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CHARACTER NAME

SAVING THROWS

Strength
Dexterity
Constitution
Intelligence
Wisdom

Charisma

y

N
Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis

y

SKILLS

e — —
Sorcerer 6 / Blood Hunter 6 TravisRussill
CLASS & LEVEL PLAYER NAME
Changeling Noble (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+3 13 110 _—
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
6d6 + 6d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Alchemist's Supplies, Dice Set
ABILITY SAVE DC |
— p—— === LANGUAGES ===
Common, Thieves’ Cant
/ N\
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence
=== BONUS ACTIONS ===
Blood Curse of Binding

As a bonus action, you attempt to bind a Large or
smaller creature that you can see within 30 ft. of you.
It must succeed on a STR Saving Throw (DC 17) or
the cursed creature’s speed reduced to 0 and it cannot
take reactions until the end of your next turn.

Amplify. The curse lasts for 1 minute and affects

creatures of any size. The cursed creature can repeat
the saving throw at the end of each of its turns to end
the curse.

Blood Curse of the Marked

As a bonus action, you mark a creature that you
see within 30 ft. of you. Until the end of your turn,
whenever you hit the target with a weapon that has an
active crimson rite, you roll an additional 1d8 damage.

Amplify. The next attack roll you make against the
target before the end of your turn has advantage.

Crimson Rite
As a bonus action, you can activate any rite you
know on a weapon vou're holdina. A weapon can onlv

ACTIONS
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PASSIVE PERCEPTION

PASSIVE INSIGHT

PASSIVE INVESTIGATION

SENSES
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Unarmed Strike +8

5 Bludgeoning
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=== SORCERER FEATURES ===

* Core Sorcerer Traits « PHB-2024 139
* Spellcasting  PHB-2024 139

* Innate Sorcery « PHB-2024 140

* Font of Magic « PHB-2024 140

You can tap into the wellspring of magic within
yourself, which is represented by Sorcery Points (SP).
You have 6 SP and regain all expended points when
you finish a Long Rest. In addition to fueling effects
such as Metamagic, you can use your SP to fuel the
options below:

Converting Spell Slots to Sorcery Points. You can
expend a spell slot to gain a number of SP equal to the
slot’s level (no action required).
Creating Spell Slots. As a Bonus Action, you can
transform unexpended SP into one spell slot, creating
a spell slot no higher than level 5. Any spell slot you
create with this feature vanishes when you finish a
Long Rest. The conversion is as follows:

« Sorcerer Level 2 | 2 SP -> Spell Slot Level 1

« Sorcerer Level 3 | 3 SP -> Spell Slot Level 2

« Sorcerer Level 5 | 5 SP -> Spell Slot Level 3

« Sorcerer Level 7 | 6 SP -> Spell Slot Level 4

« Sorcerer Level 9 | 7 SP -> Spell Slot Level 5

| Font of Magic: Sorcery Points: 6 / Long Rest ¢
Special

| Font of Magic: Convert Spell Slots: No Action

| Font of Magic: Create Spell Slot Level 1: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 2: 1 Bonus
Action

| Font of Magic: Create Spell Slot Level 3: 1 Bonus
Action

* Metamagic « PHB-2024 141

You can alter spells to suit your needs; you know 2
Metamagic options which can be used to temporarily
modify spells you cast.

* Metamagic Options « PHB-2024 141

| Distant Spell « br-2024
When you cast a spell with a range of at least 5 ft., you
can spend 1 Sorcery Point to double its range. Or
when you cast a spell that has a range of Touch, you
can spend 1 Sorcery Point to make the spell’'s range
30 ft.

| Metamagic: Distant Spell: Special

| Seeking Spell « br-2024
If you make an attack roll for a spell and miss, you can
spend 1 Sorcery Point to reroll the d20, and you must
use the new roll. You can use Seeking Spell, even if
you've already used a different Metamagic option.

| Metamagic: Seeking Spell: Special

* Sorcerer Subclass ¢« PHB-2024 141

| Wild Magic Sorcery
* Wild Magic Surge « PHB-2024 149
Once per turn, you can roll 1d20 immediately after
casting a Sorcerer spell with a spell slot. If you roll a
20, roll on the Wild Magic Surge table to create a
magical effect. If the magical effect is a spell, it's too
wild to be affected by your Metamagic.

| Special

| Wild Magic Surge Table: Special

* Tides of Chaos « PHB-2024 149

You can give yourself Advantage on one D20 Test
before you roll the d20. You must cast a Sorcerer spell
with a spell slot or finish a Long Rest before you can
use this feature again.

