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CHARACTER NAME

Matheris Dorben aka "Lucian”
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L SAVING THROWS

Advantage against being charmed,
and magic can't put you to sleep
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\ O _*2_ Animal Handling wis
® _+7  Arcana INT
O _+1  Athletics STR
O _+2  Deception CHA
® _+7_ History INT
® _+5  Insight wis
O +2 Intimidation CHA
® _+10 Investigation INT
O _*2_ Medicine wis
O _*+4  Nature INT
® _+5 Perception WIS
QO _+2_ Performance CHA

L SKILLS

5
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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

=== BONUS ACTIONS ===
Blood Curse of Bloated Agony

As a bonus action, you curse a creature that you
can see within 30 ft. of you until the end of your next
turn. For the duration, the creature has disadvantage

on STR and DEX checks, and takes

<strong>1d8</strong> necrotic damage if it makes

more than one attack on its turn.

— —
Blood Hunter 2 / Rogue 2 / Warlock 1 cwreando
CLASS & LEVEL PLAYER NAME
High Half-Elf Urban Bounty Hunter 12,455
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+4 16 5 6 -
INITIATIVE CLASS \ HIT POINTS /
// /7 / \
2d10 + 2d8 + 1d8 SUCCESSESO:O:O
FAILURES( )=( >=( >
QA DEFENSES \ HIT DICE \ DEATH SAVES /
3
INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Alchemist's Supplies, Dice Set, Thieves'
ABILITY SAVE DC | Tools
N N
=== LANGUAGES ===
/7 N Common, Elvish, Thieves’ Cant,
30 ft. (Walking) Undercommon
A SPEED Y
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N\
=== ACTIONS === <strong><em>Amplify.</em></strong> The curse lasts

for 1 minute and the cursed creature can make a CON
saving throw (DC 15) at the end of each of its turns to
end the curse.

Crimson Rite

As a bonus action, imbue a weapon to strike for
1d4 extra damage of your chosen type. On activating
the rite, you take 1d4 damage. Rite damage is magical
and lasts while you hold the weapon or until you
complete a short/long rest.

Cunning Action
You can take a bonus action on each of your turns
to take the Dash, Disengage, or Hide action.

ACTIONS )

15 PASSIVE WISDOM (PERCEPTION)
15 PASSIVE WISDOM (INSIGHT)
20 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

Crossbow, light +7
Moon-Touched, Rapier +7
Rapier of Warning +7
Unarmed Strike +4

WEAPON ATTACKS & CANTRIPS y

\\
Simple, Ammunition, Loading, Range, Two-Handed, Range (80/320)

1d8+4 Piercing

1d8+4 Piercing

Martial, Finesse, Green-Flame Blade: 1d8 Fire, 1d8+2 Fire

1d8+4 Piercing

Martial, Finesse, Green-Flame Blade: 1d8 Fire, 1d8+2 Fire

2 Bludgeoning
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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: Intelligence « CR
Your Hemocraft DC is 15.

* 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 1d4 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 <em>Blood
Maledict</em> feature.

| Blood Curse of Bloated Agony « CR
As a bonus action, you curse a creature that you can
see within 30 ft. of you until the end of your next turn.
For the duration, the creature has disadvantage on
STR and DEX checks, and takes
<strong>1d8</strong> necrotic damage if it makes
more than one attack on its turn.

<strong><em>Amplify.</em></strong> The curse lasts
for 1 minute and the cursed creature can make a CON
saving throw (DC 15) at the end of each of its turns to
end the curse.

| 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 1d4
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 1d4
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
=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 1d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’'t have
disadvantage on the attack roll.

| Special
* Thieves’ Cant « PHB 96
You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.
* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.

| 1 Bonus Action
=== WARLOCK FEATURES ===
* Hit Points « PHB 106
* Proficiencies « PHB 107

* Otherworldly Patron « PHB 107
You have struck a bargain with an otherworldly being.

| The Hexblade

* Pact Magic « PHB 107
You can cast known warlock spells using CHA as your

N

FEATURES & TRAITS
Bag of Holding 1 15 Ib. Mess Kit 1 11b.
Rapier of Warning 1 21b. Potion of Healing 10 51b.
Moon-Touched, Rapier 1 2 lb. Rations (1 day) 10 20 Ib.
Studded Leather 1 13 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Crossbow, light 1 5 lb. Tinderbox 1 1lb.
Backpack 1 5 lb. Torch 10 10 Ib.
Pouch 1 11b. Waterskin 1 51b.
Quiver 1 11b. Vial 4 --
Quiver 1 1lb. Alchemist's Supplies 1 8 Ib.
WEIGHT CARRIED Thieves' Tools 1 11b. Thieves' Tools 1 11b.
123.5 Ib. Potion of Healing (Greater) 1 0.5 Ib. Amethyst 1 --
ENCUMBERED Potion of Healing (Greater) 1 0.5 Ib.
180 Ib. Potion of Healing (Greater) 1 0.5 Ib. Rapier of Warning 1 2 1b.
PUSH/DRAG/LIFT Bedroll 1 7 1b.
360 Ib. Clothes, Fine 1 6 Ib.

