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8 Warlock (The First Vampire) Andrew
Warwar LEVEL & CLASS PLAYER NAME
Soldier Warforged 34,000
CHARACTER NAME BACKGROUND RACE EXPERIENCE
— ——
@ N 7 3
O +2 STR O -1 INT
[ & .@. 14 Armor Breastplate
STRENGTH O +2 DEX @ +3 WIS i
5 9 + 3 1 7 Shield
O +2 CON @ +7 CHA
+ 2 MAXIMUM PROFICIENCY ARMOR 2 Dex @Medium Armor Q Heavy Armor
RESISTANCES \\_HIT POINTS )} \ BONUS / CLASS .
a Magic
Poison = N
y \ \ 1 Misc |Integrated Protection
L @ < Misc 7
DEXTERITY Magic can't put me to sleep; qq + 2 N ARMOR £
+ 2 Immune to disease and magical \ CURRENT HIT POINTS J N INITIATIVE ) <=7}
aging effects; Adv. on saves vs. X [| INSPIRATION 3
poison; Adv. on Con SUCCESSES N (] N (] \ \ 4
(Concentration) saves 8 d8+2 20 ft
ABILITY
30 ft SAVE DC CHARISMA j
A\ SAVING THROWS )/ FAILURES / 7l
oxam aroce Y10 et "
,/ \\ \ / \ / \ / // ARMOR \\
P° +2 Acrobatics @ Light @ Medium Q Heavy @ Shields
Animal Handli WEAPONS
‘ @ 0 Animal Handing I 7 N @ Simple O Martial O Other Weapons:
P -1 Arcana — i Creature of the Night ChaMod LR
('Y +5 Athletics +") S W R E L,& ’
s . Y
+7 Deception (g dd 00 P Frot- [ R Common Thieves' Tools
@ -1 History vV Ostoyan Dice
& 0 Insight ML’, V Pre@ Vehicles (land)
‘) +7 Intimidation
‘) +2 Investigation .
[oX 0 Medicine < 7 < 7
G -1 Nature A LIMITED FEATURES A N PROFICIENCIES /
O) Q Perception
O) +4 Performance
P +4 Persuasion Pact of the Blade Drain Life
P -1 Religion False Life
@ +5 Sleight of Hand Vampire Polymorph
& +2 Stealth
O) 0 Survival
@ +5 Thieves' Tools (Dex)
A\ SKILLS )/ ACTIONS
7 N v, N
a) PASSIVE WISDOM (PERCEPTION) j Pact Longbow v Dex 150/600ft +6 1d8+3  Piercing
= Ammunition, heavy, two-handed; Counts as magical
Darkvision 60 ft .
Pact Greatsword v str Melee +6 2d6+3  Slashing
< 7 Heavy, two-handed; Counts as magical
A SENSES / Shadow Blade v Str Melee, 20/60ft +5 2d8+2  Psychic
Finesse, light, thrown; +1d8 at SL3/5/7; Adv. if target in dim light/darkness
71 BN
Arrows 20 Pact Maul / Str Melee +6 2d6+3  Bludgeoning
Heavy, two-handed; Counts as magical
%%%%%%%%%% %%%%%%%%%% Drain Life v Cha Melee +7 4 Necrotic

\

AMMUNITION

AMMUNITION

)

MMagical (1d6 + cha mod (3))

ATTACKS: WEAPONS & CANTRIPS

)




Warlock (The First Vampire), level 8:
+ Pact Magic (Warlock 1, PHB 107) [3 cantrips & 9 spells known; 2x 4th-level spell slot]

| can cast warlock cantrips/spells that | know, using Charisma as my spellcasting ability

| can use an arcane focus as a spellcasting focus for my warlock spells

| regain these spell slots on a short rest
+ Drain Life (The First Vampire 1, GH 72)

When | use the Attack action or cast a spell, | can use a bonus action on the same turn to
make a melee spell attack against a creature within 5 feet of me. My attack deals necrotic
damage equal to 1d6 + my Charisma ability modifier on a hit.

