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concentration on a spell when you take
damage HIT DICE DEATH SAVES
+ 3 Advantage Against Spells and Magical N DEFENSES N\ \ /
Effects &
@ K SAVING THROWS ) Y
INSPIRATION
N 7 j === WEAPONS ===
y \ =N Crosshow, Light, Dagger, Dart, Quarterstaff,
[CONSTITUTION] ﬂ) +3 Acrobatics DEX \ N Sling
| O “ Animal Handling wis PROFICIENCY BONUS j === LANGUAGES ===
® +10 Arcana INT - Common, Elvish, Primordial
O +0  Athletics STR = N—
O _+1  Deception CHA ABILITY SAVE DC |
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® _+10 History INT
® _+7  Insight wis (/ N
35 ft. (Walking), 35 ft. (Climbin
O +1 Intimidation CHA ( 9) ( 9)
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O _+1_ Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & LANGUAGES
O # Perception wis , \
O _*1_ Performance CHA === ACTIONS === - Regain hit points equal to the piercing damage dealt
+ 1 _ Standard Actions by the bite.
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, - Gain a bonus to the next ability check or attack roll
® +10 Religion INT Help, Hide, Ready, Search, Use an Object, you make; the bonus equals the piercing damage
— g Opportunity Attack, Grapple, Shove, Improvise, dealt by the bite.
O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
- === REACTIONS ===
O _#3_ stealth DEX Fanged Bite « 6 / Long Rest War Caster
U CHARISMA O +1 Surival wis Your fanged bite is a natural weapon, which counts You can use your reaction to make an opportunity
as a simple melee weapon with which you are attack to cast a spell that has a casting time of 1
+ 1 O proficient. You add your CON modifier, instead of your  action and targets only that creature.
- STR modifier, to the attack and damage rolls when
O you attack with this bite. It deals === SPECIAL ===
o <strong>1d4</strong> +3 piercing damage. Arcane Recovery * 1/ Long Rest
— On biting a creature that isn’t a Construct or an Once per day when you finish a short rest, you can
Undead. vou can do one of: choose expended spell slots to recover - up to a
\ SKILLS J ACTIONS )
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11 PASSIVE WISDOM (PERCEPTION) Dagger +9 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Staff of Defense +6 1d6 Bludgeoning 10/10 Charges, Simple, Versatile
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14 ( ) Shocking Grasp +12 4d8 Lightning VIS
Darkvision 60 ft. Chill Touch +12 4d8 Necrotic  D: 1Rnd, V/S
< Unarmed Strike +6 1 Bludgeoning 7
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WIZARD FEATURES
* Hit Points « PHB 113
* Proficiencies  PHB 113

* Spellcasting *« PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 18, Spell Attack +10)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.

* Arcane Recovery « PHB 115

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 10, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115

| School of Necromancy
* Necromancy Savant « PHB 118
The gold and time you must spend to copy a
necromancy spell into your spellbook is halved.
* Grim Harvest « PHB 118
Once per turn when you kill one or more creatures with
a spell of 1st level or higher, you regain HP equal to
twice the spell’s level, or three times its level if the
spell belongs to the School of Necromancy. You don’t
gain this benefit for killing constructs or undead.

| Special
* Ability Score Improvement « PHB 115

* Undead Thralls « PHB 119

You add the animate dead spell to your spellbook if it
is not there already. When you cast animate dead, you
can target one additional corpse or pile of bones,
creating another zombie or skeleton, as appropriate.
Whenever you create an undead using a necromancy
spell, its max HP is increased by 20 and it adds +6 to
its weapon damage rolls.

| Special

* Inured to Undeath « PHB 119
You have resistance to necrotic damage, and your HP
maximum can’t be reduced.

* Command Undead « PHB 119

As an action, you can choose one undead that you can
see within 60 ft. to make a CHA saving throw (DC 18).
If it succeeds, you can't use this feature on it again. If it
fails, it becomes friendly to you and obeys your
commands until you use this feature again. If the target
has an INT of 8 or higher, it has advantage on the
saving throw. If it fails the saving throw and has an INT
of 12 or higher, it can repeat the saving throw at the
end of every hour until it succeeds and breaks free.

| 1 Action

* Spell Mastery « PHB 115

You can cast chosen 1st level and 2nd level spells at
their lowest level without expending a spell slot when
you have them prepared. If you want to cast either
spell at a higher level, you must expend a spell slot as
normal.

