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HEROIC INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Alchemist's Supplies, Playing Card Set
=== LANGUAGES ===
7 N Abyssal, Common
30 ft. (Walking)
A SPEED )
i 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 the Marked

As a bonus action, you mark a creature that you
see within 30 ft. of you. Until the end of your turn,

active crimson rite, you roll an additional 1d10
damage.

Amplify. The next attack roll you make against the

whenever you hit the target with a weapon that has an

target before the end of your turn has advantage.

Blood Curse of the Muddled Mind

As a bonus action, you curse a creature you can
see within 30 ft. of you that is concentrating on a spell
or a feature that requires concentration. The cursed
target has disadvantage on the next CON saving
throw it makes to maintain concentration before the
end of your next turn.

Amplify. The cursed creature has disadvantage on all
CON saving throws made to maintain concentration
until the end of your next turn.

Crimson Rite
As a bonus action. vou can activate anv rite vou
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Fighter 10 / Blood Hunter 8
CLASS & LEVEL

TravisRussill
PLAYER NAME

=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+10 HP.

You can use this 4 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 4 / Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91
* Action Surge « PHB-2024 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass « PHB-2024 92

| Eldritch Knight
* Spellcasting « PHB-2024 97

* War Bond « PHB-2024 97

You learn aritual that creates a magical bond between
yourself and a weapon. You perform the ritual over the
course of 1 hour, which can be done during a Short
Rest. The ritual fails if another Fighter is bonded to the
weapon or if the weapon is a magic item that someone
else has attuned to.

Once bonded, you can'’t be disarmed of that weapon
unless you have the Incapacitated condition. As a
Bonus Action, you can summon it to your hand as long
as its on the same plane of existence as you.

You can have up to 2 bonded weapons, but you can
only summon one at a time with a Bonus Action. If you
try to bond with a 3rd weapon, you must break the
bond with one of the other two.

| War Bond: Ritual Bonding: 1 Hour

| War Bond: Summon Weapon: 1 Bonus Action
* 4: Weapon Mastery « PHB-2024 91
* Ability Score Improvement « PHB-2024 92
* Extra Attack « PHB-2024 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « PHB-2024 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action

FEATURES & TRAITS

* 6: Ability Score Improvement « PHB-2024 92
* War Magic « PHB-2024 97
When you take the Attack action, you can replace one
of the attacks with a casting of one of your Wizard
cantrips that has a casting time of an action.
| 1 Action
* 8: Ability Score Improvement « PHB-2024 92
* Tactical Master « PHB-2024 92
When you attack with a weapon whose mastery
property you can use, you can replace that property
with the Push, Sap, or Slow property for that attack.
| Tactical Master: Push: 1 Action
| Tactical Master: Sap: 1 Action
| Tactical Master: Slow: 1 Action
| 1 Action
* Indomitable « PHB-2024 92
If you fail a saving throw, you can reroll it with a +10
bonus. You must use the new roll.
You can use this feature 1 time(s) per Long Rest.
| 1/ Long Rest « Special
* 10: Weapon Mastery « PHB-2024 91
* Eldritch Strike « PHB-2024 97
When you hit a creature with an attack using a
weapon, that creature has Disadvantage on the next
saving throw it makes against a spell you cast before

the end of your next turn.

| 1 Action
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WEIGHT CARRIED
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ENCUMBERED

300 Ib.

PUSH/DRAG/LIFT

600 Ib.
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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: Wisdom ¢« 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 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

| Blood Curse of the Muddled Mind « CR
As a bonus action, you curse a creature you can see
within 30 ft. of you that is concentrating on a spell or a
feature that requires concentration. The cursed target
has disadvantage on the next CON saving throw it
makes to maintain concentration before the end of
your next turn.

Amplify. The cursed creature has disadvantage on all
CON saving throws made to maintain concentration
until the end of your next turn.

| Blood Curse of the Muddled Mind : 1 Bonus
Action

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

| Great Weapon Fighting * CR
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* 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 Flame « CR

ADDITIONAL FEATURES & TRAITS

The extra damage dealt by your rite is fire damage.

| Rite of the Frozen « CR
The extra damage dealt by your rite is cold damage.

| 1 Bonus Action
* Blood Hunter Order » CR
| Order of the Profane Soul (WIS)

* Otherworldly Patron « CR
You strike a bargain with an otherworldly being of your
choice.

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

* Pact Magic * CR

You can cast known warlock spells using Wisdom 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 Archfey « CR
When you deal rite damage to a creature, it glows with
faint light until the end of your next turn. For the
duration, the creature can’t benefit from cover or being
invisible.

| Rite Focus - The Archfey: 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

N
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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,
the branded creature takes 3 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 4 spell.

| 1/ Short Rest » Special

* Mystic Frenzy « CR
When you use your action to cast a cantrip, you can
immediately make one weapon attack as a bonus
action.

| 1 Bonus Action
* Revealed Arcana * CR
Your patron grants you the use of a distinctive spell
based on your pact.

| The Archfey « CR
You can cast blur once per long rest using a pact
magic spell slot.