When | hit a creature with this feature, | can expend a warlock spell slot to deal an extra 1d8
necrotic damage to the target, plus another 1d8 per level of the spell slot. When | expend a
spell slot to enhance the attack in this way, | regain hit points equal to the total damage dealt.
+ Nocturnal Predator (The First Vampire 1, GH 72)

| have darkvision out to a range of 60 feet. If | already have darkvision, increase the range by
60 feet.

+ Eldritch Invocations (Warlock 2, PHB 107) [4 invocations known]

Use the "Choose Feature" button above to add Eldritch Invocations to the third page

Whenever | gain a warlock level, | can replace an invocation | know with another
+ Pact of the Blade (Warlock 3, PHB 107)

As an action, | can create a pact weapon in my empty hand; I'm proficient in its use

| can choose the type of melee weapon every time | create it, and it has those statistics

The weapon disappears if it is more than 5 ft away from me for 1 minute

The weapon counts as magical; | can transform a magic weapon into my pact weapon

This occurs over an hour-long ritual that | can perform during a short rest

| can use an action to re-summon it in any form and can dismiss it as no action
+ Creature of the Night (The First Vampire 6, GH 72) [Cha Modlong rest]

| can use my action to cast polymorph on myself, transforming into a bat or wolf. While | are
in either of these forms, | retain my Intelligence, Wisdom, and Charisma scores.

| can use this feature a number of times equal to my Charisma modifier, regaining all spent
uses upon completion of a long rest.
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| approach problems head-on. A simple, direct course is the best

path to a solution. | can stare down a owlbear without flinching.

PERSONALITY TRAITS
|~

[
Nation: My city, state, or people are the only things that matter.

(Any)

o~
~]

IDEALS
L~ 1
[~ "]
Those who fight with me are those worth laying down my life
for.
BONDS
L~ —~
[ "1
1 uphold the law, even if the law causes suffering.
A FLAWS Yy
/ \

Military Rank

I have a military rank from my career as a soldier. Soldiers loyal to
my former military organization still recognize my authority and
influence. | can invoke my rank to influence soldiers and temporarily
requisition simple equipment or horses. | can usually gain access to
friendly military encampments and fortresses where my rank is
recognized.

BACKGROUND FEATURE

Warforged (+2 Constitution and +1 to one other ability score)
Warforged Resilience: | do not need to sleep, eat, drink, or breathe.
Sentry's Rest: To benefit from a long rest, | need to enter an inactive
state for 6 hours, during which | am not rendered unconscious and
can see and hear as normal.

Integrated Protection: | gain +1 AC and | can don only armor with
which I'm proficient. To don or doff armor, | must (un)incorporate it
into my body over the course of 1 hour, which can be done during
resting. Donned armor can't be removed against my will while I'm

Tt LuneTne S
omts T
r<dfw —

Ndus13

xR treg
<Pell oo |-

n 2
> T sor

%;)d ( "‘f

EQUIPMENT

\ASZ2 N, alive.
CLASS FEATURES /N RACIAL TRAITS

Backpack, with: s (., C eng X 0 Common clothes 3 P
- Crowbar 5 Ko CoclF'¢ Insignia of rank

- Hammer 3 ] Trophy from fallen enemy @%F
- Pitons 10 0.25 L cqn Th '/‘f ¢ WV Bone dice or playing cards (
- Torches 10 1 )‘ 5 f‘(,“‘t{ Hc - t( Belt pouch (with coins) 1 |
- Tinderbox 1 Light Crossbow 1 5 @5\5
- Rations, days of 10 2 Crossbow bolts 20 0.08 p 2\

- Waterskin 5 a4 Comf i Breastplate 20 :
- Hempen rope, feet of 50 02 A 3 & Q‘s Wkﬂ S QL(. Y

dicve wnuroh
Lrom e

@%\
1

WEIGHT CARRIED
d[tjje/' HiFn cL 2
CARRYING CAPACITY
on dvce oo 225 1b
PUSH/DRAG/LIFT
226 - 450 Ib




