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ARMOR Max HP Current HP Temp HP |
+3 14 24 --
INITIATIVE CLASS \ HIT POINTS J
/4 // 3d8 / \
Resistances - Necrotic, successes O=O=0O
Poison raiLures O=O=0
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor
=== WEAPONS ===
@ PROFICIENCY BONUS j Crosshow, Hand, Rapier, Scimitar,
~ Shortsword, Simple Weapons, Whip
— e— === TOOLS ===
ABILITY SAVE DC | Thieves' Tools, Weaver's Tools

=== LANGUAGES ===
Abyssal, Common, Draconic, Elvish, Thieves’
Cant

4 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 ===
Cunning Action

On your turn, you can take one of the following
actions as a Bonus Actions: Dash, Disengage, or

Hide.

Steady Aim

You give yourself Advantage on your next attack

roll on the current turn, provided that you haven't

moved during this turn. After you use it, your Speed is
0 until the end of the current turn.

=== REACTIONS ===
Bloodthirst « 3/ Long Rest

When an enemy you can see within 30 ft. of
yourself takes damage and is Bloodied after taking
that damage but not killed outright, you can take a
Reaction and teleport to an unoccupied space you can
see within 5 ft. of that enemy and can make one
melee attack.

You can use this feature 3 time(s) per Long Rest.

=== SPECIAL ===
Sneak Attack

74

SENSES 3

WEAPON ATTACKS & CANTRIPS y

ACTIONS
7 N
12 PASSIVE PERCEPTION Dagger +5 1d4+3 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
12 - Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Shortbow +5 1d6+3 Piercing Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
17 PASSIVE INVESTIGATION Shortsword +5 1d6+3 Piercing Martial, Finesse, Light, Vex
Darkvision 60 ft. Unarmed Strike +1 0 Bludgeoning
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=== ROGUE FEATURES ===
* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 129

Once per turn you can deal an extra 2d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn't
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| Special
* Thieves’ Cant « PHB-2024 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery « PHB-2024 129
* Cunning Action « PHB-2024 130
On your turn, you can take one of the following actions
as a Bonus Actions: Dash, Disengage, or Hide.

| 1 Bonus Action
* Rogue Subclass * PHB-2024 130

| Scion of the Three
* Steady Aim « PHB-2024 130

As a Bonus Action, you give yourself Advantage on
your next attack roll on the current turn, provided that

you haven’t moved during this turn. After you use it,
your Speed is 0 until the end of the current turn.

| 1 Bonus Action

* Bloodthirst « FRHoF

When an enemy you can see within 30 ft. of yourself
takes damage and is Bloodied after taking that
damage but not killed outright, you can take a
Reaction and teleport to an unoccupied space you can
see within 5 ft. of that enemy and can make one melee
attack.

You can use this feature 3 time(s) per Long Rest.
| 3/Long Rest ¢ 1 Reaction

* Dread Allegiance « FRHoF

Choose one of the Dead Three: Bane, Bhaal, or
Myrkul. You gain Resistance to one type of damage
and the ability to cast a cantrip specific to the deity;
Intelligence is your spellcasting ability for this cantrip.

When you finish a Long Rest, you can change your
choice.

| Bhaal « FRHoF
You have chosen Bhaal and gain Resistance to Poison
damage and the ability to cast Blade Ward.

=== DHAMPIR SPECIES TRAITS ===

* Creature Type « ABoH 8
You are a Humanoid.

* Size « ABoH 8
You are Medium or Small, chosen when you select this
species.

| Small «

N

Your size is Small.

* Speed « ABoH 8
Your speed is 35 ft.

* Darkvision « ABoH 8
You have Darkvision with a range of 60 feet.

* Spider Climb « ABoH 8
You have a Climb Speed equal to your Speed. When
you reach character level 3, you can move up, down,
and across vertical surfaces and along ceilings while
leaving your hands free.

* Trace of Undeath « ABoH 8
You have Resistance to Necrotic damage.

* Vampiric Bite « ABoH 8

When you use your Unarmed Strike and deal damage,
you can choose to bite with your fangs. You deal
Piercing damage equal to 1d4 + 2 instead of the
normal damage of an Unarmed Strike. In addition,
when you deal this damage to a creature that isn't a
Construct or an Undead, you can empower yourself in
one of the following ways:

Drain. You regain Hit Points equal to the Piercing
damage dealt. Strengthen. You gain a bonus to the
next ability check or attack roll you make within the
next minute; the bonus is equal to the Piercing
damage dealt.

You can empower yourself with this trait 2 times, and
you regain all expended uses when you finish a Long
Rest.

| 2/ Long Rest ¢ Special

* Ability Score Increases *« ABoH

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

FEATURES & TRAITS
\
Leather 1 10 Ib. Tinderbox 1 11b.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb. Hooded Lantern 1 2 b.
Shortbow 1 2 1b. Candle 10 --
Shortsword 1 2 1b. Crowbar 1 51b.
Backpack 1 5 lb.
Quiver 1 11b.
Weaver's Tools 1 51b.
Thieves' Tools 1 11b.
WEIGHT CARRIED Arrows 20 11b.
66 Ib. Oil 7 7 1b.
ENCUMBERED Ball Bearings 1,000 2 1b.
120 Ib. Rations 5 10 Ib.
PUSH/DRAG/LIFT Rope 1 5 Ib.
240 Ib. Bell 1 -

EQUIPMENT
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| Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===
* Weapon Mastery « PHB-2024 129

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Nick (Dagger): 1 Action
| Vex (Shortsword): 1 Action

* Lords’ Alliance Agent « FRHoF 38
You gain the following benefits.

Inspiring Strike. Once per turn when you score a
Critical Hit against a creature, you can choose an ally
within 30 ft of yourself who can see or hear you and
who lacks Heroic Inspiration. That ally gains Heroic
Inspiration.

Reassert Honor. When an enemy you can see deals
damage to an ally of yours that is within 5 ft of you, you
have Advantage on your next attack roll against that
enemy before the end of your next turn.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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P Blade Ward Dread Allegiance (Always Prepared) -- 1A Self V,S Concentration, up o L minute  PHB-2024 247 D: 1m, V/S
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