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	ClassLevel: Warlock (Undying) 3
	Background: Haunted One
	PlayerName: 
	CharacterName: Adrian Fahrenheit Ţepeş "Alucard"
	Race : Vampire (Ixalan)
	Alignment: Neutral Good
	XP: 
	Inspiration: 
	STR: 8
	ProfBonus: +2
	AC: 13
	Initiative: +2
	Speed: 30 ft.
	PersonalityTraits : My father is the Dark Lord Dracula, my mother was falsely accused as a witch and was burned at the stake in front of me.I don't talk about the thing that torments me. I'd rather not burden others with my curse.
	STRmod: -1
	HPMax: 9
	ST Strength: 
	DEX: 14
	HPCurrent: 
	Ideals: I kill monsters to make the world a safer place, and to exorcise my own demons.
	DEXmod : +2
	HPTemp: 
	Bonds: There's evil in me, I can feel it. It must never be set free.
	CON: 12
	HDTotal: 1
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +1
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d8
	Flaws: I have an addiction. (Blood)
	INT: 10
	ST Dexterity: 
	ST Constitution: 
	ST Intelligence: 
	ST Wisdom: +4
	ST Charisma: +5
	Acrobatics: 
	Animal: 
	Athletics: 
	Deception : 
	History : 
	Insight: 
	Intimidation: 
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Yes
	Check Box 22: Yes
	Wpn Name: Rapier
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d8+3
	INTmod: +0
	Wpn Name 2: Dart
	Wpn2 AtkBonus : +4
	Wpn2 Damage : 1d4+2
	Investigation : 
	WIS: 14
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +2
	Wpn3 Damage : 
	Perception : 
	WISmod: +2
	CHA: 17
	Nature: 
	Performance: 
	Medicine: 
	Religion: +2
	Stealth : 
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Yes
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: 
	SleightofHand: 
	CHamod: +3
	Survival: +4
	AttacksSpellcasting: x80 Darts range 20/60
	Passive: 12
	CP: 
	ProficienciesLang: Light Armor, Simple WeaponsCommon, Vampire, Abyssal
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Spell Focus (Pact Rapier), Backpack, Chest, Book of Lore, Bottle of Ink, Ink Pen, x10 Sheet of Parchment, Little Bag of Sand, Small Knife, Crowbar, Hammer, x3 Wooden Stakes, Holy Symbol, Flask of Holy Water, Manacles, Steel Mirror, Flask of Oil, Tinderbox, x3 Tourches, Urn of Mother's Ashes
	Features and Traits: *Among the Dead* You have advantage on saving throws against any disease. Additionally, undead have difficulty harming you. If an undead targets you directly with an attack or a harmful spell, that creature must make a Wisdom saving throw against your spell save DC (an undead needn't make the save when it includes you in an area effect, such as the explosion of fireball). On a failed save, the creature must choose a new target or forfeit targeting someone instead of you, potentially wasting the attack or spell. On a successful save, the creature is immune to this effect for 24 hours. An undead is also immune to this effect for 24 hours if you target it with an attack or a harmful spell.*Pact of the Blade (Rapier)* You can use your action to create a pact weapon in your empty hand. You can choose the form that this melee weapon takes each time you create it (see chapter 5 for weapon options). You are proficient with it while you wield it. This weapon counts as magical for the purpose of overcoming resistance and immunity to nonmagical attacks and damage. Your pact weapon disappears if it is more than 5 feet away from you for 1 minute or more. It also disappears if you use this feature again, if you dismiss the weapon (no action required), or if you die. You can transform one magic weapon into your pact weapon by performing a special ritual while you hold the weapon. You perform the ritual over the course of 1 hour, which can be done during a short rest. You can then dismiss the weapon, shunting it into an extradimensional space, and it appears whenever you create your pact weapon thereafter. You can't affect an artifact or a sentient weapon in this way. The weapon ceases being your pact weapon if you die, if you perform the 1-hour ritual on a different weapon, or if you use a 1-hour ritual to break your bond to it. The weapon appears at your feet if it is in the extradimensional space when the bond breaks.*Agonizing Blast* When you cast eldritch blast, add your Charisma modifier to the damage it deals on a hit.*Improved Pact Weapon* You can use any weapon you summon with your Pact of the Blade feature as a spellcasting focus for your warlock spells. In addition, the weapon gains a +1 bonus to its attack and damage rolls, unless it is a magic weapon that already has a bonus to those rolls. Finally, the weapon you conjure can be a shortbow, longbow, light crossbow, or heavy crossbow.
	CharacterName 2: Adrian Fahrenheit Ţepeş "Alucard"
	Age: 341
	Height: 5'10"
	Weight: 166
	Eyes: Red
	Skin: Pale White
	Hair: Platinum Blode
	Faction Symbol Image: 
	Allies: Allies: Belmont Clan, Belnades Clan
	FactionName: 
	Backstory: "You will never touch this world again. In Mother's name, I swear it!"— Alucard to his father DraculaAdrian Fahrenheit Ţepeş, better known as Alucard, is the dhampir son of Dracula.As the offspring of an unnatural bond between Dracula and a human woman named Lisa, Adrian had special powers and was destined to be stronger than any human but not potentially as strong as his father. After Lisa was killed, having been mistaken for a witch, Adrian grew up under the influence of his father, whence he was taught in the dark arts and molded into a warrior who would one day fight for the side of evil.Adrian's existence did not come without quirks, as the gentle, human side of his mother always seemed to cloud his "better judgement", as Dracula would have put it. At her death, Adrian was by his mother's side. She insisted that he not take his anger at her death out on the humans, as their lives are already full of hardship. With those words, she had a profound influence on Adrian's thinking. His mind wandered as he questioned his father's will. After standing by for as long as he could, he broke away from his father's army and disappeared. Understanding that Dracula was going to impose his wrath on the people, Adrian would turn his efforts toward destroying his father's army, hopefully encouraging him to reconsider. Furthermore, he chose to go under the name "Alucard" — Dracula's name in reverse — to represent that he stood for beliefs opposite those of his father.
