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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, as well as on Intelligence
ability checks to recall information about them.

* Blood Maledict « CR

You can invoke a blood curse a number of times per
short rest based on your level. You can choose to
amplify the curse, losing 1d6 hit points yourself.
Creatures that do not have blood in their bodies are
immune to blood curses, unless you have amplified the
curse.

| 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 feet of you
drops to 0 hit points, you can use your reaction to give
that creature a final act of aggression. That creature
immediately makes a single weapon attack against a
target of your choice within its attack range.
<em>Amplify.</em> You can first move the cursed
creature up to half their speed, and you grant a +1
bonus to the cursed creature’s attack roll.

| 1 Reaction

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

You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Crimson Rite « CR

As a bonus action, imbue a weapon to strike for 1d6
extra damage of your chosen type. On activating the
rite, you take 1d6 damage. Rite damage is magical
and lasts while you hold the weapon or until you
complete a short/long rest.

| Rite of the Flame « CR
Your rite damage is fire damage.

| 1 Bonus Action
* Blood Hunter Order « CR
| Order of the Lycan

* Heightened Senses * CR
You gain advantage on Wisdom (Perception) checks
that rely on hearing or smell.

* Hybrid Transformation « CR
| Hybrid Form « CR

| Hybrid Transformation : 1 / Short Rest « 1 Bonus
Action

* Hybrid Transformation Features « CR
While you are transformed, you gain the following
features:

| Bloodlust « CR
If you begin your turn with 22 or fewer hit points, you
must make a DC 8 WIS saving throw or else move
directly towards the nearest creature to you and use
the Attack action against that creature, determining
targets randomly if there is more than one possible

If you are unable to concentrate, you automatically fail
this saving throw.

| Special

| Feral Might « CR
You gain a +1 to melee damage rolls. This bonus
increases by 1 at 11th and 18th level. You also have
advantage on Strength checks and Strength saving
throws.

| Predatory Strikes « CR
You can apply your Crimson Rite feature to your
unarmed strikes as a single weapon.
You can use Dexterity instead of Strength for the
attack and damage rolls of your unarmed strikes.
When you use the Attack action with an unarmed
strike, you can make one unarmed strike as a bonus
action.
Your unarmed strikes deal 1d6 slashing damage. The
damage increases to 1d8 at 11th level.

| Unarmed Strike - Claws (DEX): 1 Action
| Unarmed Strike - Claws (STR): 1 Action
| 1 Bonus Action

| Resilient Hide « CR
You have resistance to bludgeoning, piercing, and
slashing damage from nonmagical attacks not made
with silver weapons.
While you are not wearing heavy armor, you gain a +1
bonus to your AC.

* Ability Score Improvement « CR
* Extra Attack « CR

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

N

EQUIPMENT

| Archery « CR target. turn.
FEATURES & TRAITS
Studded Leather 1 13 Ib. Hammer 1 31b.
Crossbow, Light 1 51b. Holy Water (flask) 1 11b.
Longbow 1 21b. Manacles 1 6 Ib.
Crossbow Bolts 20 1.51b. Mirror, Steel 1 0.5 Ib.
Backpack 1 51b. Oil (flask) 1 11b.
Chest 1 25 Ib. Tinderbox 1 11b.
Clothes, Common 1 31b. Torch 3 31b.
Bedroll 1 7 lb. Stake (Wooden) 9 --
Mess Kit 1 11b. Holy Symbol 1 --
WEIGHT CARRIED Rations (1 day) 10 20 Ib.
129 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 11b.
255 |b. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
510 Ib. Crowbar 1 5 lb.
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| Special

=== HIGH ELF 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 ¢ BR 23

* EIf Weapon Training * BR 23
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Cantrip * BR 24
You know one cantrip of your choice from the wizard
spell list. INT is your spellcasting ability for it.

* Extra Language * BR 24
You can speak, read, and write one extra language of
your choice.

ADDITIONAL FEATURES & TRAITS
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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| don't talk about the thing that
torments me. I'd rather not burden
others with my curse.
| don’t run from evil. Evil runs from
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I'll stop the spirits that haunt me
or die trying. (Any)
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There’s evil in me, | can feel it. It must
never be set free.
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| talk to spirits that no one else
can see.
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CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

e — —

SPELLS

> 4
L
Y