If you do cast a Sorcerer spell with a spell slot before
you finish a Long Rest, you automatically roll on the
Wild Magic Surge table.

| 1/ Long Rest ¢ Special
* Ability Score Improvement « PHB-2024 141

* Sorcerous Restoration « PHB-2024 141

When you finish a Short Rest, you can regain up to 3
Sorcery Points. Once used, you can't use this feature
again until you finish a Long Rest.

| 1/ Long Rest « Special

* Bend Luck « PHB-2024 149

Immediately after another creature you can see rolls
for a D20 Test, you can take a Reaction and spend 1
Sorcery Point to roll 1d4 and apply the number rolled
as a bonus or penalty (your choice).

| 1 Reaction
=== 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.

N

FEATURES & TRAITS
Dagger 1 11b.
Dagger 1 11b.
Spear 1 31b.
Bad News (Exandria) 1 25 Ib.
Backpack 1 5 lb.
Crystal 1 1lb.
Oil 2 2 lb.
Rations 10 20 Ib.
Rope 1 51b.
WEIGHT CARRIED Tinderbox 2 21b.
87 Ib. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
270 Ib. Caltrops 20 21b.
Crowbar 1 51b.

PUSH/DRAG/LIFT

540 Ib.

EQUIPMENT
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| Hemocraft Modifier: Intelligence « CR
Your Hemocraft DC is 17.

* 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 1d6 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.

| 2/ Short Rest « No Action

* Blood Curses * CR
Your chosen Blood Curses for use with the Blood
Maledict feature.

| Blood Curse of Binding « CR
As a bonus action, you attempt to bind a Large or
smaller creature that you can see within 30 ft. of you. It
must succeed on a STR Saving Throw (DC 17) or the
cursed creature’s speed reduced to 0 and it cannot
take reactions until the end of your next turn.

Amplify. The curse lasts for 1 minute and affects
creatures of any size. The cursed creature can repeat
the saving throw at the end of each of its turns to end
the curse.

| Blood Curse of Binding : 1 Bonus Action

| Blood Curse of the Marked « CR
As a bonus action, you mark a creature that you see
within 30 ft. of you. Until the end of your turn,
whenever you hit the target with a weapon that has an

active crimson rite, you roll an additional scalevalue -
No level scale data available damage.

Amplify. The next attack roll you make against the
target before the end of your turn has advantage.

| 1 Bonus Action

* Fighting Style « CR
You adopt a fighting style specialty.

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

* Crimson Rite « CR

As a bonus action, you can activate any rite you know
on a weapon you're holding. A weapon can only hold
one active rite at a time. When activated, you take 1d6
necrotic damage which can't be reduced in any way.

While your rite is in effect, attacks made with this
weapon are magical and you deal an additional 1d6
damage of the type determined by the chosen rite. The
rite’s effect lasts until you finish a short/long rest and
other creatures cannot gain the benefit of your rite.

| Rite of the Storm « CR
The extra damage dealt by your rite is lightning
damage.
| 1 Bonus Action
* Blood Hunter Order « CR
| Order of the Profane Soul (INT)
* Otherworldly Patron « CR

You strike a bargain with an otherworldly being of your
choice.

ADDITIONAL FEATURES & TRAITS

| The Hexblade « CR
You have chosen the Hexblade as your otherworldly
patron.

* Pact Magic « CR

You can cast known warlock spells using INT as your
spellcasting modifier (Spell DC 17, Spell Attack +9). All
of your spell slots are of the same level.

* Rite Focus * CR
While you have an active Crimson Rite, you can use
your weapon as a spellcasting focus.

| The Hexblade « CR
Whenever you target a creature with a blood curse,
your next attack against the cursed creature deals an
additional +4 damage.

| Rite Focus - The Hexblade: Special
* Ability Score Improvement « CR

* Extra Attack « CR

Starting at 5th level, you can attack twice, instead of
once, whenever you take the Attack action on your
turn.

| Special
* Brand of Castigation « CR

| Brand of Castigation « CR
Once per short/long rest, whenever you damage a
creature with a weapon that has an active rite, you can
sear an arcane brand into that creature. Your brand
has the following effects:
- You always know the direction to the branded
creature as long as it's on the same plane as you.
- Each time the branded creature deals damage to
you or another creature you can see within 5 ft. of you,

N

ADDITIONAL EQUIPMENT
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the branded creature takes 5 psychic damage.

