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Melwen Moonarrow

Fighter 3 [Arcane Archer]
CLASS & LEVEL

PLAYER NAME

High EIf Sage - Baldur's Gate
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+O ) Standard Actions Arcane Shot « 2 / Short Rest
O _-L_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Twice per short rest and once per turn when you
O +3  Religion INT Help, Hide, Ready, Search, Use an Object, fire an arrow from a shortbow or longbow as part of
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o Action Surge ¢ 1 / Short Rest
[ You can take one additional action on your turn. Seeking Arrow
This can be used 1 times per short rest. You can choose one creature vou have seen in the
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12 PASSIVE WISDOM (PERCEPTION) Longbow +7 1d8+3 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
Rapier +5 1d8+3 Piercing Martial, Finesse
10 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +2 1 Bludgeoning
13 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.
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Fighter 3 [Arcane Archer]

=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP.

| 1/ Short Rest « 1 Bonus Action

* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype « PHB 72
| Arcane Archer

* Arcane Archer Lore « XGtE 28
You gain proficiency in an additional skill and learn an
additional cantrip.

* Arcane Shot « XGtE 28

Twice per short rest and once per turn when you fire
an arrow from a shortbow or longbow as part of the
Attack action, you can apply one Arcane Shot option of
your choice to that arrow. You decide to use the option
when the arrow hits a creature, unless the option
doesn’t involve an attack roll.

| 2/ Short Rest » Special
* Arcane Shot Options * XGtE 28

| Bursting Arrow ¢ XGtE
Immediately after the arrow hits a creature, the target
and all other creatures within 10 ft. of it take
2<strong>d6</strong> force damage each.

| Special

| Seeking Arrow « XGtE
You can choose one creature you have seen in the
past minute and fire an arrow that flies toward that
creature, moving around corners and ignoring
three-quarters cover and half cover. If the target is in
range and a path is available, it must make a DEX
saving throw (DC 13) or take damage from the arrow
plus 1<strong>d6</strong> force damage and you

learn the target's location (half damage and location is

unrevealed on success).

| Special

=== HIGH ELF RACIAL TRAITS ===

* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢« BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23

You have advantage on saves against being charmed,

and magic can't put you to sleep.

* Trance « BR 23

You don't need to sleep, but meditate semiconsciously

for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
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exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* EIf Weapon Training * BR 23
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Cantrip * BR 24
You know one cantrip of your choice from the wizard
spell list. INT is your spellcasting ability for it.

* Extra Language * BR 24
You can speak, read, and write one extra language of
your choice.

FEATURES & TRAITS
\
Shield 1 6 Ib. Torch 5 51b.
Leather 1 10 Ib. Waterskin 1 51b.
Longbow 1 21b. Small Knife 2 --
Rapier 1 2 lb. Sack 2 1lb.
Arrows 20 11b. Whetstone 1 11b.
Backpack 1 51b. Rope, Silk (50 feet) 1 51b.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Clothes, Traveler's 1 4 1b.
83.56 Ib. Crowbar 1 51b.
ENCUMBERED Flask or Tankard 1 11b.
150 Ib. Quiver 1 11b.
PUSH/DRAG/LIFT Potion of Healing 1 0.5 Ib.
300 Ib. Tinderbox 1 1lb.
EQUIPMENT ))




CHARACTER APPEARANCE
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Female 236 Medium 5'5" 111
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Corellon Larethi Fair Brown Brunette
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

/There’s nothing | like more than a
good mystery.
I'm convinced that people are
always trying to steal my secrets.

PERSONALITY TRAITS
L~ ]

[ ~"1
Beauty. What is beautiful points us beyond itself
toward what is true. (Good)

IDEALS
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I've been searching my whole life for the

answer to a certain question.

BONDS
L~

oy
[N "]
| overlook obvious solutions in favor of
complicated ones.
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=== CANTRIPS === (At Will)
O Mending Cantrip -- im Touch V,S,M Instantaneous PHB 259 VISIM
QO Prestidigitation Arcane Archer Lore -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
SPELLS
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