* Signature Spells « PHB 115

You choose two 3rd-level spells and always have them
prepared and they don’t count against the number of
spells you have prepared. Once per short rest, you can
cast each of them once at 3rd level without expending
a spell slot.

=== DHAMPIR RACIAL TRAITS ===

* Ability Score Increases ¢ VRGtR 15

When determining your ability scores, you increase
one of those scores by 2 and increase a different score
by 1, or you increase three different scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * VRGtR 15

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * VRGIR 17
You are a Humanoid.

* Size « VRGIR 17
You are Medium or Small. You choose the size when
you gain this lineage.

* Speed ¢ VRGtR 17
Your walking speed is 35 feet.

* Ancestral Legacy * VRGtR 17

If you replace a race with this lineage, you can keep
the following elements of that race: any skill
proficiencies you gained from it and any climbing,
flying, or swimming speed you gained from it.

* Darkvision * VRGtR 17

You can see in dim light within 60 feet of you as if it
were bright light and in darkness as if it were dim light.
You discern colors in that darkness as shades of gray.

* Deathless Nature *« VRGtR 17
You don't need to breathe.

N

EQUIPMENT

FEATURES & TRAITS
Ring of Telekinesis 1 - Small Knife 1 --
Robe of the Archmagi 1 -
Staff of Defense 1 -
Dagger 1 11b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Spellbook 1 3lb.
Staff 1 41b.
Amulet 1 11b.
WEIGHT CARRIED Vestments L -
22 |b. Book 1 51b
ENCUMBERED Ink (1 ounce bottle) 1 -
165 Ib. Ink Pen 1 -- Ring of Telekinesis 1 --
PUSH/DRAG/LIFT Parchment (one sheet) 10 - Robe of the Archmagi 1 -
330 Ib. Little Bag of Sand 1 - Staff of Defense 1 --
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* Spider Climb « VRGtR 17

You have a climbing speed equal to your walking
speed. In addition, at 3rd level, you can move up,
down, and across vertical surfaces and upside down
along ceilings, while leaving your hands free.

* Vampiric Bite * VRGtR 17
Your fanged bite is a natural weapon, which counts as
a simple melee weapon with which you are proficient.

| Fanged Bite: 6 / Long Rest « 1 Action

=== FEATS ===

* Durable « PHB 166

Increase your CON score by 1. When you roll a Hit Die
to regain HP, the min HP you regain from the roll
equals 6.

* Tough « PHB 170
Your HP maximum increases by 40.

* Strixhaven Initiate (Witherbloom) « SACoC 37

You have studied some magical theory from
Witherbloom College. You choose two cantrips from
<em>chill touch</em>, <em>druidcraft</em>, and
<em>spare the dying</em>, and can choose one
1st-level Druid or Wizard spell. Once per long rest, you
can cast the chosen 1st-level spell without a spell slot.
You can also cast it using any spell slots you have.

Your spellcasting ability for this feat's spells is
Intelligence, Wisdom, or Charisma (choose when you
select this feat).

| Intelligence
Your spellcasting ability for this feat’s spells is
Intelligence.