@o ¥+ SFRAIL ORI,
cq B . _
ey e ff’.ﬂa/‘gz;f Lov—
W('«a/a(-é
al ¢ ‘
4 Lpua0— 0{( e ij[f./h
‘é‘/a,,\/ 20’-@'«1‘/ ( /'h-Ff/‘V‘\d/
ond  yndee d A pdtr Pont
WAL
o B
Seev”  GwEF o at 30 /A
[Vvisihre oyl TERtrv/
\ Reveoa (¥ ovd Treeslvcen =
h'\%"rO
7 5(\;(1/ J""”-> ‘Fr?‘g
dfise’ €
§€~ed/" Rq,,g o I[AV.‘SJ'ﬁ/'W)‘/
Con only Bz Sern B
)&
r Bpoz € aad Gt e
N
5= Rewr® ot P o oty
TolaweS adre/ [q Pev'€n
B i
7 57;;“”“ Lt Plgnt—- L I S/
o el Tree 47 L A,
At fros e spe="

{y

f «+ Fiendish Vigor (Eldritch Invocation, PHB 111)
| can cast False Life on myself at will, without using a spell slot or material components
+ Improved Pact Weapon (Eldritch Invocation, XGtE 57)
| can use any pact weapon | create as my spellcasting focus for warlock spells
Any pact weapon | create is a +1 magic weapon, if it isn't already a magic weapon
| can now also conjure a shortbow, longbow, or light or heavy crossbow as my pact weapon
 Thirsting Blade (Eldritch Invocation, PHB 111)
When taking the attack action, | can attack twice with my pact weapon
+ Eldritch Mind (Eldritch Invocation, TCoE 71)
| have advantage on my Constitution saving throws to maintain concentration on a spell
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| gain proficiency with medium armor and shields. [+1 Strength

//
FEAT: Moderately Armored

or Dexterity]
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Plant 6 months Medium 6'1" 282
GENDER AGE SIZE HEIGHT WEIGHT

Neutral

CHARACTER NAME
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ALLIES & ORGANIZATIONS

APPEARANCE

Just woke up one day. Before that though was some vampire's boredom project of what happens when you
But@,po%wakening in animated armor.
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* Warwar ( MAX USES ) ( DURATION ) ( LIMITATIONS )
CHARACTER NAME
SHAPE Bat TYPE: Beast SIZE:Tiny CR: Q0 HD: 1d4 /(OD +2 Acrobatics O) 0 Insight O) +3 Performance\
/ \ 7/ \ /7 \ Animal Intimidati P .
[ stRencTH )| [INTELLIGENCE ) 56 fly 30 G 0 Handling @ 5 Intimidation (3 [ Persuasion
1 2 + 2 - Ty 1 @ -1 Arcana ‘) +2 Investigation O) -1 Religion
4 -4 =1 [ =1 ARMOR ft ) o Sleight
o o CLASS 0 -1 Athletics O) 0 Medicine ‘) +5 of D-Fand
