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CLASS & LEVEL PLAYER NAME
Swiftstride Haunted One (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+3 13 12 —
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Alchemist's Supplies
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Infernal
/ N\
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 Binding

As a bonus action, you attempt to bind a Large or
smaller creature that you can see within 30 ft. of you.
It must succeed on a STR Saving Throw (DC 9) or the
cursed creature’s speed reduced to 0 and it cannot
take reactions until the end of your next turn.

Amplify. The curse lasts for 1 minute and affects

creatures of any size. The cursed creature can repeat
the saving throw at the end of each of its turns to end
the curse.

Shifting * 1 / Short Rest

Once per short rest as a bonus action, you can
assume a more bestial appearance. This
transformation lasts for 1 minute, until you die, or until
you revert to your normal appearance as a bonus
action. When you shift, you gain +3 temp HP and
additional benefits that depend on your shifter
subrace.

=== REACTIONS ===
Swiftstride Reaction
While shifted. vour walkina speed increases bv 10
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Darkvision 60 ft.

SENSES

PASSIVE PERCEPTION

PASSIVE INSIGHT

PASSIVE INVESTIGATION
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Unarmed Strike +2

1 Bludgeoning
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EQUIPMENT

CLASS & LEVEL PLAYER NAME
Swiftstride Haunted One (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
—_— —
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=== BLOOD HUNTER FEATURES === Amplify. The curse lasts for 1 minute and affects | Swiftstride Reaction: 1 Reaction
creatures of any size. The cursed creature can repeat
* Hit Points « CR the saving throw at the end of each of its turns to end
the curse.
* Proficiencies * CR
| Blood Curse of Binding : 1 Bonus Action
* Hunter’s Bane « CR
You have advantage on Wisdom (Survival) checks to
track fey, fiends, or undead, and you have advantage === SWIFTSTRIDE SPECIES TRAITS ===
on Intelligence ability checks to recall information
about them. * Darkvision « ERftLW 34
You can see in dim light within 60 ft. as if it were bright
| Hemocraft Modifier: Intelligence « CR light, and in darkness as if it were dim light. You can’t
Your Hemocraft DC is 9. discern color in darkness, only shades of gray.
* Blood Maledict « CR * Shifting « ERftLW 34
You can invoke a blood curse a number of times per Once per short rest as a bonus action, you can
short rest based on your level. Before it affects the assume a more bestial appearance. This
target, you can choose to amplify the curse. An transformation lasts for 1 minute, until you die, or until
amplified curse gains an additional effect noted in the you revert to your normal appearance as a bonus
curse's description. Amplifying a curse causes you to action. When you shift, you gain +3 temp HP and
take 1d4 points of necrotic damage that cannot be additional benefits that depend on your shifter subrace.
reduced in any way.
| 1/ Short Rest 1 Bonus Action
Creatures that don't have blood in their bodies are
immune to blood curses, unless the curse has been * Subrace * ERftLW 34
amplified.
* Ability Score Increase « ERftLW 34
| 1/ Short Rest « No Action Your Dexterity score increases by 2, and your
Charisma score increases by 1.
* Blood Curses * CR
Your chosen Blood Curses for use with the Blood * Graceful « ERftLW 34
Maledict feature. You have proficiency in the Acrobatics skill.
| Blood Curse of Binding « CR * Shifting Feature « ERftLW 34
As a bonus action, you attempt to bind a Large or While shifted, your walking speed increases by 10 feet.
smaller creature that you can see within 30 ft. of you. It~ Additionally, you can move up to 10 feet as a reaction
must succeed on a STR Saving Throw (DC 9) or the when a creature ends its turn within 5 feet of you. This
cursed creature’s speed reduced to 0 and it cannot reactive movement doesn’t provoke opportunity
take reactions until the end of your next turn. attacks.
FEATURES & TRAITS
Studded Leather 1 13 Ib. Waterskin 1 51b.
Dagger 1 1lb. Crowbar 1 51b.
Dagger 1 1lb. Hammer 1 31b.
Crossbow, Light 1 51b. Holy Water (flask) 1 11b.
Crossbow Bolts 20 1.51b. Manacles 1 6 Ib.
Backpack 1 51b. Mirror, Steel 1 0.5 1b.
Chest 1 25 Ib. Oil (flask) 1 1lb.
Clothes, Common 1 31b. Tinderbox 1 11b.
Alchemist's Supplies 1 8 Ib. Torch 3 31b.
WEIGHT CARRIED Bedroll 1 7 Ib. Stake (Wooden) 9 -
137 b Mess Kit 1 11b. Holy Symbol 1 --
ENCUMBERED Rations (1 day) 10 20 Ib.
150 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
300 Ib. Torch 10 10 Ib.
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Male 18 Medium 6' 175
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Grey Yellow Black
ALIGNMENT FAITH SKIN EYES HAIR
— —
\
7 \
1 don’t talk about the thing that torments me.
I'd rather not burden others with my curse.
PERSONALITY TRAITS
L~ 1
[ ~"1

| kill monsters to make the world a
safer place, and to exorcise my own
demons. (Good)

IDEALS
L~ —~
[ ~"1
A terrible guilt consumes me. | hope that | can
find redemption through my actions.
BONDS
L~ —~
[N "]
| assume the worst in
people.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS \\ FLAWS //
T
/ \
CHARACTER BACKSTORY ADDITIONAL NOTES /,
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