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Ranger 1
CLASS & LEVEL PLAYER NAME
Erlathan Sylmaer
Wood EIf Feylost
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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Y N
ﬂa +2_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity
O _+2_ Constitution +3 17 1 2 -
O _+0_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma
1 ( 1d10 1 \
successes O=O=0O
[ DEXTERITY
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
+ 3 \ DEFENSES \ HIT DICE \ DEATH SAVES )
L SAVING THROWS )f INSPIRATION j ] ——— ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] O _*3 Acrobatics DEX \ N - WEAPONS ===
| @ +4 Anima Handling wis PROFICIENCY BONUS j Martial Weapons, Simple Weapons
O +0 Arcana INT =
=== TOOLS ===
O +0 Athletics STR — — Birdpipes
® +2 Deception CHA ABILITY SAVE DC |
) p— F— === LANGUAGES ===
O _#0_ History INT Common, Elvish, Giant, Gnomish, Sylvan
® _+4  Insight wis (/ N
35 ft. (Walkin
O +0 Intimidation CHA ( 9)
O _+0_ Investigation INT
O +2  Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
® _+6  Perception WIS \
QO _+0  Performance CHA === ACTIONS ===
+ 2 _ Standard Actions Mask of the Wild
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, You can attempt to hide even when you are only
L Help, Hide, Ready, Search, Use an Object, lightly obscured.
0 - .
O _#0_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+5 Stealth DEX === SPECIAL ===
U CHARISMA ) 4 . Favored Foe « 2 / Long Rest
® 4 Survival wis When you hit a creature with an attack roll, you can
+ O o) mark the target as your favored enemy for 1 minute or
- until you lose your concentration (as if you were
@] concentrating on a spell).
o The first time on each of your turns that you hit the
[ favored enemy and deal damage to it, including when
vou mark it, you can increase that damaae by 1d4.
\N SKILLS / ACTIONS )
4 N
16 PASSIVE WISDOM (PERCEPTION) Longbow +5 1d8+3 Piercing  Martal, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
Scimitar +5 1d6+3 Slashing Martial, Finesse, Light
14 PASSIVE WISDOM (INSIGHT)
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light
PASSIVE INTELLIGENCE (INVESTIGATION . .
10 ( ) Unarmed Strike +2 1 Bludgeoning

Darkvision 60 ft.

SENSES

'WEAPON ATTACKS & CANTRIPS




=== RANGER FEATURES ===

* Deft Explorer « TCOE 56

You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels.

| Canny (1st Level) » TCoE 56
Choose one of your skill proficiencies. Your proficiency
bonus is doubled for any ability check you make that
uses the chosen skill.
You can also speak, read, and write two additional
languages of your choice.

* Hit Points « PHB 90

* Favored Foe *» TCoE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d4.

| 2/ Long Rest ¢ Special

* Proficiencies « PHB 90

=== WOOD 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
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 24
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Fleet of Foot « BR 24
Your base walking speed increases to 35 feet.

* Mask of the Wild « BR 24
You can attempt to hide even when you are only lightly
obscured.
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FEATURES & TRAITS
\
Studded Leather 1 13 Ib. Sprig of Mistletoe 1 --
Shield 1 6 Ib. Tinderbox 1 11b.
Scimitar 1 31b. Torch 5 51b.
Shortsword 1 2 1b. Waterskin 1 51b.
Longbow 1 2 1b. Whetstone 1 11b.
Arrows 20 11b.
Backpack 1 51b.
Clothes, Traveler's 1 4 1b.
Flask or Tankard 1 11b.
WEIGHT CARRIED Mess Kit L 11b.
76.14 |b. Quiver 1 1lb.
ENCUMBERED Rations (1 day) 10 20 Ib.
150 Ib. Rope, Silk (50 feet) 1 51b.
PUSH/DRAG/LIFT Soap 1 -
300 Ib. Birdpipes 0 -

EQUIPMENT




Male 205
GENDER AGE
Chaotic Neutral Corellon
ALIGNMENT FAITH

Medium 5'4"
SIZE HEIGHT
Fair Blue
SKIN EYES

—
120

WEIGHT
Brown

HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—

/

one place for very long.

L~

/Like a nomad, | can’t settle down in\

Wherever | go, | try to bring a little
of the warmth and tranquility of

PERSONALITY TRAITS

N\

{2

[N

traveled path. (Chaotic)

IDEALS
L~

Wanderlust. | prefer to take the less

[N

there, if only for a short while.

BONDS
L~

I'm drawn to the Feywild and long to return

{2

N

\\ FLAWS

I'm always changing my
mind—well, almost always.
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CHARACTER BACKSTORY

ADDITIONAL NOTES






