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ARMOR Max HP Current HP Temp HP |
+4 14 39 --
INITIATIVE CLASS \ HIT POINTS )
/4 / / \
.. . 5d10
Immunities - Magical Sleep successes OO0
FAILURES( H >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES J
HEROIC INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Thieves' Tools

=== LANGUAGES ===
Common, Draconic, Elvish, Giant, Goblin

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

=== BONUS ACTIONS ===
Hunter’s Lore

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

cast it without expending a spell slot 3 times per Long
Rest.

When a creature is marked by your Hunter's Mark,

You always have Hunter's Mark prepared and can

74

7 N
14 PASSIVE PERCEPTION Longbow +4 1d8+1 Piercing M, ammuniion, Heavy, Range, Two-Handed, Siow, Range (150/600)
1 o s Scimitar +4 1d6+1 Slashing Martial, Finesse, Light, Nick

Shortsword +4 1d6+1 Piercing Martial, Finesse, Light, Vex
15 PASSIVE INVESTIGATION Poison Spray +4 2d12 Poison VIS
Darkvision 60 ft. Unarmed Strike +3 1 Bludgeoning

SENSES

A WEAPON ATTACKS & CANTRIPS "/
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=== RANGER FEATURES ===

* Core Ranger Traits  free-rules 119

* Spellcasting ¢ free-rules 119

* Favored Enemy e free-rules 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 ¢ free-rules 120

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

You know two languages of your choice.
* Fighting Style « free-rules 120

| Druidic Warrior « free-rules
You learn two Druid cantrips of your choice. The
chosen cantrips count as Ranger spells for you, and
Wisdom is your spellcasting ability for them. Whenever
you gain a Ranger level, you can replace one of these
cantrips with another Druid cantrip.

* Ranger Subclass ¢ free-rules 120

| Hunter
* Hunter's Lore ¢ free-rules 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 « free-rules 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 ¢
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 « free-rules 120
* Extra Attack  free-rules 120
You can attack twice instead of once whenever you
take the Attack action on your turn.

=== ELF SPECIES TRAITS ===

* Creature Type « free-rules 190
You are a Humanoid.

* Size « free-rules 190
You are Medium.

* Speed ¢ free-rules 190
Your speed is 30 ft.

* Darkvision ¢ free-rules 190
You have Darkvision with a range of 60 ft.

* Elven Lineage ° free-rules 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| High EIf Lineage ¢
You gain the spells outlined in the Elven Lineages
table, and whenever you finish a Long Rest, you can

replace the cantrip at level 1 with a different cantrip
from the Wizard spell list.

* Elven Lineage Spells « free-rules 189
| High EIf - Intelligence ¢

* Fey Ancestry « free-rules 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses ¢ free-rules 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « free-rules 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

* Languages ° free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Defense « free-rules 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +3 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing

N

FEATURES & TRAITS
Elixir of Health 1 - Oil 2 2 |b.
Mariner's Studded Leather Armor 1 13 Ib. Rations 10 20 Ib.
Ring of Mind Shielding 1 - Rope 1 51b.
Studded Leather 1 13 Ib. Bedroll 1 7 Ib.
Scimitar 1 31b. Tinderbox 1 11b.
Shortsword 1 21b. Torch 10 10 Ib.
Longbow 1 21b. Waterskin 1 51b.
Clothes, Common 1 31b.
Crowbar 1 51b.
WEIGHT CARRIED Backpack 1 51b.
995 |b. Quiver 1 11b.
ENCUMBERED Arrows 20 11b.
165 Ib. Sprig of Mistletoe 1 -
PUSH/DRAG/LIFT Amulet of Health 1 -
330 Ib. Potion of Healing 3 151b.

EQUIPMENT
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ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179
| Increase three scores (+1/+1/+1) ¢
* Weapon Mastery « PHB-2024 120

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

| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Vex (Blowgun): 1 Action

| Nick (Dagger): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE
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Masculino 28 Medium 180 cm
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Algo blanco Rojos Verde
ALIGNMENT FAITH SKIN EYES HAIR

— —

A
\
/ N

ALLIES & ORGANIZATIONS

/The first thing | do in a new place is
note the locations of everything
valuable—or where such things could
be hidden.

PERSONALITY TRAITS
|~

—~J
" ~"]
Honor. | don't steal from others in the trade. (Lawful)
People. I'm loyal to my friends, not to any ideals, and
everyone else can take a trip down the Styx for all | care.
(Neutral)

IDEALS
L~

N
~]

[
I’'m trying to pay off an old debt | owe
to a generous benefactor.

I’'m guilty of a terrible crime. | hope |

BONDS
L~

Y
[N "]
When | see something valuable, |
can't think about anything but how to
steal it.

-

~

-

"

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELL SAVE DC
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=== CANTRIPS ===

O Minor lllusion

@)

Message

@)

Poison Spray

=== 1st LEVEL ===
Speak with Animals [R]
Ensnaring Strike

Cure Wounds
Goodberry

Hail of Thorns

Detect Magic

Detect Magic

TOOOOO0OO0OOo

Hunter's Mark

===2nd LEVEL ===

o

Healing Spirit

o

Misty Step
O Misty Step

(At will)

Elven Lineage Spells
Fighting Style
Fighting Style

4 Slots OO00
Ranger

Ranger

Ranger

Ranger

Ranger

Elven Lineage Spells
Elven Lineage Spells

Favored Enemy (Always Prepared)

2 Slots OO
Ranger
Elven Lineage Spells

Elven Lineage Spells

1A
1A
1A

1A
1BA
1A
1A
1BA
1A
1A
1BA

1BA
1BA
1BA

30 ft./5 ft. Cube S,M

120 ft. S,M
30 ft. V,S
Self V,S
Self \%
Touch V.S
Self V,S\M
Self \

Self/30 ft. Sphere  V,S
Self/30 ft. Sphere  V,S

90 ft. \

60 ft./5 ft. Cube V,S
Self %
Self %

SPELLS

1 minute
1 round

Instantaneous

10 minutes
Concentration, up o 1 minute
Instantaneous
24 hours
Instantaneous
Concentration,up 0 10 minutes
Concentration,up 0 10 minutes

Concentration, up to 1 hour

Concentation, up to 1 minute
Instantaneous

Instantaneous

free-rules 298
free-rules 298

free-rules 306

free-rules 318
free-rules 268
free-rules 259
free-rules 280
PHB-2024 283
free-rules 262
free-rules 262

free-rules 287

XGtE 157
free-rules 299

free-rules 299

D: 1m, 5 ft. Cube, S/M
D: 1Rnd, S/IM
VIS

D: 10m, V/S

D:1m,V

VIS

D: 24h, VISIM

\%

1/LR, D: 10m, 30 ft. Sphere, V/S
D: 10m, 30 ft. Sphere, V/S

Ext. D: (See Description)*, D: 1h, V

D: 1m, 5 ft. Cube, V/S
LR,V
\Y%

> 4
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SPELL ATTACK
BONUS




