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Rogue 1/ Fighter 1/ Ranger 3 truedodger
CLASS & LEVEL PLAYER NAME
Dhampir Investigator 6.500
RACE BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+6 15 37 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
1d8 + 1d10 + 3d10 SUCCESSES O=O=O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Cook’s Utensils, Disguise Kit, Thieves' Tools
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Daelkyr, Deep Speech, Infernal,
7 N Thieves’ Cant
35 ft. (Walking), 35 ft. (Climbing)
A SPEED )
i PROFICIENCIES & LANGUAGES

=== 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

Fanged Bite » 3/ Long Rest

Your fanged bite is a natural weapon, which counts
as a simple melee weapon with which you are
proficient. You add your CON modifier, instead of your
STR modifier, to the attack and damage rolls when
you attack with this bite. It deals
<strong>1d4</strong> +1 piercing damage.
On biting a creature that isn’t a Construct or an
Undead. vou can do one of:

- Regain hit points equal to the piercing damage dealt
by the bite.

- Gain a bonus to the next ability check or attack roll
you make; the bonus equals the piercing damage
dealt by the bite.

=== BONUS ACTIONS ===
Second Wind « 1/ Short Rest

Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

=== SPECIAL ===
Dread Ambusher

You add your WIS modifier (+3) to initiative rolls. At
the start of your first turn of each combat, your walking
speed increases by 10 ft.. which lasts until the end of

74

ACTIONS
7 N
19 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
16 PASSIVE WISDOM (INSIGHT)
Rapier +6 1d8+3 Piercing Martial, Finesse
16 PASSIVE INTELLIGENCE (INVESTIGATION) Shortbow +8 1d6+3 Piercing  simple, Ammunition, Range, Two-Handed, Range (80/320)
Darkvision 90 ft. Unarmed Strike +2 0 Bludgeoning
Fanged Bite +4 1d4+1 Piercing 1 Use (3/3)
SENSES L N\ WEAPON ATTACKS & CANTRIPS Y
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=== RANGER FEATURES ===

* Deft Explorer « TCOE 56

You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels.

* Hit Points « PHB 90

* Favored Foe * TCoE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d4.

| 3/Long Rest ¢ Special
* Proficiencies « PHB 90
* Additional Ranger Spells « TCoE 57
* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.
* Spellcasting Focus * TCoE 57
You can use a druidic focus as a spelicasting focus for
your ranger spells.
* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 14, Spell Attack +6).

* Primal Awareness ¢ TCoE 57

You learn additional spells when you reach certain
levels in this class if you don't already know them, as
shown in the Primal Awareness Spells table.

* Ranger Archetype « PHB 92
| Gloom Stalker

* Gloom Stalker Magic « XGtE 42

You learn additional spells based on your level that
count as ranger spells but don't count against the
number of spells you know.

* Dread Ambusher « XGtE 42

You add your WIS modifier (+3) to initiative rolls. At the
start of your first turn of each combat, your walking
speed increases by 10 ft., which lasts until the end of
that turn. If you take the Attack action on that turn, you
can make one additional weapon attack as part of that
action, dealing an extra 1d8 damage of the weapon’s
damage type on a hit.

| Special

* Umbral Sight « XGtE 42

You gain darkvision out to a range of 60 ft. (+30 ft. if
you already have it). While in darkness, you are
invisible to any creature that relies on darkvision to see
you in that darkness.

=== ROGUE FEATURES ===

* Hit Points « PHB 95

* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check

you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 1d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don't have
disadvantage on the attack roll.

| Special
* Thieves’ Cant » PHB 96
You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.
=== FIGHTER FEATURES ===
* Fighting Style Options  TCoE 41
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

| 1/ Short Rest » 1 Bonus Action

=== DHAMPIR RACIAL TRAITS ===

N

EQUIPMENT

FEATURES & TRAITS
Leather 1 10 Ib. Crowbar 1 51b.
Dagger 1 11b. Hammer 1 31b.
Dagger 1 11b. Lantern, Hooded 1 2 |b.
Shortbow 1 2 1b. Piton 10 251b.
Rapier 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Arrows 20 11b. Tinderbox 1 11b.
Backpack 1 51b. Waterskin 1 51b.
Ball Bearings (bag of 1,000) 1,000 2 lb.
Clothes, Fine 1 6 Ib.
WEIGHT CARRIED Oil (flask) 2 21b.
71.9 Ib. Rations (1 day) 5 10 Ib.
ENCUMBERED Thieves' Tools 1 11b.
120 Ib. String 10 -
PUSH/DRAG/LIFT Bell 1 -
240 Ib. Candle 1 -




AL - Darla "Cypher" Esterad

CHARACTER NAME

e — —
Rogue 1/ Fighter 1/ Ranger 3 truedodger
CLASS & LEVEL PLAYER NAME
Dhampir Investigator 6.500
RACE BACKGROUND EXPERIENCE POINTS
——————— ————

7

* Ability Score Increases * VRGtIR 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 * VRGtR 17
You are a Humanoid.

* Size « VRGtR 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.

* 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: 3/ Long Rest * 1 Action

=== FEATS ===

* Magic Initiate (Cleric) « PHB

You learn two cantrips of your choice from the cleric
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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| always have a plan for what
to do when things go wrong.

PERSONALITY TRAITS
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Charity. | steal from the wealthy so that | can
help people in need. (Good)
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| will become the greatest thief
that ever lived.

BONDS
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| have a “tell” that reveals when I'm
lying.
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SPELL SAVE DC
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=== CANTRIPS === (At Will)
QO Toll the Dead Magic Initiate (Cleric) WIS 14 1A 60 ft. V,S Instantaneous ~ XGtE 169 V/S
QO Spare the Dying Magic Initiate (Cleric) - 1A Touch V,S Instantaneous  PHB 277  V/S
=== 1st LEVEL === 3 Slots OO0
QO Zephyr Strike <C> Ranger -- 1BA  Self \% Concentration, wp o 1 minwte - XGtE 171 D: 1m, V
O Ensnaring Strike <C> Ranger STR14 1BA Self \% Concentration wpto 1 minute - PHB 237~ D: 1m, V
O Cure Wounds Ranger - 1A Touch V.S Instantaneous  PHB 230  V/S
QO Inflict Wounds Magic Initiate (Cleric) +6 1A Touch V.S Instantaneous  PHB 253  1/LR, V/S
O Disguise Self Gloom Stalker Magic -- 1A Self V.S 1 hour PHB 233 D:1h, VIS
P Speak with Animals Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277 1/LR, D: 10m, V/S
SPELLS
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