e WINITIATIVE ) ( SPEED ) HIT POINTS 7 | @ +6 Deception P -1 Natwre P +2 Steakth
\ N ) ) )
s Senses: Blindsight 60 ft A oassive N f P -1 Histoy (P 0 Perception (P 0 Survival
 oexterity Y [ wisbom ) PERCEPTION SKILLS
¢ Echolocation: The bat can't use its Blindsight while = N\ 7
+2 "'2 0 "'3 deafened. N
e Keen Hearing: The bat has advantage on Wisdom Bite Melee (5 ft) +0 1+2  Piercing
(Perception) checks that rely on hearing.
(CONSTITUTIOI\h ( CHARISMA
TRAITS & FEATURES Yy ATTACKS J
e . Wolf TYPE: Beast SIZE: Medium CR: 1/4 HD: 2d8 7 +2 Acrobatics Insight +3 Performance
SHAPE: 0 g 3
— / \ / 7 Ny P o ﬁr;ir:rcll?ilng @° +6 Intimidation (P +3 Persuasion
1 3 1 -1 Arcana +2 Investigation -1 Religion
+2 |||| 40 ft
ARMOR . = Sleigh
CLASS @ +4 Athletics (P 0 Medicne @ +5 S,
QUINITIATIVE ) {_ spEeD ) HIT POINTS 7 | @ +6 Deception P -1 Nature @ +4 stealth
N\
. Keen Hearing and Smell: The wolf has advantage on A PASSIVE QP -1 History @ +2 Perception (P 0 Survival
 oexterty Y © wisoom ) PERCEPTION SKILLS
Wisdom (Perception) checks that rely on hearing or smell. N 7
+2 +2 0 "'3. l Pack Tactics: The wolf has advantage on an attack roll N
O against a creature if at least one of the wolf's allies is Bite Melee (5ft) +4 2d4+2 Piercing
within 5 ft of the creature and the ally isn't incapacitated. J| || Target must succeed on a DC 11 Strength saving throw or be knocked prone
A\ TRAITS & FEATURES y/ ATTACKS J
SHAPE Dire Wolf TYPE: Beast SIZE: Large CR: 1 HD: 5d10 /(Cp +2 Acrobatics O) 0 Insight O) +3 Performance
Animal I )
( — \' (INTELLICENCE\‘ / \ // \ 7/ \ CS) 0 Hglr:rcll?ing ‘) +6 Intimidation O) +3 Persuasion
1 4 37 -1 Arcana +2 Investigation -1 Religion
-1 -1 ARMOR +2 50 ft i
o CLASS ‘) +6 Athletics O) 0 Medicine ‘) +5 2|fell-ﬂ1r:d
QUINITIATIVE ) {_ speeD ) HIT POINTS 7 | @ +6 Deception P -1 Nature @ +4 stealth
. N\ ) )
. Keen Hearing and Smell: The wolf has advantage on A passive - @) -1 History @2 +2 Perception (P 0 Survival )
Wisdom (Perception) checks that rely on hearing or smell. > N SKILLS 7
e Pack Tactics: The wolf has advantage on an attack roll N
against a creature if at least one of the wolf's allies is Bite Melee (5ft) +5  2d6+3 Piercing