EQUIPMENT




spellcasting modifier (Spell DC 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.

* Expanded Spell List « XGtE 55
Additional spells are added to the warlock spell list for
you.

* Hexblade’s Curse « XGtE 55

Once per short rest, as a bonus action, choose one
creature you can see within 30 ft. to curse it for 1
minute (or until the target dies, you die, or you are
incapacitated). Against the cursed target, you gain a
+3 bonus to damage rolls, score a critical hit on a roll
of 19 or 20, and you regain 3 HP if it dies.

| 1/ Short Rest « 1 Bonus Action

* Hex Warrior « XGtE 55

You gain proficiency with medium armor, shields, and
martial weapons. Whenever you finish a long rest, you
can touch one weapon that you are proficient with and
that lacks the two-handed property. With that weapon,
you can use your CHA modifier for the attack and
damage rolls until you finish your next long rest. You
can also use your CHA modifier for the attack and
damage rolls for any of your pact weapons if you have
that feature.

| Special

=== HIGH HALF-ELF RACIAL TRAITS ===

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* High EIf Descent « SCAG

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

=== FEATS ===

* Tough « PHB 170
Your HP maximum increases by 10.

ADDITIONAL FEATURES & TRAITS
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Pearl

Jade

Crossbow Bolts
Silvered Crossbow bolts
Crossbow Bolts, +1

Crossbow Bolts, +1

10
10
10

0.75 Ib.
1.25 Ib.

ADDITIONAL EQUIPMENT




You see a Deep Gnome. Silver hair and black eyes. A short sword
and Rapier are scabbarded on a belt. A light Crossbow and Quiver are
seen also. He's wearing Black Studded Leather and has a backpack,
pouch and sack attached to a belt.

CHARACTER APPEARANCE
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Male 38 Medium 3'10” 45
GENDER AGE HEIGHT WEIGHT
Neutral Tymora Blueish Black White
ALIGNMENT FAITH EYES HAIR
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=== Allies ===

Cities Political and Thief guild contacts -
Neverwinter, Balders Gate, Dagger Falls,
Calimport, Luskan, Phlan, Mulmaster, Mirabar and
Winterkeep

=== Organizations ===

Thieves guild

ALLIES & ORGANIZATIONS

7 N
| always have a plan for what
to do when things go wrong.

PERSONALITY TRAITS
L~ ]
N ~

People. I'm loyal to my friends, not to
any ideals, and everyone else can
take a trip down the Styx for all |

IDEALS
L~

o~
~]

[N

| will become the greatest thief
that ever lived.

BONDS
L~

oy
[N "]
An innocent person is in prison for
a crime that | committed. I'm okay
with that.

\\ FLAWS //

Matheris Dorben aka “Lucian" left the big city of
Waterdeep years ago to go find some adventure.
A son of a Diplomat ex-blood hunger father Victor
Dorben and Mother Francesca Dorben who was a
member of the thief's guild, were strict on the boy.
While this instilled some great qualities it did usher
him out into the world, and he wanted to learn
more. Lucian quickly got his nickname from his
hybrid appearance, and he soon learned he could
make a living tracking down bounties in the city for
good loot. He travels all over Faruen's big cities in
search of a good bounty, living a nice lifestyle. He
gets the occasional glance, but he soon warms up
to the citizens. Make no mistake though. He can
play both sides of the street. He made plenty of
contact through is relationship with his mother and
joined the Thieves guilds as they traveled for
Diplomacy as well as political contacts for each
city as well.

CHARACTER BACKSTORY
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Warlock
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=== CANTRIPS === (At Will)
O Green-Flame Blade Warlock +5 1A Self/5 ft. Sphere  S,M Instantaneous ~ SCAG 142 5 ft. Sphere, S/IM
O Mage Hand Warlock -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
=== 1st LEVEL === 1PactO
O Hex<C> Warlock - 1BA 90 ft. V,S,M  concentation, upto 1hour  PHB 251 D: 1h, VISIM
O Armor of Agathys Warlock -- 1A Self V,S,M 1 hour PHB 215 D: 1h, VISIM

SPELLS
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