Your brand lasts until you dismiss it or until you apply a
brand to another creature. Your brand can be dispelled
with dispel magic and is treated as a level 3 spell.

| 1/ Short Rest « Special

=== CHANGELING SPECIES TRAITS ===

* Languages * MotM 5

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 * MotM 10
You are a Fey.

* Size « MotM 10
You choose between being Medium or Small when
you select this race.

* Speed ¢ MotM 10
Your walking speed is 30 ft.

* Changeling Instincts « MotM 10

You gain proficiency with two of the following skills of
your choice: Deception, Insight, Intimidation,
Performance, or Persuasion.

* Shapechanger « MotM 10

As an action, you can change your appearance and
voice. You determine the specifics, including your
coloration, hair length, sex, height, weight, and can
change your size between Medium and Small. You
can look like another race, though none of your game
statistics change.

You can't duplicate the appearance of an individual
you've never seen, and your form must have the same
basic arrangement of limbs that you have. Your

clothing and equipment aren’t changed by this trait.

You stay in the new form until you use an action to
revert or until you die.

| Shapechange: 1 Action

=== FEATS ===

* Keen Mind « PHB-2024 205
Ability Score Increase. Increase your Int. by 1.

Lore Knowledge. Choose one of the following skills:
Arcana, History, Investigation, Nature, or Religion. If
you lack proficiency in the chosen skill, you gain
proficiency in it, and if you already have proficiency in
it, you gain Expertise in it.

Quick Study. You can take the Study action as a
Bonus Action.

| Proficiency
| Quick Study: 1 Bonus Action
* Noble Ability Score Improvements « PHB-2024 182
| Increase two scores (+2 / +1) ¢
* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills

or tools of your choice.

Repeatable. You can take this feat more than once.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== Organizations === 7 N
### The Blood Hunter Organization: **The
Crimson Veil**
#H## Origins:
The Crimson Veil was born in the shadows of a PERSONALITY TRAITS
world plagued by night monsters—creatures that 200 S
thrived in darkness, preying on the innocent. Its [ ~]
origins trace back to the **Great Eclipse of 1703**,
a celestial event that unleashed a surge of
vampiric activity across Europe. Entire villages
were wiped out, and the Church’s traditional
methods of exorcism and holy warfare proved IDEALS
insufficient. In response, a secretive order of ~ -
warriors, scholars, and alchemists banded [~ ~]
together to create a specialized force capable of
hunting and exterminating these creatures. Thus,
The Crimson Veil was forged, its members bound
by blood oaths and a shared purpose: to protect
humanity from the horrors of the night. BONDS
L~ 1
The organization’s name, *The Crimson Veil**, [~ hi ~]
symbolizes the thin line between life and death, Traume_l caused by past events a_nd IS
the blood spilled in their battles, and the secrecy alcoholism makes Church sometimes
that shrouds their existence. Their motto, *In dark and distant and other times he is
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
A\ (f A\ T

....Church Nightbane's story begins in the
shadowed forests of Eldoria, where he was left as
an infant, a changeling child swapped by the fae.
Found by the noble Nightbane family, he was
taken in and raised as their own. The Nightbanes,
a respected aristocratic lineage known for their
compassion and progressive views, adored
Church despite his otherworldly origins. His
mischievous nature and sharp wit endeared him to
the household servants, who often found
themselves the unwitting participants in his playful
schemes.

As Church grew, his natural talents became
evident. His adoptive parents, eager to nurture his
potential, hired the finest scholars to educate him.
It was soon discovered that Church possessed an
innate aptitude for sorcery, a rare and formidable
gift. His teachers, some of the most renowned
minds in the realm, were astounded by his ability
to grasp complex magical theories with ease. The
Nightbane family beamed with pride, seeing in him
a future that would bring honor to their name.

