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=== ARMOR ===
Light Armor, Medium Armor, Shields

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

=== TOOLS ===
Alchemist's Supplies

=== LANGUAGES ===
Common, Deep Speech, Draconic, Elvish

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 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 vou arant a +2

bonus to the cursed creature’s attack roll.

=== SPECIAL ===
Knowledge from a Past Life « 2 / Long Rest

When you make an ability check that uses a skill,
you can roll a <strong>d6</strong> immediately after
seeing the number on the <strong>d20</strong> and
add the number on the <strong>d6</strong> to the
check. You can use this feature 2 times, and you
regain all expended uses when you finish a long rest.
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13 PASSIVE WISDOM (PERCEPTION) CrOSSbOW’ Hand +3 1d6+1 Piercing Martial, Ammunition, Range, Light, Loading, Range (30/120)
Longsword +4 1d8+2 Slashing Martial, Versatile
11 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +4 3 Bludgeoning
14 PASSIVE INTELLIGENCE (INVESTIGATION)
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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 1d4 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 +2
bonus to the cursed creature’s attack roll.

| 1 Reaction

=== REBORN RACIAL TRAITS ===

* Ability Score Increases ¢ VRGtR 15

When determining your ability scores, you increase
one of those scores by 2 and increase a different score
by 1, or you increase three different scores by 1.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * VRGtR 15

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 ¢ VRGtR 21
You are a Humanoid.

* Size « VRGtR 21
You are Medium or Small. You choose the size when
you gain this lineage.

* Speed ¢ VRGIR 21
Your walking speed is 30 feet.

* Ancestral Legacy * VRGtR 21

If you replace a race with this lineage, you can keep
the following elements of that race: any skill
proficiencies you gained from it and any climbing,
flying, or swimming speed you gained from it.

* Deathless Nature « VRGtR 21

You have advantage on saving throws against disease
and being poisoned, and you have resistance to
poison damage.

You have advantage on death saving throws.

You don't need to eat, drink, or breathe.

You don’t need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if you
spend those hours in an inactive, motionless state,
during which you retain consciousness.

* Knowledge from a Past Life « VRGtR 21
When you make an ability check that uses a skill, you

can roll a <strong>d6</strong> immediately after
seeing the number on the <strong>d20</strong> and
add the number on the <strong>d6</strong> to the
check. You can use this feature 2 times, and you
regain all expended uses when you finish a long rest.

| 2/ Long Rest « Special
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EQUIPMENT

FEATURES & TRAITS
Scale Mail 1 45 Ib. Tinderbox 1 11b.
Crossbow, Hand 1 31b. Torch 3 31b.
Longsword 1 3lb. Stake (Wooden) 9 --
Crossbow Bolts 20 1.51b. Holy Symbol 1 --
Ink (1 ounce bottle) 1 - Crowbar 1 51b.
Chest 1 25 Ib. Hammer 1 31b.
Chest 1 25 Ib. Holy Water (flask) 1 11b.
Clothes, Common 1 31b. Manacles 1 6 Ib.
Small Knife 1 - Mirror, Steel 1 0.5 Ib.
WEIGHT CARRIED Crowbar 1 51b. Oil (flask) 1 1lb.
146.7 Ib. Hammer 1 31b. Tinderbox 1 11b.
ENCUMBERED Holy Water (flask) 1 11b.
210 Ib. Manacles 1 6 1b.
PUSH/DRAG/LIFT Mirror, Steel 1 0.5 Ib.
420 Ib. Oil (flask) 1 11b.
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Female 19 Medium 5'0" 80
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Polytheistic Porcelain White Black Sclera, W White
ALIGNMENT FAITH SKIN EYES HAIR
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| am horribly, horribly awkward
in social situations.
PERSONALITY TRAITS
L~ 1
[ "]
The dark secrets | have studied allow me to
better protect the commonfolk.
IDEALS
L~ 1
[ "]
| was created in a lab by a kindly
progenitor who gave his life to protect
me. | think of him fondly and use his
BONDS
L~ 1
[N "]
Most people scream and run when
they see a demon. | stop and take
notes on its anatomy.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { {
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Alabastra spent the better part of two decades
learning how to be human. Her creator was with
her for most of that time, taking special care in
teaching her. Her studies included the history of
the realms, the spheres of the cosmos,
supernatural threats and their weaknesses, and
common knowledge and superstitions.
Her peaceful existence came to an end when her
creator's nemesis finally located them. The good
doctor held off the horde of undead, but he was
unable to stop the angry mob that followed it.
Convinced his experiments were to blame for the
horde, the residents of the local town laid siege to
his manor. In a last-ditch effort, he initiated a
self-destruct of the lab.
With only a weathered map to guide her, Alabastra
was wandered through a series of tunnels before
finding her way to the misty air. She carries with
her a compendium that contains the sum of her
creator's research on animation and the
supernatural. There are several volumes left
scattered in labs throughout this plane and others
waiting to be recovered by her.
CHARACTER BACKSTORY ADDITIONAL NOTES /
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