within 5 ft of the creature and the ally isn't incapacitated.

WILD
SHAPE:

( STRENGTH \ (INTELLICENca

O

( oexrerity ) [ wisbom ) ‘

Target must succeed on a DC 13 Strength saving throw or be knocked prone

)

\\ TRAITS & FEATURES /’ ATTACKS
SIZE: CR: HD: ﬁj} Acrobatics (P Insight (o% Performance
/ \ / \ 7/ \ ‘ e ﬁgir']"cﬁilng (oX Intimidation (P Persuasion
Cp Arcana (j) Investigation Cp Religion
Cp Athletics (j) Medicine Cp 2|fei a:]r:
HIT POINTS
NINITIATIVE 7 . SPEED 7 \ / Cp Deception (j) Nature Cp Stealth
N
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N
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1ST LEVEL | 2ND LEVEL | 3RD LEVEL | 4TH LEVEL | 5TH LEVEL | 6TH LEVEL | 7TH LEVEL | 8TH LEVEL | 9TH LEVEL

(©)
(©)
SPELL SLOTS
V4
WARLOCK SPELLS E Charisma +7 DC 15
SPELLCASTING ABILITY, ATTACK MODIFIER SAVING THROW DC
N
CANTRIPS (0 LEVEL)
SPELL DESCRIPTION SAVE SCHOOLTIME RANGE COMP DURATION B PG.
Eldritch Blast Spell attack for 2 beam(s), each 1d10 Force damage; beams can be combined or split — Evoc 1la 120 ft V,S  Instantaneous P 237
Toll the Dead 1 crea save or 2d12 Necrotic damage (d8 instead of d12 if at full HP) Wis Necro 1a 60 ft V,S Instantaneous X 169
True Strike 1 creature against whom | gain advantage on my next attack roll — Div 1a 30 ft S Conc, 1 rnd P 284
1ST LEVEL
SPELL DESCRIPTION SAVE SCHOOLTIME RANGE COMP DURATION B PG.
Armor of Agathys 5+5/SL temp HP; as long as temp HP last any crea that hits in melee takes 5+5/SL Cold dmg — Abjur 1a Self V.SM 1h P 215
. False Life 1 gain 1d4+4 temporary hit points for the duration — Necro 1Ta Self VS 1h P 239
Hex 1 crea +1d6 Necrotic dmg from my atks; dis. on chosen ability checks; SL3: conc, 8h; SL5: conc, 24h — Ench  1bns 90 ft V,.SM Cong, 1h P 251
Witch Bolt Rngd spell atk 1d12+1d12/SL Lightn. dmg; 1 a 1d12 Lightn. dmg; ends if out of range or | do othera —  Evoc 1a 30 ft V,SM Conc, 1 min P 289
2ND LEVEL
SPELL DESCRIPTION SAVE SCHOOLTIME RANGE COMP DURATION B PG.
Misty Step | teleport 30 feet to a unoccupied space | can see — Conj 1bns Self \ Instantaneous P 260
Shadow Blade Sword 2d8 Psychic dmg, finesse, light, thrown (20/60 ft), adv. if target in dim/dark; +1d8 at SL3/5/7 —  llus 1bns Self V.S Conc, 1min X 164
Shatter 10-ft rad all 3d8+1d8/SL Thunder dmg; save halves; nonmagical unattended objects also take dmg Con Evoc 1a 60 ft V,SM Instantaneous P 275
Spider Climb 1 gains climbing speed equal to walking speed; can go on walls and ceilings with hands free — Trans 1a Touch V,.SM Cong, 1h p 277
3RD LEVEL
SPELL DESCRIPTION SAVE SCHOOLTIME RANGE COMP DURATION B PG.
Conjure Animals Summon 2+2/2SL CR of beasts; obey my verbal commands — Conj 1a 60 ft V.S Concg 1h P 225
Spirit Shroud My atks +1d8+1d8/2SL Cold/Necro/Radiant dmg, no heal until next turn; any crea | see -10 ft spd — Necro 1bns S:10-ftrad V.S  Conc,1min T 108
/ \
(R) Ritual dif. ter. Difficult terrain (D) The spell can be dismissed by the caster as 1 action SOURCES (‘B’ COLUMN)
Ta 1 action dis. Disadvantage +1d6/SL +1d6 for each spell slot level above the spell’s level A Acquisitions Incorporated
1bns fbnsa 1bonus action dmg  Damage 30-ft rad 30-foot radius sphere centered on any point within range F  Fizban's Treasury of Dragons
Trea 1 reaction h Hour(s) S:30ftrad  Self: 30-foot radius sphere centered on the caster P Player's Handbook
20cuft 20 cubic feet Kn Known 5 crea Up to 5 creatures in the spell’s area, 1 of which can be the caster R Rime of the Frostmaiden
20sqft 20 square feet Me Memorized 25gp cons.  The material component, worth 25 gp, is consumed by the spell S System Reference Document
adv. Advantage min Minute(s) all All creatures within the spell’s area T Tasha's Cauldron of Everything
atk Attack obj Object(s) any Any creatures of your choosing that are within the spell’s area U  Unearthed Arcana
chk Ablity check obsc. Obscured Mf Material component is costly, but is not consumed upon casting W  Explorer’s Guide to Wildemount
CL Character Level rnd Round(s) My Material component is costly and is consumed upon casting X Xanathar’s Guide to Everything
Conc, 1 min  Concentration, SL Spell slot level see book / B The short spell description here is very incomplete, so beware
\ up to 1 minute GLOSSARY OF ABBREVIATIONS USED IN THIS SPELL SHEET )
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DUNGEONS & DRAGONS®