But fate is a cruel mistress. One fateful night, the
Nightbane estate was attacked by a horde of
vampires, their thirst for blood insatiable. The
once-grand halls were drenched in crimson, and
the family Church had come to love was
mercilessly slaughtered. Miraculously, Church
survived, hidden away by the servants who
sacrificed themselves to protect him. The trauma
of that night left him scarred, both physically and
emotionally.

In the aftermath, Church was haunted—literally.
The ghosts of the loyal servants who had perished
in the attack remained, bound to him by their
unyielding devotion. They became his surrogate
family, guiding him through his grief and ensuring
he continued his studies. The spectral figures
were a constant presence, offering support and
occasionally meddling in his life with a mix of
humor and exasperation. Their antics, though

CHARACTER BACKSTORY

The Blood That Binds

Church’s blood carries Xalthor's paradox: a
sorcerous gift intertwined with vampiric hunger.
Vampires who drink from him gain temporary
immunity to sunlight, a power Valrik craves to
dominate both day and night. But should Church
ever willingly shed his own blood in defiance, it
becomes anathema—a poison that unravels
vampiric flesh like ash in the wind.

His biological family, the Veyras, were hunted for this
reason. Valrik's spies learned of the curse’s potential
and slaughtered them, hoping to capture the
lineage’s last heir. But Church, smuggled away as a
newborn by Seraphina Moonshadow, was
forgotten... until now.

ADDITIONAL NOTES /,




Sorcerer / Blood Hunter

SPELL SAVE DC

) .

OO0OO0OO0OO0O0 OO0OO0OO0OO0OO0OO0

OO0OO0OO0OO0

o

=== CANTRIPS ===
Blade Ward

Light

Mending

Mage Hand
Prestidigitation

Mind Sliver

Minor lllusion

=== 1st LEVEL ===
Comprehend Languages [R]
Mage Armor

Feather Fall

Armor of Agathys

Detect Magic

Hex

===2nd LEVEL ===
Enlarge/Reduce
Levitate

Invisibility

Knock

Misty Step

=== 3rd LEVEL ===
Counterspell

Fireball

(At will)
Sorcerer
Sorcerer
Sorcerer
Sorcerer
Sorcerer
Blood Hunter

Blood Hunter

4 Slots 0000 | 2 Pact OO
Sorcerer

Sorcerer

Sorcerer

Blood Hunter

Blood Hunter

Blood Hunter

3 Slots OO0
Sorcerer
Sorcerer
Sorcerer
Sorcerer

Sorcerer

3 Slots 00O
Sorcerer

Sorcerer

-- 1A
INT17 1A
-- 1A

- 1BA

- 1BA

CON15 1A
CON15 1A

-- 1BA

CON15 1R
DEX 15 1A

Self V,S
Touch V.M
Touch V,S,\M
30 ft. V,S
10 ft. V,S
60 ft. \Y

30 ft./5 ft. Cube S,M
Self V,S\M
Touch V,S,\M
60 ft. V,M
Self V,S\M
Self/30 ft. Sphere  V,S
90 ft. V,S\M
30 ft. V,S,M
60 ft. V,S,M
Touch V,S,M
60 ft. \
Self \Y

60 ft. S

150 ft./20 ft. Sphere  V/,S,M

SPELLS

Concentration, up to 1 minute
1 hour
Instantaneous
1 minute

1 hour

1 round

1 minute

1 hour

8 hours

1 minute

1 hour
Concentaton,up 0 10 minutes

Concentration, up to 1 hour

Concentration, up to 1 minute
Concentration, up to 10 mintes
Concentration, up to 1 hour
Instantaneous

Instantaneous

Instantaneous

Instantaneous

PHB-2024 247
PHB-2024 292
PHB-2024 297
PHB-2024 293
PHB-2024 307
PHB-2024 298

PHB 260

PHB-2024 252
PHB-2024 293
PHB-2024 271
PHB-2024 243
PHB-2024 262

PHB-2024 285

PHB-2024 268
PHB-2024 291
PHB-2024 289
PHB-2024 290

PHB-2024 299

PHB-2024 258

PHB-2024 274

D: 1m, VIS
D: 1h, VIM
VISIM

D: 1m, VIS
D: 1h, VIS

D: 1Rnd, V

D: 1m, 5 ft. Cube, SIM

1h, VISIM

8h, VISIM

1im, VIM

1h, VISIM

10m, 30 ft. Sphere, VIS
1h, VISIM
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