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS === (At Will)
QO Shocking Grasp Wizard +12 1A Touch V,S Instantaneous  PHB 275  V/S
QO Fire Bolt Wizard +12 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Blade Ward Wizard - 1A Self V,S 1 round PHB 218 D: 1Rnd, VIS
QO Lightning Lure Wizard STR20 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
O Mage Hand Wizard - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Chill Touch Strixhaven Initiate (Witherbloom) +12 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, VIS
QO Druidcraft Strixhaven Initiate (Witherbloom) -- 1A 30 ft. V,S Instantaneous  PHB 236  V/S
=== 1st LEVEL === 4 Slots OO00
O Magic Missile Wizard - 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Shield Wizard - iR Self V.S 1 round PHB 275 D:1Rnd, VIS
O False Life Wizard - 1A Self V,S,M 1 hour PHB 239  D:1h, VISIM
O Mage Armor Staff of Defense -- 1A Touch V,S,M 8 hours PHB 256 1 Charge (10/10), D: 8h, V/IS/M
O Shield Staff of Defense - 1R Self V,S 1 round PHB 275 2 Charges (10/10), D: 1Rnd, V/S
P Charm Person Strixhaven Initate (Witherbloom) (Always Prepared)  \WIS 20 1A 30 ft. V,S 1 hour PHB 221  1/LR,D: 1h, VIS
O False Life Spell Mastery - 1A Self V,S,M 1 hour PHB 239  D:1h, VISIM
===2nd LEVEL === 3 Slots 00O
O Cloud of Daggers <C> Wizard - 1A 60 ft./5 ft. Cube V,S,M  concentation. pro1minwe  PHB 222 D: 1m, 5 ft. Cube, V/S/IM
QO Invisibility <C> Wizard - 1A Touch V,S,M  concentration, upto 1hour  PHB 254 D: 1h, V/IS/IM
O Cloud of Daggers <C> Spell Mastery - 1A 60 ft./5 ft. Cube V,S,M  concenation pro1mnwe  PHB 222 D: 1m, 5 ft. Cube, V/S/IM
=== 3rd LEVEL === 3 Slots 000
O Counterspell Wizard - 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Fireball Wizard DEX 20 1A 150 ft/20 ft. Sphere \/,S,M  Instantaneous PHB 241 20 ft. Sphere, V/S/IM
P Summon Undead <C> Wizard (Always Prepared) - 1A 90 ft. V,S,M  concenration, upto 1hour - TCOE 114  D: 1h, V/S/IM
P Vampiric Touch <C> Wizard (Always Prepared) +12 1A Self V,S Concenuation upto 1minte - PHB 285 D: 1m, V/S
P Summon Undead <C> Signature Spells (Always Prepared) -- 1A 90 ft. V,S,M  concenration, upto 1hour - TCOE 114  1/SR, D: 1h, V/S/IM
P Vampiric Touch <C> Signature Spells (Always Prepared) +10 1A Self V,S Concentration, upto Lminute - PHB 285 1/SR, D: 1m, VIS
=== 5th LEVEL === 3 Slots OO0
O Conjure Elemental <C> Wizard - im 90 ft. V,S,M  concentration, o 1hor - PHB 225 Special: (See Description)*, D: 1h, V/S/M
O Telekinesis <C> Ring of Telekinesis - 1A 60 ft. V,S Concentraion, up to 10 minutes - PHB 280 D: 10m, V/S
=== 6th LEVEL === 2 Slots OO
Q Circle of Death Wizard CON 20 1A 150 ft./60 ft. Sphere V,S,M Instantaneous PHB 221 60 ft. Sphere, V/ISIM
QO Flesh to Stone <C> Wizard CON 20 1A 60 ft. V,S,M  concentration, pto 1 minute - PHB 243 D: 1m, V/SIM
O Mass Suggestion Wizard WIS20 1A 60 ft. \AY 24 hours PHB 258  Ext. D: (See Description)*, D: 24h, VIM
=== T7th LEVEL === 2 Slots OO
O Mordenkainen’s Sword <C> Wizard +12 1A 60 ft. V,S,M  concentration, upto 1 minute - PHB 262 D: 1m, V/SIM
O Teleport Wizard - 1A 10 ft. \% Instantaneous PHB 281 V
O Forcecage Wizard CHA 20 1A 100 ft. V,SM 1 hour PHB 243 D: 1h, V/ISIM
O Reverse Gravity <C> Wizard DEX 20 1A 100 t/50 ft. Cylinder \/,S,M  Concentiation.po1mine - PHB 272 D: 1m, 50 ft. Cylinder, V/S/M
=== 8th LEVEL === 1 Slots O
O Clone Wizard -- 1h Touch V,S\M Instantaneous PHB 222  V/S/M
O Maze <C> Wizard - 1A 60 ft. V.S Concenuravon, po 10minies - PHB 258 D: 10m, V/S
O Incendiary Cloud <C> Wizard DEX20 1A 150 ft./20 ft. Sphere  V/,S Concenuaiion, upo 1minte - PHB 253 D: 1m, 20 ft. Sphere, V/S
SPELLS
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=== 0th LEVEL === 1 Slots O
QO Blade of Disaster <C> Wizard +12 1BA 60 ft. V,S Concenvation, upto 1minwie  |DROtF 318 D: 1m, V/S
QO Time Stop Wizard -- 1A Self \Y Instantaneous PHB 283 V
QO Astral Projection Wizard - 1h 10 ft. V,S,M Special PHB 215 D: Special, V/S/IM
SPELLS
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