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Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine wis
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis
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Ranger 5 JasonM62872
CLASS & LEVEL PLAYER NAME
High EIf Outlander (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+4 16 51 -
INITIATIVE CLASS \ HIT POINTS )
1  5d10 1 \
Immunities - Magical Sleep successes OO0
FAILURES( H >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Lute
ABILITY SAVE DC |
P === LANGUAGES ===

Common, Dwarvish, Elvish, Goblin, Infernal,
Undercommon

PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Rest.

BONUS ACTIONS ===
Hunter's Lore

When a creature is marked by your Hunter's Mark,
you know whether the creature has any Immunities,
Resistances, Vulnerabilities, and if the creature has

any, you know what they are.

Hunter’s Mark « 3 / Long Rest
You always have Hunter's Mark prepared and can

\ ACTIONS

cast it without expending a spell slot 3 times per Long

74
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19 PASSIVE PERCEPTION Oathbow Longbow +9 108+4 PIEICING  +50pcns watn, anmunion os. g, Tu-sansd s e 15060
13 DASSIVE INSIGHT Quarterstaff +6 1d6+3 Bludgeoning  Simple, Versatile, Topple
Scimitar +7 1d6+4 Slashing Martial, Finesse, Light, Nick
12 PASSIVE INVESTICATION Shortsword +7 1d6+4 Piercing Martial, Finesse, Light, Vex
Darkvision 60 ft. Fire Bolt +5 2d10 Fire VIS
Unarmed Strike +6 4 Bludgeoning
SENSES L <\ WEAPON ATTACKS & CANTRIPS /

\\




=== RANGER FEATURES ===

* Core Ranger Traits « PHB-2024 119

* Spellcasting * PHB-2024 119

* Favored Enemy « PHB-2024 119

You always have Hunter's Mark prepared and can cast

it without expending a spell slot 3 times per Long Rest.
| Hunter's Mark: 3 / Long Rest ¢ 1 Bonus Action

* Weapon Mastery « PHB-2024 120

* Deft Explorer « PHB-2024 120
You gain Expertise with one of your skill proficiencies.

You know two languages of your choice.
* Fighting Style « PHB-2024 120

| Fighting Style feat « br-2024
* Ranger Subclass « PHB-2024 120

| Hunter
* Hunter's Lore « PHB-2024 127
When a creature is marked by your Hunter's Mark, you
know whether the creature has any Immunities,
Resistances, Vulnerabilities, and if the creature has
any, you know what they are.

| 1 Bonus Action
* Hunter’s Prey « PHB-2024 127
You gain one option of your choice. Whenever you
finish a Short or Long Rest, you can replace the option

with the other one.

| Horde Breaker « br-2024

Once per turn, when you make an attack with a
weapon, you can make another attack with the same
weapon against a different creature within 5 ft., that's
within the weapon’s range, and that you haven’t
attacked this turn.

| 1 Action
* Ability Score Improvement « PHB-2024 120

* Extra Attack « PHB-2024 120
You can attack twice instead of once whenever you
take the Attack action on your turn.

=== HIGH ELF SPECIES TRAITS ===

* Ability Score Increase * BR 23
Your Dexterity score increases by 2.

* 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.

* Ability Score Increase * BR 23
Your Intelligence score increases by 1.

* 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.

=== FEATS ===

* Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by
1.

* Archery « PHB-2024 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Weapon Mastery « PHB-2024 120

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Slow (Longbow): 1 Action

| Vex (Shortsword): 1 Action
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Ranger 5 JasonM62872
CLASS & LEVEL PLAYER NAME
Petrawya
High EIf Outlander (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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EQUIPMENT

FEATURES & TRAITS
Oathbow Longbow 1 2 lb. Bedroll 1 7 Ib.
Studded Leather 1 13 Ib. Tinderbox 1 11b.
Quarterstaff 1 4 1b. Torch 10 10 Ib.
Scimitar 1 31b. Waterskin 1 51b.
Shortsword 1 2 1b.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Pouch 1 11b.
Backpack 1 5 lb.
WEIGHT CARRIED Quiver L 11b.
111 Ib. Arrows 20 11b.
ENCUMBERED Sprig of Mistletoe 1 -
0 lb. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
0 Ib. Rope 1 51b.
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High EIf Outlander (Milestone)
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ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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Female 136 Medium 5'9" 129
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Medium Tanne: Silver Brown
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
=== Allies === Y4 . . . N\
| once ran twenty-five miles without
my parents stopping to warn to my clan of an
Duchess of Daggerford approaching orc horde. I'd do it again
The Grove family i
City Guards and Watch of Waterdeep if | had to.
The Watch of Baulder's Gate PERSONALITY TRAITS
L~ 1
=== Organizations === [ ~]
Nature. The natural world is more
Rangers of Atland important than all the constructs of
Associated with the Daggerford militia due to the civilization. (Neutral)
watch of the forest IDEALS
L~ 1
[ ]
My family, clan, or tribe is the most
important thing in my life, even
when they are far from me.
BONDS
L~ 1
[N "]
| am slow to trust members of other races,
tribes, and societies.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N FLAWS Y
\ /4 AV /4

Currently residing in Atland of the Misty Forest.
Traveled from Waterdeep to train as a Ranger.

Parents live in Waterdeep. Father is a Moon EIf
and Mother is a Sun EIf. Mother was banished for
her treachery of loving a Moon EIf.

In Atland, met and befriended Amara Grove during
Ranger training.

Settled there and patrol the Misty Forest, with
regular trips to Daggerford to report happenings to
the Duchess.

Occasionally, also take employment as an armed
escort for caravans or parties traveling to
Waterdeep or Baulder's Gate.

On my last escort to Baudler's gate, | happened

across the Grove sisters and we journeyed back to
home and Daggerford together.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
QO Fire Bolt Cantrip +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
=== 1st LEVEL === 4 Slots OO00
O Cure Wounds Ranger - 1A Touch V,S Instantaneous  PHB-2024 259 V/S
QO Absorb Elements Ranger - 1R Self S 1 round EE 150 D:1Rnd, S
O Ensnaring Strike Ranger STR14 1BA Self Y, Concentation, upto L minute  PHB-2024 268 D: 1m), V
O Entangle Ranger STR14 1A 90 ft./20 ft. Square  V,S Concentation, upto Lminuie - PHB-2024 268 D: 1m, 20 ft. Square, V/S
P Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \Y Concentration, up to 1 hour - PHB-2024 287  Ext. D: (See Description)*, D: 1h, V
===2nd LEVEL === 2 Slots OO
O Spike Growth Ranger - 1A 150 ft./20 ft. Sphere  \/,S,M  concenvaton upto 1o minues  PHB-2024 318 D: 10m, 20 ft. Sphere, V/S/M
O Protection from Poison Ranger -- 1A Touch V.S 1 hour PHB-2024 310 D: 1h, V/S
SPELLS
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