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© _+4 Strength \
© _+5  Dexterity
O _+2 Constitution
O _+1 Intelligence
O _+1 Wisdom
O _+3 Charisma

Advantage Made to avoid or end
the Charmed condition

SAVING THROWS

y

5

O _+3  Acrobatics DEX
O _*1_ Animal Handling wis
O +1 Arcana INT

O +2  Athletics STR
O _+3  Deception CHA
O _+1  History INT

® _+3  Insight wis

O +3 Intimidation CHA
® _+3  Investigation INT
O +1  Medicine wis

O _+1  Nature INT

® _+3  Perception WIS
O _+3  Performance CHA
QO _#3  Persuasion CHA
O _*1  Religion INT

QO _*3  Sleight of Hand DEX
® _+5 Stealth DEX

® _+3  Survival wis
o__

o__

O

y

SKILLS
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35 ft. (Walking)

Q SPEED
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Ranger 1 JoahJai
CLASS & LEVEL PLAYER NAME
EIf Haunted One (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
y
ARMOR Max HP Current HP Temp HP
+3 15 12 -
INITIATIVE CLASS { HIT POINTS
1 ( 1d10 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
=== LANGUAGES ===
— — Common, Elvish, Halfling, Sylvan
ABILITY SAVE DC |

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

that creature has Disadvantage on its next attack roll
before the start of your next turn.

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 Mark « 2 / Long Rest

You always have Hunter's Mark prepared and can
cast it without expending a spell slot 2 times per Long

Rest.

=== SPECIAL ===
Sap (Antimatter Rifle)

Sap. If vou hit a creature with an Antimatter Rifle,

ACTIONS

74

13

13

13

PASSIVE PERCEPTION

PASSIVE INSIGHT

PASSIVE INVESTIGATION

Darkvision 60 ft.

SENSES 3

Longbow

Unarmed Strike

+5 1d8+3 Piercing

+4 3 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)

\\




EQUIPMENT

e — —
Ranger 1 JoahJai
. H CLASS & LEVEL PLAYER NAME
Sinati
Elf Haunted One (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== RANGER FEATURES === * Fey Ancestry « PHB-2024 190
You have Advantage on saving throws you make to
* Core Ranger Traits « PHB-2024 119 avoid or end the Charmed condition.
* Spellcasting * PHB-2024 119 * Keen Senses ¢« PHB-2024 190
You have proficiency in the Insight, Perception, or
* Favored Enemy « PHB-2024 119 Survival skill.
You always have Hunter's Mark prepared and can cast
it without expending a spell slot 2 times per Long Rest. * Trance » PHB-2024 190
You don't need to sleep, and magic can’t put you to
| Hunter's Mark: 2 / Long Rest ¢ 1 Bonus Action sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
* Weapon Mastery « PHB-2024 120 which you retain consciousness.
* Ability Score Increases « PHB-2024
=== ELF SPECIES TRAITS === When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
* Creature Type * PHB-2024 190 increase three scores by 1.
You are a Humanoid.
| Increase two scores (+2/ +1) ¢
* Size « PHB-2024 190 Increase one scores by 2 and a different score by 1.
You are Medium.
* Speed * PHB-2024 190 === FEATS ===
Your speed is 30 ft.
* Weapon Mastery « PHB-2024 120
* Darkvision « PHB-2024 190
You have Darkvision with a range of 60 ft. | Antimatter Rifle (Sap) ¢
Sap. If you hit a creature with an Antimatter Rifle, that
* Elven Lineage *« PHB-2024 190 creature has Disadvantage on its next attack roll
Choose a lineage from the Elven Lineages table. You before the start of your next turn.
gain the level 1 benefit of that lineage.
| Dagger (Nick) ¢
| Wood EIf Lineage « Nick. When you make the extra attack of the Light
Your Speed increases to 35 ft. and you gain the spells property, you can make it as part of the Attack action
outlined in the Elven Lineages table. instead of as a Bonus Action. This extra attack can
only be made once per turn.
* Elven Lineage Spells « PHB-2024 189
| Nick (Dagger): 1 Action
| Wood EIf - Charisma ¢
| Sap (Antimatter Rifle): Special
FEATURES & TRAITS
Studded Leather 1 13 Ib. Waterskin 1 51b.
Scimitar 1 31b.
Shortsword 1 21b.
Longbow 1 2 1b.
Clothes, Common 1 31b.
Backpack 1 5 lb.
Quiver 1 1lb.
Arrows 20 11b.
Sprig of Mistletoe 1 --
Oil 2 21b.
WEIGHT CARRIED
80 Ib Rations 10 20 Ib.
ENCUMBERED Rope 1 51b.
210 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
420 Ib. Torch 10 10 Ib.
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Male 19 Medium 5'10 130
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral No Faith Pale Green Black, Long

ALIGNMENT FAITH SKIN EYES HAIR

E—— —

A

L

CHARACTER APPEARANCE

/ A\
| put no trust in divine beings.
Kinfolk, Party | refuse to become a victim, and |
will not allow others to be
victimized.

PERSONALITY TRAITS

=== Allies ===

L~ 1
[ ~"1
| like to know my enemy’s
capabilities and weaknesses before
rushing into battle. (Lawful)

IDEALS

|~

N
~]

[
| keep my thoughts and discoveries in a
journal. My journal is my legacy.

BONDS
L~

Yy
[N "]
| feel no compassion for the dead. They're
the lucky ones.

ALLIES & ORGANIZATIONS N FLAWS .

Comes from a peaceful Unnamed town and
practiced with the bow so they could go out and
have some fun adventuring, mostly out of
boredom

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
——
li .‘\
=== CANTRIPS === (At Will)
O Druidcraft Elven Lineage Spells -- 1A 30 ft. V,S Instantaneous ~ PHB-2024 266 /S
=== 1st LEVEL === 2 Slots OO
P Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \% Concentration, upto L hour  PHB-2024 287 Ext. D: (See Description)*, D: 1h, V
SPELLS

> 4

o §




