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Alshana Feychild

Ranger 2
CLASS & LEVEL

Eladrin (Variant)

PLAYER NAME

Far Traveler

CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬂa +2_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity
O _+2_ Constitution +3 17 2 O -
O _+0_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
O -1 Charisma y ) 910 , <
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 ===
QO _+0  Athletics STR = — Lyre
O -1 Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
O _#0_ History INT Common, Draconic, Elvish, Orc, Sylvan
® _+4  Insight wis (/ N
30 ft. (Walkin
O -1 Intimidation CHA ( 9)
O _+0_ Investigation INT
O +2  Medicine wis \ SPEED /
® +2 Nature INT ) PROFICIENCIES & LANGUAGES
® +6 Perception wis , N\
O -1 Performance CHA === ACTIONS ===
+ 2 Standard Actions
O _-1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
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
1 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.
\ SKILLS J ACTIONS )
74 <\
16 PASSIVE WISDOM (PERCEPTION) Longbow +7 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
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PLAYER NAME

EQUIPMENT

CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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=== RANGER FEATURES === * Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
* Deft Explorer « TCoE 56 spellcasting modifier (Spell DC 12, Spell Attack +4).
You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels. === ELADRIN (VARIANT) RACIAL TRAITS ===
| Canny (1st Level) » TCoE 56 * Darkvision ¢ BR 23
Choose one of your skill proficiencies. Your proficiency You can see in darkness (shades of gray) up to 60 ft.
bonus is doubled for any ability check you make that
uses the chosen skill. * Keen Senses « BR 23
You can also speak, read, and write two additional You have proficiency in the Perception skill.
languages of your choice.
* Fey Ancestry * BR 23
* Hit Points « PHB 90 You have advantage on saves against being charmed,
and magic can't put you to sleep.
* Favored Foe * TCoE 56
When you hit a creature with an attack roll, you can *Trance * BR 23
mark the target as your favored enemy for 1 minute or You don't need to sleep, but meditate semiconsciously
until you lose your concentration (as if you were for 4 hours a day. While meditating, you can dream
concentrating on a spell). after a fashion; such dreams are actually mental
The first time on each of your turns that you hit the exercises that have become reflexive through years of
favored enemy and deal damage to it, including when practice. After resting in this way, you gain the same
you mark it, you can increase that damage by 1d4. benefit that a human does from 8 hours of sleep.
| 2/ Long Rest ¢ Special * EIf Weapon Training « BR
You have proficiency with the longsword, shortsword,
* Proficiencies « PHB 90 shortbow, and longbow.
* Fighting Style « PHB 91 * Fey Step « BR
You adopt a particular style of fighting as your Once per short rest, you can cast the misty step spell.
specialty.
| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.
* Spellcasting Focus * TCoE 57
You can use a druidic focus as a spellcasting focus for
your ranger spells.
FEATURES & TRAITS
\\
Studded Leather 1 13 Ib. Soap 1 -
Shield 1 6 Ib. Tinderbox 1 11b.
Scimitar 1 31b. Torch 5 51b.
Shortsword 1 2 1b. Waterskin 1 51b.
Longbow 1 2 lb. Whetstone 1 1lb.
Arrows 20 11b. Lyre 1 2 |b.
Backpack 1 51b. Sprig of Mistletoe 1 --
Bedroll 1 7 Ib.
Clothes, Traveler's 1 4 1b.
Fishing Tackle 1 4 1b.
WEIGHT CARRIED
89.1 Ib Flask or Tankard 1 11b.
ENCUMBERED Mess Kit 1 1lb.
150 Ib. Quiver 1 11b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
300 Ib. Rope, Silk (50 feet) 1 5 1b.




CHARACTER APPEARANCE
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Female 248 Medium 5'6" 126
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Corellon Fair Amber Blonde
ALIGNMENT FAITH SKIN EYES HAIR

— —
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ALLIES & ORGANIZATIONS

flhave my own ideas about what is
and is not food, and | find the eating
habits of those around me
fascinating, confusing, or revolting.

PERSONALITY TRAITS
|~

Y
[ ~"1]
Adventure. I'm far from home, and
everything is strange and

wonderful! (Chaotic)
IDEALS

|~

N
~]

[
The gods of my people are a comfort to me
so far from home.

BONDS
L~

]
[N ~~"]
| am secretly (or not so secretly)
convinced of the superiority of my
own culture over that of this foreign

"

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
R —
li .‘\

=== 1st LEVEL === 2 Slots OO
Absorb Elements Ranger -- 1R Self 1 round EE 150 D:1Rnd, S
Hunter's Mark <C> Ranger -- 1BA 90 ft. \Y Concentration, upto 1 hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
===2nd LEVEL ===
Misty Step Fey Step -- 1BA  Self \% Instantaneous PHB 260  1/SR,V

SPELLS

)\ {






