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Blood Hunter 5 caysoncocke
CLASS & LEVEL PLAYER NAME
EIf Investigator (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
.. . 5d10
Immunities - Magical Sleep successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

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

=== TOOLS ===

®)
®
O _2_ Athletics sTR — Alchemist's Supplies, Disguise Kit, Thieves'
O -4 Deception CHA ABILITY SAVE DC | Tools
_g— _gu—
T\ O _-3  History INT o —— J—
INTELLIGENCE LANGUAGES. .
® 0 Insight wis 7 N Common, Draconic, Elvish
30 ft. (Walkin
4 O -4 Intimidation CHA ( 9)
® _*0  Investigation INT
’@ O -3 Medicine wis \ SPEED 74
O -3 Nature INT y PROFICIENCIES & TRAINING
I wispom ® _+0  Perception Wis , \
O -4  Performance CHA === ACTIONS === weapon are magical, dealing an additional 1d6
5 ) Standard Actions damage of the type determined by the chosen rite.
O _4_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, The rite’s effect lasts until you finish a short/long rest
O 3 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, and other creatures cannot gain the benefit of your
— g Grapple, Shove, Improvise, Two-Weapon Fighting, rite.
O _-2 Sleight of Hand DEX Interact with an Object, Study, Influence
=== REACTIONS ===
® _*1  Stealth DEX === BONUS ACTIONS === Blood Curse of the Fallen Puppet
U CHARISMA ©® 0 Survival wis Crimson Rite ) _ ) When a creature you can see within 30 ft. drops to
As a bonus action, you can activate any rite you 0 HP, you can use your reaction to have that creature
know on a weapon you're holding. A weapon can onl make one weapon attack against a target of your
(@] pon y g p y
hold one active rite at a time. When activated, you choice within its range.
@] take 1d6 necrotic damage which can't be reduced in
any way. Amplify. You can first cause the cursed creature to
o J— move up to half its speed, and grant a +1 bonus to its
While vour rite is active, attacks made with this attack roll.
\ SKILLS / \ ACTIONS )
7 N
10 PASSIVE PERCEPTION Armblade (Sickle) +1 1d4-2 Slashing Simple, Light, Nick
Armblade (Sickle) +1 1d4-2 Slashing Simple, Light, Nick
10 PASSIVE INSIGHT
Unarmed Strike +1 0 Bludgeoning
10 PASSIVE INVESTIGATION

Darkvision 120 ft.
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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 8.

* 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.

| 1/ Short Rest « No Action

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

| Blood Curse of the Fallen Puppet « CR
When a creature you can see within 30 ft. drops to 0
HP, you can use your reaction to have that creature
make one weapon attack against a target of your
choice within its range.

Amplify. You can first cause the cursed creature to

move up to half its speed, and grant a +1 bonus to its
attack roll.

| 1 Reaction

* 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 Flame « CR
The extra damage dealt by your rite is fire 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 Undead * CR

You have chosen the Undead as your otherworldly
patron.

N

* Pact Magic « CR

You can cast known warlock spells using Wisdom as
your spellcasting modifier (Spell DC: 8, Spell Attack:
+0). 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 Undead « CR
When you take necrotic damage, you can use a
reaction to halve that damage and if you have a
crimson rite active, your appearance changes to reflect
some aspects of your patron.

| Rite Focus - The Undead : 1 Reaction
* 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

=== ELF SPECIES TRAITS ===

* Creature Type » PHB-2024 190
You are a Humanoid.

* Size « PHB-2024 190
You are Medium.

* Speed * PHB-2024 190
Your speed is 30 ft.

* Darkvision « PHB-2024 190
You have Darkvision with a range of 60 ft.

WEIGHT CARRIED
24 |b.
ENCUMBERED

105 Ib.

PUSH/DRAG/LIFT

210 Ib.

FEATURES & TRAITS
Armor of Gleaming, Breastplate 1 20 Ib.
Armblade (Sickle) 1 21b.
Armblade (Sickle) 1 21b.
Spell Scroll (Level 9) 1 -

EQUIPMENT
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* Elven Lineage « PHB-2024 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| Drow Lineage *
The range of your Darkvision increases to 120 ft. and
you gain the spells outlined in the Elven Lineages
table.

* Elven Lineage Spells « PHB-2024 189
| Drow Lineage - Wisdom ¢

* Fey Ancestry « PHB-2024 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses « PHB-2024 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « PHB-2024 190

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 a trancelike meditation, during
which you retain consciousness.

* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases « PHB-2024

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase three scores (+1/+1/+1) ¢

Increase three different scores by 1.

=== FEATS ===

* Shadow Touched « PHB-2024 207
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Shadow Magic. Choose one level 1 spell from the
lllusion or Necromancy school of magic. You always
have that spell and the Invisibility 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.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Male 27 Medium 6'6 175
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good None Dark grey A light grey Ashy black
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/ \ y \\
=== Allies === I never accept that I'm out of my depth.
Only my group of adventurers I let pgople underestimate me,
revealing my full competency only to
=== Organizations === those close to me.
| have marhid interacte and a marahre
None PERSONALITY TRAITS
L~ 1
[ "]
Obsession. I've lived this way for so long that | can’'t imagine another
Vovab);ession. I've lived this way for so long that | can't imagine another
VC\;ab)s’ession. I've lived this way for so long that | can’t imagine another
IDEALS
L~ 1
[ "]
A great evil dwells within me. | will
fight against it and the world’s other
evils for as long as | can.
BONDS
L~ 1
[N "]
I've done unspeakable evil and will
do anything to prevent others from
finding out.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
) { )\ {
/ \
I was born from wedlock which alienated me from I dont like sand
everyone i knew and my father resented me
because my mother died while conceiving me i hid
away for a time after hitting 15 years old and
swore revenge on everyone who hated or harmed
me i chose the lath of blood hunter because at 20
years ild a monster killed the woman i fell in love
with and i was never able to track it down so now i
focus on finding and slaying monsters that normal
people would not be able to seek.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Toll the Dead Blood Hunter WIS 8 1A 60 ft. V,S Instantaneous  XGtE 169 V/S
P Dancing Lights Elven Lineage Spells (Always Prepared) -- 1A 120 ft. V,S,M  concenuation, upto 1 minute - PHB-2024 259 D: 1m, V/S/M
=== 1st LEVEL === 1PactO
QO Hellish Rebuke Blood Hunter DEX8 1R 60 ft. V,S Instantaneous  PHB 250 VIS
O Unseen Servant Blood Hunter - 1A 60 ft. V,S,M 1 hour PHB 284 D: 1h, VISIM
O Arms of Hadar Blood Hunter STR8 1A Self/10 ft. Sphere  V,S Instantaneous  PHB 215 10 ft. Sphere, V/S
O Faerie Fire Elven Lineage Spells DEX8 1A 60 ft./20 ft. Cube V Concentration, up to L minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
O Faerie Fire Elven Lineage Spells DEX8 1A 60 ft./20 ft. Cube V Concentration, up to Lminute PHB-2024 271 1/LR, D: 1m, 20 ft. Cube, V
===2nd LEVEL ===
O Darkness Elven Lineage Spells - 1A 60 ft./15 ft. Sphere  V/,M Concenration,up 10 10 minutes - PHB-2024 260 1/LR, D: 10m, 15 ft. Sphere, VIM
O Darkness Elven Lineage Spells -- 1A 60 ft./15 ft. Sphere  V/,M Concennation,upto 0minutes - PHB-2024 260  D: 10m, 15 ft. Sphere, V/IM

SPELLS
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