PLAYER REFERENCE

LINE

CONE

O N

CUBE SPHERE CYLINDER
AREA OF EFFECT

/

ATTACK (AcTioN) HIDE (AcTion) BLINDED \
Make one melee or ranged attack with a weapon, or Hide from those that can’t perceive you. Your Dex Fail checks involving sight. LEVEL | EFFECT (CUMULATIVE)
multiple attacks with the ‘Extra Attack’ class feature.  (Stealth) check is the DC for anybody's Wis (Perception) Attacks have disadvantage. 1 | Disadvantage on ability checks
(See the ‘Attack Action’ section below.) check to discover you. Enemy attacks have advantage. 2 Speed halved
CAST A SPELL (CASTING TIME OF THE SPELL) OVERRUN (ACTION OR BONUS ACTION) CHARMED 3 | Disadvantage on attacks / saves
Effect depends on the spell being cast. Move through hostile’s space once by winning opposing Can't harm/attack charmer. 4 Hit Point maximum halved
DASH (AcTion) Str (Athletics) check. Advantage if you are larger or Charmer has advantage on 5 | Speed reduced to 0
Gain your speed as extra movement for this turn. disadvantage if you are smaller than the opponent. ability checks to interact socially. 6  Death
DISENGAGE (AcTIoN) READY (AcTION) DEAFENED EXHAUSTION
Your movement doesn't provoke opportunity attacks for ~ Choose an action that you will take in response to a set Fail checks involving hearing.
the rest of the turn. trigger. Taking the action uses your reaction. Readying a FRIGHTENED
DODGE (AcTion) spell requires concentration and expends the spell slot. Disadvantage to checks/attacks while the source of fear is in sight.
Attack rolls from attackers you can see have disadvantage ~ SEARCH (acTion) Can't willingly move closer to the source of fear.
and you have advantage on Dex saving throws until the ~ Search for something, possibly with a Wis (Perception) GRAPPLED
start of your next turn, until you become incapacitated or ~ or Int (Investigation) check. Speed 0, regardless of bonus. Ends when grappler is incapacitated or when
your speed drops to 0. TUMBLE (ACTION OR BONUS ACTION) moved out of grappler’s reach by an effect.
ESCAPE (AcTion) Move through hostile’s space once by winning opposing INCAPACITATED
Escape a grapple by winning a Str (Athletics) or Dex ~ Dex (Acrobatics) check. Can’t take actions or reactions.
(Acrobatics) check vs. grappler’s Str (Athletics) check. USE OBJECT (AcTion) INVISIBLE
HELP (acTion) You can interact with an object once per turn for free. A Can't be seen (normally), but still make noise and tracks.
Give an ally advantage on next ability check or attack roll ~ second interaction and special cases take an action to Attacks have advantage. Enemy attacks have disadvantage.
vs. an opponent within 5 ft of you, if done before the ~complete (e.g. draw a second weapon, equip a shield, PARALYZED
start of your next turn. drink a potion, retrieve an item from a backpack). Incapacitated. Can’t move or speak. Fail Str and Dex saving throws.
COMBAT ACTIONS Enemy attacks have advantage. Enemy attacks within 5 ft are critical hits.
PETRIFIED
/ Incapacitated. Can’t move or speak. Unaware of surroundings. Resistance
MELEE ATTACK (ONE ATTACK) to all damage. Immune to poison / disease. Fail Str and Dex saving throws.
Normal attack on target within 5 ft. If attacking with a light [| HALF +2 AC and Dex saving throws Enemy attacks have advantage. Stop aging. Weight increases by factor 10.
melee weapon in one hand, allowed to make an attack with a 3/4  +5 AC and Dex saving throws POISONED
light melee weapon in other hand as a bonus action, see ‘Two- || TOTAL Can’t be targeted directly by attack or spell Disadvantage on attack rolls and ability checks.
Weapon Fighting'. If either weapon has the thrown property, it COVER PRONE
may be thrown as part of this action. Crawl (at 4 speed) or stand up (costs /2 speed). Attacks have disadvantage.
RANGED ATTACK (ONE ATTACK) Enemy attacks have advantage within 5 ft and disadvantage if further away.
Normal attack if up to normal range (first number). Disadvantage on the attack if up to long range (second number). RESTRAINED
Disadvantage on the attack if a hostile that is not incapacitated is within 5 ft and can see the attacker. Speed 0, regardless of bonus. Disadvantage on Dex saving throws.
TWO-WEAPON FIGHTING (BONUS ACTION WITH ATTACK ACTION) Attacks have disadvantage. Enemy attacks have advantage.
If making an attack with a light melee weapon in one hand, allowed to make an attack with a light melee weapon in STUNNED
