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INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Alchemist's Supplies

=== LANGUAGES ===
Common, Elvish, Gnomish, Zemnian

4 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

=== REACTIONS ===
Blood Curse of the Fallen Puppet

When a creature you can see within 30 ft. drops to
0 HP, you can use your reaction to have that creature
make one weapon attack against a target of your
choice within its range.

<strong><em>Amplify.</em></strong> You can first
cause the cursed creature to move up to half its

speed, and grant a +3 bonus to its attack roll.

=== SPECIAL ===
Arcane Recovery « 1/ Long Rest

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 1, and none of the slots can be 6th
level or higher.

ACTIONS

74
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14 PASSIVE WISDOM (PERCEPTION) Crosshow, light +3 1d8+1 Piercing  simple, Ammuniton, Loading, Range, Two-Handed, Range (0/320)
Fire Bolt +5 1d10 Fire VIS
14 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +2 1 Bludgeoning
15 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES LN WEAPON ATTACKS & CANTRIPS /
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=== BLOOD HUNTER FEATURES ===
* Hit Points « CR
* Proficiencies « CR

* Hunter's Bane ¢« CR

You have advantage on Wisdom (Survival) checks to
track fey, fiends, or undead, and you have advantage
on Intelligence ability checks to recall information
about them.

| Hemocraft Modifier: Intelligence « CR
Your Hemocraft DC is 13.

* Blood Maledict « CR

You can invoke a blood curse a number of times per
short rest based on your level. Before it affects the
target, you can choose to amplify the curse. An
amplified curse gains an additional effect noted in the
curse's description. Amplifying a curse causes you to
take 1d4 points of necrotic damage that cannot be
reduced in any way.

Creatures that don't have blood in their bodies are
immune to blood curses, unless the curse has been
amplified.

| 1/ Short Rest « No Action

* Blood Curses * CR
Your chosen Blood Curses for use with the <em>Blood
Maledict</em> feature.

| Blood Curse of the Fallen Puppet « CR
When a creature you can see within 30 ft. drops to 0
HP, you can use your reaction to have that creature
make one weapon attack against a target of your
choice within its range.

<strong><em>Amplify.</em></strong> You can first

cause the cursed creature to move up to half its speed,
and grant a +3 bonus to its attack roll.

| 1 Reaction
=== 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 13, Spell Attack +5)
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 1, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special

=== ELADRIN (VARIANT) RACIAL TRAITS ===

* Darkvision * BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses * BR 23
You have proficiency in the Perception skill.

* Fey Ancestry « BR 23
You have advantage on saves against being charmed,
and magic can’t put you to sleep.

* Trance * BR 23
You don't need to sleep, but meditate semiconsciously

for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Ability Score Increase « DMG
* EIf Weapon Training « DMG
You have proficiency with the longsword, shortsword,

shortbow, and longbow.

* Fey Step « DMG
Once per short rest, you can cast the misty step spell.

FEATURES & TRAITS
Scale Mail 1 45 Ib.
Crossbow, light 1 5 lb.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 1 2 lb.
Rope, Hempen (50 feet) 1 10 Ib.
Tinderbox 1 11b.
WEIGHT CARRIED Torch 1 11b.
83.5 Ib. Waterskin 1 51b.
ENCUMBERED
150 Ib.

PUSH/DRAG/LIFT

300 Ib.

EQUIPMENT




CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Male Medium 511" 102
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral The Heart of the Moonly Pale Neon Blue Blonde
ALIGNMENT FAITH SKIN EYES HAIR
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I've read every book in the world’s
greatest libraries—or | like to
boast that | have.

PERSONALITY TRAITS
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No Limits. Nothing should fetter the
infinite possibility inherent in all
existence. (Chaotic)

IDEALS
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I've been searching my whole life for the
answer to a certain question.
BONDS
L~ —~
[N ~~"]
Most people scream and run when
they see a demon. | stop and take
notes on its anatomy.
\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
QO Control Flames Wizard -- 1A 60 ft./5 ft. Cube S Instantaneous  EE 152 5 ft. Cube, S
QO Fire Bolt Wizard +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Create Bonfire <C> Wizard DEX 13 1A 60 ft./5 ft. Cube V,S Concentration, upto Lminute - EE 152 D: 1m, 5 ft. Cube, V/S
=== 1st LEVEL === 2 Slots OO
O Burning Hands Wizard DEX 13 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, VIS
O Magic Missile Wizard - 1A 120 ft. V.S Instantaneous  PHB 257  V/S
O Find Familiar [R] Wizard -- th+10m 10 ft. V,S,M Instantaneous PHB 240 V/SIM
O Disguise Self Wizard -- 1A Self V.S 1 hour PHB 233 D:1h, VIS
O False Life Wizard - 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
O silent Image <C> Wizard -- 1A 60 ft./15 ft. Cube V,S,M  concenvaion,wproromines  PHB 276 D: 10m, 15 ft. Cube, V/S/M
===2nd LEVEL ===
O Misty Step Fey Step -- 1BA  Self \Y Instantaneous  PHB 260  1/SR,V
R SPELLS N
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