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Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons
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=== TOOLS ===
® _+4_ Athletics STR — Alchemist's Supplies, Pan Flute
O 1 Deception CHA ABILITY SAVE DC |
r— e === LANGUAGES ===
® _+3  History INT e Common, Draconic, Elvish
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O _*1_ Performance CHA === ACTIONS === make one weapon attack against a target of your
+ 1 ) Standard Actions choice within its range.
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
O + Religion INT Help, Hide, Ready, Search, Use an Object, <strong><em>Amplify.</em></strong> You can first
'8l Opportunity Attack, Grapple, Shove, Improvise, cause the cursed creature to move up to half its
O _*1_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object speed, and grant a +1 bonus to its attack roll.
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® 8 Survival wis cone (CON DC 11, half damage on success) for 2d6
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o Blood Curse of the Fallen Puppet
- When a creature you can see within 30 ft. drops to
0 HP, vou can use vour reaction to have that creature
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=== BLOOD HUNTER FEATURES === cause the cursed creature to move up to half its speed,
and grant a +1 bonus to its attack roll.
* Hit Points « CR
| 1 Reaction
* Proficiencies * CR
* Hunter's Bane ¢« CR === DRAGONBORN RACIAL TRAITS ===
You have advantage on Wisdom (Survival) checks to
track fey, fiends, or undead, and you have advantage * Draconic Ancestry « BR 34
on Intelligence ability checks to recall information You gain a breath weapon and damage resistance
about them. with your chosen dragon type.
| Hemocraft Modifier: Wisdom ¢ CR | White Dragon « BR 34
Your Hemocraft DC is 11. Cold
* Blood Maledict « CR * Breath Weapon « BR 34
You can invoke a blood curse a number of times per Once per short rest as an action, exhale destructive
short rest based on your level. Before it affects the energy based on your Draconic Ancestry. Each
target, you can choose to amplify the curse. An creature in the area must make a DC 11 saving throw
amplified curse gains an additional effect noted in the (type determined by your ancestry), taking 2d6 ([6th]
curse's description. Amplifying a curse causes you to 3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half
take 1d4 points of necrotic damage that cannot be damage on a successful one.
reduced in any way.
| White Dragon « BR 34
Creatures that don't have blood in their bodies are As an action once per short rest, exhale in a 15 ft.
immune to blood curses, unless the curse has been cone (CON DC 11, half damage on success) for 2d6
amplified. Cold Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
| 1/ Short Rest « No Action | Breath Weapon (White): 1 / Short Rest » 1 Action
* Blood Curses * CR * Damage Resistance * BR 34
Your chosen Blood Curses for use with the <em>Blood  You have resistance to the damage type associated
Maledict</em> feature. with your draconic ancestry.
| Blood Curse of the Fallen Puppet « CR | White Dragon « BR 34
When a creature you can see within 30 ft. drops to 0 Cold Damage
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
FEATURES & TRAITS
Spear 1 31b. Hunting Trap 1 25 Ib.
Ykiwa 1 21b. Clothes, Traveler's 1 4 b.
Crossbow, light 1 51b.
Crossbow Bolts 20 1.51b.
Studded Leather 1 13 Ib.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 1lb.
Tinderbox 1 11b.
WEIGHT CARRIED Torch 10 10 lb.
1245 b Rations (1 day) 10 20 Ib.
ENCUMBERED Waterskin 1 51b.
225 |b. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Alchemist's Supplies 1 8 Ib.
450 |b. Quarterstaff 1 4 1b.
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