other hand as a bonus action. Thi§ off-hand attack can’t add a ppsitivg ability score modifier to the damage roll. If the Incapacitated. Can't move. Can speak only falteringly.
weapon has the thrown property, it may be thrown as part of this action. Fail Str and Dex saving throws. Enemy attacks have advantage.
DISARM (INSTEAD OF ONEATIACK) i ) . UNCONSCIOUS
K|i|ock an item from grasp by winning we.apon.attac.k roll. vs. oppon.ent s Str (Athletics) or Dex (Acrobatics) check. Incapacitated. Can’t move or speak. Unaware of surroundings.
Disadvantage on the weapon.attack roll if the item is being held with two or more hands. Larger opponents have Drop everything. Fail Str and Dex saving throws.
advantage and smaller have disadvantage. Enemy attacks have advantage. Enemy attacks within 5 ft are critical hits.
GRAPPLE (INSTEAD OF ONE ATTACK)
With a free hand, give the grappled condition to an opponent that is within reach and up to one size larger than you CONDITIONS /
by winning Str (Athletics) check vs. opponent’s Str (Athletics) or Dex (Acrobatics) check.
MARK (WITH MELEE ATTACK T . . .
With a( melee attack ))/ou can mark the target of that attack. The next opportunity attack against the marked target BiGHTYoBSCUREDRgdimllight) Dlsadvantag,e on sight PE'CEPFIO" checks
before the end of your next turn has advantage and doesn’t cost you your reaction. HEAVILY OBSCURED  (darkness)  Effectively blinded (see conditions)
BLINDSIGHT Out to range, perceive without sight.
SHOVE (INSTEAD OF ONE ATTACK) vew . .
Move opponent 5 ft or make prone by winning opposing Str (Athletics) check. Disadvantage if trying to move the DARKVISION  Out to range, treat dim light as bright light. Can't see colors.
opponent to a side rather than to directly away from you. TRUESIGHT Out Fo.rvangve, pgrceive everythlng regardless of (magical) darkness,
invisibility, illusions, shapechanging, or etherealness.
ATTACK ACTION / LIGHT & VISION
\
MOVE (LMITED BY MOVEMENT SPEED) FORCED MARCH
You can move your movement speed every turn. You can break up your Marching more than 8 hours per day requires a Con || PACE | MINUTE| HOUR | DAY | EFFECT
movement between actions. You can switch back and forth between different saving throw at DC 10 + 1 per additional hour, at the || Fast 400 feet 4 miles 30 miles -5 passive Perception
types (e.g. from flying to walking), by subtracting the distance already moved end of each additional hour. If failed, suffer one level || Normal 300 feet | 3 miles | 24 miles | —
from the new speed. of exhaustion (see conditions). Slow 200 feet 2 miles 18 miles Able to use stealth
You can freely move through a nonhostile’s space, and through a hostile’s FOOD (ONE POUND PER DAY) TRAVEL PACE
space if it is two sizes larger or smaller than you. Another creature’s space Go without food for 3 + Con modifier of consecutive
counts as difficult terrain. days (1 day minimum). At the end of each day beyond that, suffer one level of exhaustion (see conditions).
CLIMB / SWIM (AT }4 sPEED) WATER (ONE GALLON PER DAY)
May involve a Str (Athletics) check if the climb / swim is difficult. If only half a gallon is consumed, DC 15 Con saving throw at end of day. If failed or consumed less than half, suffer
CRAWL (&7 % speep) one level of exhaustion, or two levels of exhaustion if currently already exhausted (see conditions).
Crawl while prone (see conditions). Dropping prone costs no movement speed. FALLING
DIFFICULT TERRAIN (A /% specp) 1d6 bludgeoning damage per 10 feet fallen, to a maximum of 20d6. End prone if taken any damage from the fall.
Moving through difficult terrain costs twice as much speed. Another creature’s SUFFOCATING
space counts as difficult terrain. Hold breath for 1 + Con modifier in minutes (30 seconds minimum). After that, survive for Con modifier in
Jump rounds, after which drop to 0 hit points and dying.
After moving at least 10 feet on foot, you can jump your Str score in feet straight SHORT REST
forward, or 3 + your Str modifier in feet up. The jump distance is halved when A short rest takes 1 hour of doing nothing too strenuous. At the end of the rest, spend hit dice to regain hit points.
performing a standing jump. LONG REST
STAND UP (cosTs % sPEeD) Along rest takes 8 hours with nothing too strenuous for more than 1 hour of that. Regain all hit points and half hit
Standing up from being prone costs half your movement speed for this turn. dice at end. If food and water are consumed, reduce exhaustion level by 1. Maximum of 1 long rest per 24 hours.
MOVEMENT ENVIRONMENT Y,