	Feat+Traits: *Bloodthirst* You can drain blood and life energy from a willing creature, or one that is grappled by you, incapacitated, or restrained. Make a melee attack against the target. If you hit, you deal 1 piercing damage and 1d6 necrotic damage. The target's hit point maximum is reduced by an amount equal to the necrotic damage taken, and you regain hit points equal to that amount. The reduction lasts until the target finishes a long rest. The target dies if this effect reduces it's hit point maximum to 0.*Feast of Blood* When you drain blood with your Bloodthirst ability, you experience a surge of vitality. Your speed increases by 10 feet, and you gain advantage on Strength and Dexterity checks and saving throws for 1 minute.*Vampiric Resistance* You have resistance to necrotic damage.*Darkvision* You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can't discern color in darkness, only shades of gray.*Heart of Darkness* Those who look into your eyes can see that you have faced unimaginable horror and that you are no stranger to darkness. Though they might fear you, commoners will extend you every courtesy and do their utmost to help you. Unless you have shown yourself to be a danger to them, they will even take up arms to fight alongside you, should you find yourself facing an enemy alone.
	Treasure: 
	CHARACTER IMAGE: 
	Spellcasting Class 2: Warlock, Slot level 2nd
	SpellcastingAbility 2: Cha
	SpellSaveDC  2: 13
	SpellAtkBonus 2: +5
	SlotsTotal 19: 2
	SlotsRemaining 19: 
	Spells 1014: Spare the Dying
	Spells 1015: False Life, 1d4+9 temp. HP
	Spells 1016: Eldritch Blast, RSA, 1d10+3 force, 120ft.
	Spells 1017: Chill Touch, RSA, 1d8 necrotic, no HP regain 1/turn, undead disadv, 120 ft.
	Spells 1018: 
	Spells 1019: 
	Spells 1020: 
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Off
	Check Box 3031: Off
	Check Box 3032: Off
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Off
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Off
	Check Box 3041: Off
	Spells 1023: Witch Bolt, RSA, 2d12 lightning, addition 1d12 per rd up to 1 min, 30 ft.
	Check Box 251: Off
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Off
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Off
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: Charm Person
	Spells 1025: Ray of Sickness, RSA, 3d8 poison, Con save vs poisoned, 60ft.
	Spells 1026: 
	Spells 1027: 
	Spells 1028: 
	Spells 1029: 
	Spells 1030: 
	Spells 1031: 
	Spells 1032: 
	Spells 1033: 
	SlotsTotal 20: 
	SlotsRemaining 20: 
	Spells 1034: 
	Spells 1035: 
	Spells 1036: 
	Spells 1037: 
	Spells 1038: 
	Spells 1039: 
	Spells 1040: 
	Spells 1041: 
	Spells 1042: 
	Spells 1043: 
	Spells 1044: 
	Spells 1045: 
	Spells 1046: 
	SlotsTotal 21: 
	SlotsRemaining 21: 
	Spells 1047: 
	Spells 1048: 
	Spells 1049: 
	Spells 1050: 
	Spells 1051: 
	Spells 1052: 
	Spells 1053: 
	Spells 1054: 
	Spells 1055: 
	Spells 1056: 
	Spells 1057: 
	Spells 1058: 
	Spells 1059: 
	SlotsTotal 22: 
	SlotsRemaining 22: 
	Spells 1060: 
	Spells 1061: 
	Spells 1062: 
	Spells 1063: 
	Spells 1064: 
	Check Box 323: Off
	Check Box 322: Off
	Check Box 3067: Off
	Check Box 3068: Off
	Check Box 3069: Off
	Check Box 3070: Off
	Check Box 3071: Off
	Check Box 3072: Off
	Check Box 3073: Off
	Spells 1065: 
	Spells 1066: 
	Spells 1067: 
	Spells 1068: 
	Spells 1069: 
	Spells 1070: 
	Spells 1071: 
	Check Box 317: Off
	Spells 1072: 
	SlotsTotal 23: 
	SlotsRemaining 23: 
	Spells 1073: 
	Spells 1074: 
	Spells 1075: 
	Spells 1076: 
	Spells 1077: 
	Spells 1078: 
	Spells 1079: 
	Spells 1080: 
	Spells 1081: 
	SlotsTotal 24: 
	SlotsRemaining 24: 
	Spells 1082: 
	Spells 1083: 
	Spells 1084: 
	Spells 1085: 
	Spells 1086: 
	Spells 1087: 
	Spells 1088: 
	Spells 1089: 
	Spells 1090: 
	SlotsTotal 25: 
	SlotsRemaining 25: 
	Spells 1091: 
	Spells 1092: 
	Spells 1093: 
	Spells 1094: 
	Spells 1095: 
	Spells 1096: 
	Spells 1097: 
	Spells 1098: 
	Spells 1099: 
	SlotsTotal 26: 
	SlotsRemaining 26: 
	Spells 10100: 
	Spells 10101: 
	Spells 10102: 
	Spells 10103: 
	Check Box 316: Off
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	Check Box 3046: Off
	Check Box 3047: Off
	Check Box 3048: Off
	Check Box 3049: Off
	Check Box 3050: Off
	Check Box 3051: Off
	Check Box 3052: Off
	Spells 10104: 
	Check Box 325: Off
	Check Box 324: Off
	Check Box 3074: Off
	Check Box 3075: Off
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	Check Box 3077: Off
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	SlotsRemaining 27: 
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	Spells 10107: 
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	Spells 101010: 
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