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=== 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.

| Plants « PHB
Plants in this context are vegetable creatures, not
ordinary flora. Most of them are ambulatory, and some
are carnivorous.

* 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.

=== HALF-ELF RACIAL TRAITS ===

* Ability Score Increase ¢ BR 39

* Darkvision ¢ BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

* Languages * BR 39

N

300 Ib.

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Quarterstaff 1 4 1b.
Backpack 1 5 Ib.
Bedroll 1 7 b.
Mess Kit 1 11b.
Tinderbox 1 11b.
Torch 10 10 Ib.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Waterskin 1 51b.
80.3 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Longbow 1 21b.
150 Ib. Arrows 20 1lb.
PUSH/DRAG/LIFT Clothes, Common 1 31b.

EQUIPMENT
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Female 15
GENDER AGE
Neutral Good
ALIGNMENT FAITH

——
Medium Medium (5'4") 114

SIZE HEIGHT WEIGHT
Fair White Blue-gray
SKIN EYES HAIR

Dark-brown
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—
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Nothing can shake my optimistic
attitude.

| can find common ground between
the fiercest enemies, empathizing

PERSONALITY TRAITS
|~
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Charity. | always try to help those in need, no
matter what the personal cost. (Good)

IDEALS
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Everything | do is for the common
people.

BONDS
L~
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I am inflexible in my thinking.

| judge others harshly, and myself even more
severely.

\\ FLAWS
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CHARACTER BACKSTORY

ADDITIONAL NOTES
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