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ﬂ) +1_ Strength \ 7/ \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+3  Dexterity
+ 1 O _+0  Constitution +3 13 14 -
© _+4 Intelligence
CLASS
® +3 Wisdom INITIATIVE \§ HIT POINTS /
O +0 Charisma y
- 1  1d8+1d10 \ ff \
— Immunities - Magical Sleep successes OO0
DEXTERITY . raiLures O=O=0
Advantage against
+3 being charmed \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields,
[CONSTITUTION] ﬂ) +3 Acrobatics DEX \ N Studded Leather
+O ! ‘ ® _*3  Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O +2 Arcana INT ~ Dagger, Martial Weapons, Shortbow, Simple
- Weapons
® _+3 Athletics STR N N
O +0 Deception CHA ABILITY SAVE DC | === TOOQOLS ===
p— p— Herbalism Kit, Pan Flute
O _+2_ History INT
O _+1  Insight wis 74 N === LANGUAGES ===
o 35 ft. (Walking) Common, Deep Speech, Draconic, Druidic,
O +0 Intimidation CHA .
—_— Elvish
O _+2_ Investigation INT
O +1  Medicine wis \ SPEED /
® +4 Nature INT ) PROFICIENCIES & LANGUAGES
® +3 Perception wis , N\
QO _+0  Performance CHA === ACTIONS ===
+ 1 _ Standard Actions
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
2
O _#2_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+5 Stealth DEX === SPECIAL ===
f CHARISMA ) . Mask of the Wild
® 8 Survival wis You can attempt to hide even when you are only
+ O ) lightly obscured.
o__.
'O —
L SKILLS )/ \ ACTIONS )
4 N
13 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +3 2 Bludgeoning
11 PASSIVE WISDOM (INSIGHT)
12 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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=== DRUID FEATURES ===
* Hit Points « PHB 65
* Proficiencies « PHB 65

* Druidic « PHB 66
You know Druidic, the secret language of druids.

* Spellcasting * PHB 66

You can cast prepared druid spells using WIS as your
spellcasting modifier (Spell DC 11, Spell Attack +3)
and prepared druid spells as rituals if they have the
ritual tag. You can use a druidic focus as a spellcasting
focus.

=== RANGER FEATURES ===
* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Fiends « PHB
Fiends are creatures of wickedness that are native to
the Lower Planes. A few are the servants of deities,
but many more labor under the leadership of
archdevils and demon princes.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn’t slow your group’s travel, your group can't

become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Forest « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

=== 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.

AN
* Mask of the Wild « BR 24

You can attempt to hide even when you are only lightly
obscured.

| Special

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Shortbow 1 21b.
Backpack 1 5 lb.
Druidic Focus 1 -
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Tinderbox 1 11b.
72 Ib. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
0 Ib.

PUSH/DRAG/LIFT

0 lb.

EQUIPMENT




Short and slight for an EIf but strong and
toned with a runner's body

Coppery skin with faint freckles across her
nose and cheeks and a thing scar just
under her left ear

Silver eyes rimmed with green

Favours natural colours such as areens

CHARACTER APPEARANCE
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=== Allies === /Idon’t talk about the thing that torments me. I'd rather\
not burden others with my curse.
None yet I live for the thrill of the hunt.

=== Organizations ===

N/A

ALLIES & ORGANIZATIONS

I don’t run from evil. Evil runs from me.

PERSONALITY TRAITS
|~

o~
~]

[
I kill monsters to make the world a
safer place, and to exorcise my own

demons. (Good)
IDEALS

L~ 1
[ ]
| BONDS o
[N "]
| assume the worst in
people.
\\ FLAWS //

With few memories of her early years, she
remembers having spent most of her life alone in
the forest. She has two strong memories of her
early years; a warm voice with gentle hands that
comforted her followed by blood, screams and
being hidden in the hollow of an ancient elm with
nothing but a silver inlaid bow.

She survived in the forest learning from nature and
the animals, hunting with her bow and crafting
what she needed. She earned the trust of a
resident wolfpack by giving them meat and in
return, they gave her protection and safety. As she
grew she earned for answers about her past and
the memories that haunted her nights. She
followed a road to a nearby town where she lurked
in the shadows listening and learning the ways of
people and the common tongue. One day she
learned of a tale of an elven group that once
resided in her forest and how they were brutally
eradicated by an unknown dark force. Now she
seeks not only answers but revenge for the family
she never got to know. She speaks little of her
past and lacks social skills but is slowly learning
the benefits of comradery and having someone at
her back. What she lacks in social skills she
makes up for with her skill with the bow, stealth
and knowledge of nature and its capabilities.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING
ABILITY

SPELL SAVE DC
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=== 1st LEVEL === 2 Slots OO
O Animal Friendship Druid WIS11 1A 30 ft. V,S,M 24 hours PHB 212 D: 24h, VISIM
QO Charm Person Druid WIS11 1A 30 ft. V,S 1 hour PHB 221 D: 1h, VIS
QO Create or Destroy Water Druid - 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/ISIM
O Cure Wounds Druid - 1A Touch V,S Instantaneous  PHB 230 VIS
O Detect Magic [R]<C> Druid - 1a+10m  Self/30 ft. Sphere V,S concenration,pro 0minues - PHB 231 D: 10m, 30 ft. Sphere, V/S
QO Detect Poison and Disease [R]<C> Druid -- 1a+10m  Self/30 ft. Sphere V,S,M  concenvaion.iproromnues  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Entangle <C> Druid STR11 1A 90 ft./20 ft. Square  V,S Concentration, p o 1 minwte - PHB 238 D: 1m, 20 ft. Square, V/S
O Faerie Fire <C> Druid DEX 11 1A 60 ft./20 ft. Cube V Concenuation, upto tmine - PHB 239 D: 1m, 20 ft. Cube, V
O Fog Cloud <C> Druid - 1A 120 ft./20 ft. Sphere  V/,S Concentration, up to 1 hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Goodberry Druid -- 1A Touch V,S,M Instantaneous PHB 246  V/S/M
O Healing Word Druid -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Jump Druid -- 1A Touch V,S,M 1 minute PHB 254  D:1m, V/SIM
O Longstrider Druid - 1A Touch V,S,M 1 hour PHB 256  D: 1h, V/ISIM
O Purify Food and Drink [R] Druid - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Speak with Animals [R] Druid -- 1a+10m  Self V.S 10 minutes PHB 277  D:10m, VIS
O Thunderwave Druid CON11 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Absorb Elements Druid - 1R Self S 1 round EE 150 D: 1Rnd, S
O Beast Bond <C> Druid - 1A Touch V,S,M  concentation. wpro 10minwes - EE 150 D: 10m, V/SIM
O Earth Tremor Druid DEX 11 1A 10 ft. V,S Instantaneous  EE 155 VIS
O Ice Knife Druid DEX11/+3 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
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