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Dhampir Chaotic Neutral
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| am incredibly slow to trust. Those who seem
the fairest often have the most to hide.

The best way to get me to do something is to tell
me | can't do it.
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People. I'm loyal to my friends, not to any
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made. That will never happen again.
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An innocent person is in prison for a
crime that | committed. I'm okay with that.
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Mace
Light Crossbow
20 Crossbow Bolts

Armor: Light, Medium, Shields
Languages: Common, Abyssal
Tools: Thieves' Tools, Dice Set

Weapons: Simple

OTHER PROFICIENCIES & LANGUAGES
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Holy Symbol
Belt Pouch
Crowbar
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Tinderbox
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Waterskin
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Dhampir Hunger (Psychic energy): Every dhampir knows a thirst
slaked only by the living. Those who overindulge their thirst risk
losing control and forever viewing others as prey. Those who
resist might find exceptional ways of controlling their urges or
suppress them through constant, molar-grinding restraint. In any
case, Temptation haunts dhampirs, and circumstances conspire
to give them endless reasons to indulge.

Vampiric BiteYour fanged bite is a natural weapon, which counts
as a simple melee weapon with which you are proficient. You
add your Constitution modifier, instead of your Strength modifier,
to the attack and damage rolls when you attack with this bite. It
deals 1d4 piercing damage on a hit. While you are missing half
or more of your hit points, you have advantage on attack rolls
you make with this bite.

When you attack with this bite and hit a creature thatisn't a
Construct or an Undead, you can empower yourself in one of the
following ways of your choice:

*You regain hit points equal to the piercing damage dealt by
the bite.

*You gain a bonus to the next ability check or attack roll you
make; the bonus equals the piercing damage dealt by the bite
You can empower yourself with this bite a number of times equal
to your proficiency bonus, and you regain all expended uses
when you finish a long rest.

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
discern colors in that darkness as shades of gray.

Deathless Nature: You don't need to breathe.

Spider Climb: You have a climbing speed equal to your walking
speed. In addition, at 3rd level, you can move up, down, and
across vertical surfaces and upside down along ceilings, while
leaving your hands free.

Contact: You have a reliable and trustworthy contact who acts as
your liaison to a network of other spies. You know how to get
messages to and from your contact, even over great distances;
specifically, you know the local messengers, corrupt caravan
masters, and seedy sailors who can deliver messages for you.

Blessing of the Trickster: Starting when you choose this domain
at 1st level, you can use your action to touch a willing creature
other than yourself to give it advantage on Dexterity (Stealth)
checks. This blessing lasts for 1 hour or until you use this feature
again.

Ritual Casting: You can cast a cleric spell as a ritual if that spell
has the ritual tag and you have the spell prepared.
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ALLIES & ORGANIZATIONS

Your pact with Malcanthet
causes you to share in her
hunger.
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	Equipment: Mace
Light Crossbow
20 Crossbow Bolts
Shield
Holy Symbol
Belt Pouch
Crowbar
Backpack
Bedroll
Mess Kit
Tinderbox
10 Torches
10 Rations
Waterskin
50 ft. Hemp Rope
	Features and Traits: Dhampir Hunger (Psychic energy): Every dhampir knows a thirst slaked only by the living. Those who overindulge their thirst risk losing control and forever viewing others as prey. Those who resist might find exceptional ways of controlling their urges or suppress them through constant, molar-grinding restraint. In any case, Temptation haunts dhampirs, and circumstances conspire to give them endless reasons to indulge.

Vampiric BiteYour fanged bite is a natural weapon, which counts as a simple melee weapon with which you are proficient. You add your Constitution modifier, instead of your Strength modifier, to the attack and damage rolls when you attack with this bite. It deals 1d4 piercing damage on a hit. While you are missing half or more of your hit points, you have advantage on attack rolls you make with this bite.
When you attack with this bite and hit a creature that isn’t a Construct or an Undead, you can empower yourself in one of the following ways of your choice:
    *You regain hit points equal to the piercing damage dealt by the bite.
    *You gain a bonus to the next ability check or attack roll you make; the bonus equals the piercing damage dealt by the bite
You can empower yourself with this bite a number of times equal to your proficiency bonus, and you regain all expended uses when you finish a long rest.

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 discern colors in that darkness as shades of gray.

Deathless Nature: You don't need to breathe.

Spider Climb: You have a climbing speed equal to your walking speed. In addition, at 3rd level, you can move up, down, and across vertical surfaces and upside down along ceilings, while leaving your hands free.

Contact: You have a reliable and trustworthy contact who acts as your liaison to a network of other spies. You know how to get messages to and from your contact, even over great distances; specifically, you know the local messengers, corrupt caravan masters, and seedy sailors who can deliver messages for you.

Blessing of the Trickster: Starting when you choose this domain at 1st level, you can use your action to touch a willing creature other than yourself to give it advantage on Dexterity (Stealth) checks. This blessing lasts for 1 hour or until you use this feature again.

Ritual Casting: You can cast a cleric spell as a ritual if that spell has the ritual tag and you have the spell prepared.
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