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	Player Name: 
	Experience Points: 
	Background: Soldier
	Class & Level: 3 Illrigger (Painkiller)
	Ancestry: Human (Female 21)
	Flaws: 
	Bonds: 
	Equipment: - Shield (AC +2)

- Chain shirt  (13+Dex)

- Set of travellers clothes

- A signet ring

- Seal of rank

- Holy Symbol

- Tinderbox

- Flash of oil
	Features and Traits: Infernal Conduit - As an action, choose a number of dice from your remaining pool and touch another creature. If they are unwilling, this is a melee spell attack. If you miss, nothing happens; you do not roll or lose dice from your pool. If you hit, or if you're targeting a willing creature, roll the chosen dice. The result of your roll is the number of hit points you transfer.



- If you're touching an ally, they gain that many hit points, ignoring any hit points in excess of their maximum. You lose hit points equal to the number of hit points they gained. If your sacrifice reduces you to 0 hit points, you fall unconscious.

- If you're touching an enemy, they take necrotic damage equal to your roll, and you gain that many hit points. If you would gain hit points in excess of your maximum, you gain that number of temporary hit points instead.







Baleful Interdict - As a bonus action, you can place a seal on a target you can see within 30 feet. You can do this a number of times equal to your Charisma modifier. When you finish a short or long rest, you regain all your seals.



When you or an ally hits a target you can see with any seals on it, as free action, you can consume the seals to make the attack deal an extra 2d6 necrotic damage to the target per seal consumed. If you are within 30 feet of the target, you regain 2 hit points for each die of damage your seals deals. If a creature with any of your seals on it dies, you can move all of its seals to another creature within range.
	Proficiencies & Languages: Contract with Dispater

When you use your Invoke Authority, you choose which option to use. Once you use this feature, you must finish a long rest to use it again.



Invoke Authority: Devastator. As an action, you invoke the authority of Dispater. A number of allies equal to your Charisma modifier, whom you can see within 60 feet, and you, may use a reaction to make one weapon attack.



Invoke Authority: Infernal Surge. Upon invoking Dispater's authority, you gain an extra action in addition to your normal action and any possible bonus action.
	Spellcasting & Attacks: Fighting Style, Treachery

When you attack an enemy who has none of your allies adjacent to it, you gain a +3 bonus to damage rolls.
	Alignment: Lawful Evil
	Character Name: Dazran
	Initative: +0
	Speed: 30ft
	Armor Class: 13(+2)
	Prof Bonus: +2
	Inspiration Checkbox: Off
	Passive Perception: 9
	HPTemp: 
	HP: 
	Hit Dice Total: 3d10
	HP Max: 28
	Hit Dice: 
	Attack Name 2: 
	Attack Name 3: 
	Attack Name 4: 
	Attack Name 1: Longsword
	Attack Bonus 2: 
	Attack Bonus 3: 
	Attack Bonus 4: 
	Attack Bonus 1: +4
	Damage 2: 
	Damage 3: 
	Damage 4: 
	Damage 1: 1d8(1d10)+2
	Resrouce 2: 
	Resrouce 1: 
	Big Resrouce 2: Baleful Interdict
	Total Resrouce 2:  / 3
	Total Resrouce 1:  / 2d10
	Dexterity Big: +0
	Con Big: +2
	Wis Big: -1
	Int Big: +1
	Cha Big: +3
	Strength Big: +2
	Strength Small: 15
	Int Small: 13
	Con Small: 14
	Wis Small: 9
	Cha Small: 16
	Dex Small: 11
	Str Save: +2
	Dex Save: +0
	Con Save: +4
	Int Save: +1
	Wis Save: -1
	Cha Save: +5
	Skill Bonus 1: +0
	Skill Bonus 2: -1
	Skill Bonus 3: +3
	Skill Bonus 4: +4
	Skill Bonus 5: +3
	Skill Bonus 6: +1
	Skill Bonus 7: -1
	Skill Bonus 8: +5
	Skill Bonus 9: +1
	Skill Bonus 10: -1
	Skill Bonus 11: +1
	Skill Bonus 12: -1
	Skill Bonus 14: +3
	Skill Bonus 15: +3
	Skill Bonus 16: +0
	Skill Bonus 13: +3
	Skill Bonus 17: +0
	Skill Bonus 18: -1
	Strength Check: Off
	Dex Check: Off
	Con Check: Yes
	Int Check: Off
	Cha Check: Yes
	Wis Check: Off
	Skill Prof 1: Off
	Skill Prof 2: Off
	Skill Prof 3: Yes
	Skill Prof 4: Yes
	Skill Prof 5: Off
	Skill Prof 6: Off
	Skill Prof 7: Off
	Skill Prof 8: Yes
	Skill Prof 9: Off
	Skill Prof 10: Off
	Skill Prof 11: Off
	Skill Prof 12: Off
	Skill Prof 13: Off
	Skill Prof 14: Off
	Skill Prof 15: Yes
	Skill Prof 16: Off
	Skill Prof 18: Off
	Skill Prof 17: Off
	Death Save 2: Off
	Death Save 3: Off
	Death Save 1: Off
	Death Save 5: Off
	Death Save 4: Off
	Death Save 6: Off
	Big Resrouce 1: Infernal Conduit
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