infernal blood
that flowed through her veins.

Her journey was not without its challenges. She
faced betrayal, battled fierce enemies, and navigated
the treacherous politics of the criminal underworld.
But through it all, Damine remained steadfast, driven
by her ideals of freedom and the bond she shared
with her mentor.

In her travels, Damine honed her skills as a bard,
using her music and charm to gather information and
sway allies to her cause. She became a master of
the sword, her blade dancing in harmony with her
words, a deadly ballet that left her enemies in awe.

After years of searching, Damine finally uncovered
the truth. The setup was orchestrated by a rival
criminal organization, seeking to eliminate the
competition and claim the artifact for themselves.
With this knowledge, Damine launched a daring
rescue mission, infiltrating the enemy's stronghold
and freeing her mentor from their clutches.

The reunion was bittersweet. Her mentor, weakened
by years of captivity, passed away shortly after their
escape. But before he died, he entrusted Damine
with the leadership of their organization. He saw in
her the strength and determination to lead them into
a new era, one where they could operate with honor
and integrity.

Damine accepted the mantle of leadership, vowing to
use her powers for the greater good. She
transformed the organization, turning it into a force
for justice in the city's underbelly. Under her
guidance, they fought against corruption and

tyranny, using their skills to protect those who

couldn't protect themselves.

Today, Damine Zangold is a legend in Baldur's Gate,
a tiefling bard whose name is whispered with a mix
of fear and admiration. She walks the fine line
between hero and criminal, a guardian of the
shadows who fights for a world where tieflings like
her can live without fear of persecution. Her journey
is a testament to the strength of the tiefling spirit, a
beacon of hope for all who suffer under the weight of
their ancestors' sins.

ADDITIONAL NOTES




SPELL SAVE DC
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=== CANTRIPS === (At Will)
QO Vicious Mockery Bard WIS 13 1A 60 ft. \Y Instantaneous PHB 285 V
O Minor lllusion Bard -- 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
QO Prestidigitation Bard - 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Minor lllusion Legacy of Malbolge - 1A 30 ft./5 ft. Cube S,M 1 minute PHB 260 D: 1m, 5 ft. Cube, S/M
=== 1st LEVEL === 4 Slots OO00
QO Tasha’s Hideous Laughter <C> Bard WIS 13 1A 30 ft. V,S,M  concenation, upro1minwe - PHB 280  D: 1m, V/S/M
O Bane<C> Bard CHA 13 1A 30 ft. V,S,M  concentation, upto 1 minwe - PHB 216 D: 1m, V/ISIM
O Dissonant Whispers Bard WIS 13 1A 60 ft. \Y Instantaneous  PHB 234 V
O Healing Word Bard - 1BA 60 ft. \% Instantaneous  PHB 250 V
O Faerie Fire <C> Bard DEX 13 1A 60 ft./20 ft. Cube V Concenuaiion, upto tminte - PHB 239 D: 1m, 20 ft. Cube, V
O Disguise Self Legacy of Malbolge -- 1A Self V.S 1 hour PHB 233  1/LR, D: 1h, VIS
===2nd LEVEL === 3 Slots 000
O Phantasmal Force <C> Bard INT13 1A 60 ft./10 ft. Cube V,S,M  concenuation. wpro1minwe  PHB 264 D: 1m, 10 ft. Cube, V/S/M
O Heat Metal <C> Bard - 1A 60 ft. V,S,M  concenation, spro1miwee - PHB 250 D: 1m, V/S/M
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