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Sanguimancer 10  Cult Leader

CLASS & LEVEL BACKGROUND PLAYER NAME

Gnome Neutral

RACE ALIGNMENT EXPERIENCE POINTS
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1 6 Abrasive to anyone and
R + 1 2 5 everyone. Will do anything
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Knife +5  1d4 +1 Eye of Bar'azath: special
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ATTACKS & SPELLCASTING
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|
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PASSIVE WISDOM (PERCEPTION)

Chimera Hide armor
/ (Scale Mail +1)

Can speak Demonic

One Eye: disadvantage on
perception checks

Considered small, can move
through occupied spaces

OTHER PROFICIENCIES & LANGUAGES L

) grants Fire resistance

) Blooded Knife:

7 +1 to spells cast

) using Blood Magic,
Z 1d4+1 Slashing

(Q

Belt of 10,000 Strikes:
start day with 30
temporary HP

attack once per long rest that

costs 2d6 HP/maximum HP
300ft; +9; 10d6 Fire/Necrotic,
half damage on miss

Blood Magic: can cast spells
with 1d6 HP/maximum HP, or
a fresh, unused body

Lost maximum HP is restored
after a long rest

Dark Luck: reroll all natural 1s

Demonic Aura: Trundle will
always be the last target for
disloyal demonic summons,
otherwise they will attack the
next closest target
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Warlock Demonic Pact
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Shoot Ichor (Firebolt)

120ft; +8; 2d10 Fire/Necrotic damage

must cast using Blood Magic

(+1 to hit if using Blooded Knife)

Prestidigitation

Thaumaturgy

Resistance

concentration; 1 minute; +1d4 to save
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©® Hellish Rebuke _ @)

O 60ft; reaction; DC 18 Dexterity save when struck 4 ﬁ @)

(@) deals 6d10 Fire/Necrotic, or half on save /4 )

® Corrupting Touch (Inflict Wounds) o) Dimension Door @)

O melee; 7d10 Necortic damage (O _Open two back-to-back Hell rifts to teleport up to 500ft )

(@) 0] Banishment O

O (@) 60ft; DC 18 Charisma save to banish target to Hell @)

O o) Evard's Black Tentacles @)

O o 90ft; concentration; conjure tentacles in a 20ft radius

O (@) DC 18 Dexterity save or 3d6 Bludgeoning + Restrained 8 ‘E
O (@) 7.
O
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©® Summon Hellhounds (Conjure Animal)

QO _summon 2 Hellhounds (use Tiger statistics)

OO O0OO0O0

QO 87HP,12AC, 40 speed,

Bite: +5; 1d10 +3 Piercing

Claw: +5; 1d8 +3 Slashing

A
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©® Plane Shift

if hound charges 20ft before attack DC 13 Strength save

QO opena portal to Hell

to avoid being knocked prone

© Summon Demon (Conjure Elemental)

O O0OO0OO0OO0OO0O0
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® Suggested Summon: Saber Demon (Fulmen)

QO _summon a fiend of CR 5 or lower, 50% chance of loyalty

@) 13 AC, 142 HP, 30ft speed

©® Consult Chaska'nal (Contact Other Plane)

@) multi-attack (attacks twice); +8 to hit; 21 Slashing damage

(@) DC 15 intelligence save, on a failure take 6d6 Psychic

® Suggested Summon: Adult Imp (Screamer)

(Q _ and become insane, on success ask DM 5 questions

O 16 AC, 95 HP, 80ft fly speed

o) Swarm of Imps (Insect Plague)

O multi-attack; +7; 11 Piercing, +11 more on medium units

OO0OO0OO0OO0OO0OO0OO0OO0O0

O _300ft, concentration; DC 18 Con save or 4d10 Piercing

) multi-attack; +9; 13 Slashing, disengage afterwards
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One Eye: disadvantage on perception checks



Considered small, can move through occupied spaces
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Blood Magic: can cast spells with 1d6 HP/maximum HP, or a fresh, unused body



Lost maximum HP is restored after a long rest



Dark Luck: reroll all natural 1s



Demonic Aura: Trundle will always be the last target for disloyal demonic summons, otherwise they will attack the next closest target
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