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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.

| Undead « PHB
Undead are once-living creatures brought to a
horrifying state of undeath through the practice of
necromantic magic or some unholy curse.

* 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.

| Arctic « PHB
You are particularly familiar with one type of natural

such regions.
* Fighting Style « PHB 91

You adopt a particular style of fighting as your
specialty.

environment and are adept at traveling and surviving in

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

* Spellcasting * PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 10, Spell Attack +2).

* Ranger Archetype « PHB 92
| Beast Master

* Primeval Awareness * PHB 92

As an action, you can expend one ranger spell slot (1
minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn't reveal the creatures’ location or
number.

| 1 Action

* Ranger's Companion « PHB 93

You gain a beast companion that accompanies you on
your adventures and is trained to fight alongside you.
The beast obeys your commands and takes its turn on
your initiative. On your turn, you can command the
beast where to move (no action required by you) or
take the Attack, Dash, Disengage, or Help action. If
you don't issue a command, the beast takes the
Dodge action.

=== VARIANT HUMAN RACIAL TRAITS ===
* Languages ¢ BR 31
You can speak, read, and write Common and one

extra language.

* Ability Score Increase * BR 31

Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat » BR 31
You gain one feat of your choice.

=== FEATS ===

* Great Weapon Master « PHB 167

On your turn, when you score a critical hit with a melee
weapon or reduce a creature to 0 HP with one, you
can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

| Great Weapon Master Attack: 1 Bonus Action

N

EQUIPMENT

FEATURES & TRAITS
Scale Mail 1 45 Ib.
Shortsword 1 21b.
Shortsword 1 2 b.
Longbow 1 21b.
Arrows 20 11b.
Backpack 1 5 Ib.
Bedroll 1 7 Ib.
Clothes, Fine 1 6 Ib.
Mess Kit 1 11b.
WEIGHT CARRIED Rations (1 day) 10 201b.
117 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Signet Ring 1 -
240 Ib. Tinderbox 1 1lb.
PUSH/DRAG/LIFT Torch 10 10 Ib.
480 Ib. Waterskin 1 51b.
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=== 1st LEVEL === 3 Slots OO0
O Absorb Elements Ranger -- 1R Self S 1 round EE 150 D:1Rnd, S
O Hunter's Mark <C> Ranger -- 1BA 90 ft. \Y Concentration, upto 1 hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
O BeastBond <C> Ranger - 1A Touch V,S,M  concenrration, upto 10minutes - EE 150 D: 10m, V/ISIM
SPELLS
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