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RANGER FEATURES

* Deft Explorer « TCOE 56

You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels.

| Canny (1st Level) » TCoE 56

Choose one of your skill proficiencies. Your proficiency
bonus is doubled for any ability check you make that
uses the chosen skill.

You can also speak, read, and write two additional
languages of your choice.

* Hit Points « PHB 90

* Favored Foe *» TCoE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d4.

| 2/ Long Rest ¢ Special

* Proficiencies « PHB 90

HALF-ELF SPECIES TRAITS ===

* Ability Score Increase * BR
Choose an ability score to increase by 2.

* 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

FEATS

* Alert « PHB 165

You gain a +5 bonus to initiative, you can't be
surprised while you are conscious, and other creatures
don’t gain advantage on attack rolls against you as a
result of being unseen by you.

* Crossbow Expert « PHB 165

You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and
attack with a one-handed weapon, you can use a
bonus action to attack with a hand crossbow you are
holding.

| Crossbow Expert Attack: 1 Bonus Action

* Dual Wielder « PHB 165

You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.

* Keen Mind « PHB 167

Increase your INT score by 1. You always know which
way is north, the number of hours left before the next
sunrise or sunset, and can accurately recall anything
you have seen or heard within the past month.

* Linguist « PHB 167

Increase your INT score by 1. You learn three
languages of your choice. You can create written
ciphers that others can't decipher unless you teach
them, they succeed on an INT check (DC 13), or they
use magic to decipher it.

* Lucky « PHB 167

You have 3 luck points per long rest. Whenever you
make an attack roll, an ability check, or a saving throw
(or when an attack roll is made against you), you can
spend one to roll an additional d20 and you choose
which die to use. You can choose to spend luck points
after you roll the die, but before the outcome is
determined.

| 3/Long Rest « No Action

* Sharpshooter « PHB 170

Attacking at long range doesn't impose disadvantage
on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged
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.

* Savage Attacker « PHB 169

Once per turn when you roll damage for a melee
weapon attack, you can reroll the weapon’s damage
dice and use either total.
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FEATURES & TRAITS
Potion of Healing (Greater) 2 1lb. Robes 2 8 Ib.
Breastplate 1 20 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Chain Mail 1 55 Ib. Signet Ring 1 --
Dagger 1 11b. Leatherworker's Tools 1 51b.
Scimitar 1 31b. Oil (flask) 4 41b.
Scimitar 1 31b. Waterskin 2 10 Ib.
Crossbow, Heavy 1 18 Ib. Manacles 0 --
Longbow 1 2 lb. Manacles 2 12 Ib.
Arrows 20 11b. Flask or Tankard 4 4 b.
WEIGHT CARRIED Arrows 20 11b. Bedroll 1 7 Ib.
204 |b. Backpack 1 5 lb. Block and Tackle 1 51b.
ENCUMBERED Ball Bearings (bag of 1,000) 1,000 2 lb.
0 lb. Case, Crossbow Bolt 1 11b.
PUSH/DRAG/LIFT Climber's Kit 1 12 Ib.
0 Ib. Clothes, Fine 1 6 Ib.

EQUIPMENT
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Mess Kit

Mirror, Steel
Spikes, Iron (10)
Sprig of Mistletoe

Crossbow Bolts

10

20

1lb.
0.5 Ib.
51b.

1.51b.
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Male 30 Medium 6.1 181
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Light Brown Light Grey Blonde
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=== Allies === Despite my noble birth, | do not place myself above other\
folk. We all have the same blood.
LG Dragons, Humans most all that speak common The common folk love me for my kindness and
folk generosity.
Despite my noble birth, | do not place myself above other
folk. We all have the same blood.
PERSONALITY TRAITS
L~ —~J
" ~"]
Responsibility. It is my duty to respect the authority of those above
me, just as those below me must respect mine. (Lawful)
Respect. Respect is due to me because of my position, but all
people regardless of station deserve to be treated with dignity.
(Good)
IDEALS
L~ —~J
N ~"]
My loyalty to my sovereign is unwavering.
Nolhing is more important than the other members of my
Handsome famiy.
BONDS
L~ —~J
N ~"]
| hide a truly scandalous secret that could ruin
my family forever.
By my words and actions, | often bring shame to
my family.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N FLAWS Y
\ /4 3\ /4

raised with a Silver Dragon and with my mothers
help to speak Dragon's tongue along with her.

It is there by my goal to find since she was taken
by he orcs and goblins. And someday be called
Prince again.

CHARACTER BACKSTORY

I will always be searching for my silver dragon. It
wasn't her fault, just mine.
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