=== VARIANT HUMAN SPECIES TRAITS ===

* Languages ¢ BR 31

You can speak, read, and write Common and one
extra language.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.
=== FEATS ===

* Blind Fighting « PHB-2024 209
You have Blindsight with a range of 10 ft.

* Heavily Armored « PHB-2024 204
Ability Score Increase. Con. or Str. increased by 1.

Armor Training. You gain training with Heavy armor.

* Heavy Armor Master « PHB-2024 204
Ability Score Increase. Con. or Str. increased by 1.

Damage Reduction. When you're hit by an attack
while you're wearing Heavy armor, any Bludgeoning,
Piercing, and Slashing damage dealt to you by that
attack is reduced by 6.

* Durable « PHB-2024 203
Ability Score Increase. Con. increased by 1.

Defy Death. You have Advantage on Death Saving
Throws.

Speedy Recovery. As a Bonus Action, you can expend
one of your HP Dice, roll the die, and regain a number
of HP equal to the roll.

| Speedy Recovery: 1 Bonus Action

* Crossbow Expert « PHB-2024 203

ADDITIONAL FEATURES & TRAITS

Ability Score Increase. Dex. increased by 1.

Ignore Loading. You ignore the Loading property of
crossbows. You can load ammunition into a crossbow
even if you lack a free hand.

Firing in Melee. Your crossbow attack rolls do not have
Disadvantage if you are within 5 ft. of the target.

Dual Wielding. When you make the extra attack of a
weapon with the Light property, you can add your
ability modifier to the damage of the extra attack.

* Fey Touched « PHB-2024 204
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Fey Magic. Choose one level 1 spell from the
Divination or Enchantment school of magic. You
always have that spell and the Misty Step spell
prepared. Once per Long Rest, you can cast each of
these spells without expending a spell slot. You can
also cast these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

| Wisdom
* Weapon Mastery « PHB-2024 91

| Greatsword (Graze) ¢
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| Heavy Crossbow (Push)
Push. If you hit a creature with Heavy Crossbow, you
can push the creature up to 10 ft. straight away from
you if it's Large or smaller.

ADDITIONAL EQUIPMENT
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| Longsword (Sap) *
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

| Graze (Greatsword): 1 Action
| Push (Heavy Crossbow): 1 Action
| Sap (Longsword): 1 Action

* 4: Weapon Mastery « PHB-2024 91

| Musket (Slow) «
Slow. If you hit a creature with a Musket and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Musket (Slow) «
Slow. If you hit a creature with a Musket and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Slow (Musket): 1 Action

| Slow (Musket): 1 Action
* 10: Weapon Mastery « PHB-2024 91

| Quarterstaff (Topple) ¢
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 6 +
the ability modifier used to make the attack). On a

failed save, the creature has the Prone condition.

| Topple (Quarterstaff): 1 Action

* Savage Attacker « PHB-2024 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Soldier Ability Score Improvements « PHB-2024 185

| Increase three scores (+1/+1/+1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Backstory: Sir Garrik Ironclaw, the Night's Warden

Sir Garrik Ironclaw was born into a humble family
of blacksmiths in the rugged northern mountains of
Frostvale. From a young age, he was drawn to the
forge, where he learned to craft weapons and
armor of unparalleled quality. However, Garrik’s
heart yearned for something greater—a life of
honor and purpose on the battlefield. When he
came of age, he enlisted as a soldier in the
Frostvale Guard, where his strength, discipline,
and skill with a blade quickly earned him the title of
knight.

Garrik’s life changed forever during the Siege of
Black Hollow, a brutal battle against a horde of
night creatures that had descended upon a nearby
village. Despite the odds, Garrik led a small
contingent of soldiers to victory, saving countless
lives. However, the battle left him with a deep scar
across his face and a burning hatred for the
creatures of the night. It was during this time that
he encountered Lord Alaric Duskbane, the
enigmatic leader of the Crimson Veil, who
recognized Garrik’s potential and offered him a
place in the organization.

Garrik accepted, dedicating himself to the Crimson
Veil's mission of eradicating night creatures and
protecting the innocent. Under Lord Alaric’s
guidance, Garrik honed his skills as a hunter,
learning to wield alchemical weapons and exploit
the weaknesses of his supernatural foes. He also
forged a strong bond with Lady Seraphina
Moonshadow, the head of the Arcane Division,
who taught him to respect the power of magic, and
Evelyn Nightshade, the organization’s cunning
infiltration specialist, whose wit and
resourcefulness often complemented his brute
strength.

Garrik's proudest achievement came when he

took on a young Church Nightbane as his protégé.
Church, a changeling with a rare blend of sorcery

CHARACTER BACKSTORY

ADDITIONAL NOTES
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P Comprehend Languages Fey Touched (Always Prepared) -- 1A Self V,S,M 1 hour PHB-2024 252 1/LR, D: 1h, V/S/M
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O Misty Step Fey Touched -- 1BA  Self \Y Instantaneous ~ PHB-2024299 1/LR, V
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