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_+3  Strength
_+5  Dexterity
_+1  Constitution
_+0_ Intelligence
_+2  Wisdom

+0  Charisma

Advantage on saving
throws against spells

SAVING THROWS
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_*3  Acrobatics DEX
44
_*0  Arcana INT

_*1  Athletics STR
_*0  Deception CHA

+0_ History INT

_*+4  Insight wis
_*0 Intimidation CHA
_*0  Investigation INT
_*2  Medicine wis

+2  Nature INT

+4  Perception WIS

+2  Performance CHA

+2  Persuasion CHA

+0  Religion INT

+3  Sleight of Hand DEX

+3  Stealth DEX

+4  Survival wis

Animal Handling wis
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Ranger 1 5371
CLASS & LEVEL PLAYER NAME
Satyr Farmer (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+3 13 13 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Carpenter's Tools, Pan Flute
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Sylvan
/ N\
35 ft. (Walking)
A SPEED )
i PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

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
Rest.

=== SPECIAL ===
Mirthful Leaps

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

When vou make a lona or high jump, vou can roll a

d8 and add the result to the number of feet you cover.
This extra distance costs movement as normal.

74

SENSES

SKILLS \ ACTIONS
7' N
14 PASSIVE PERCEPTION Longbow +5 1d8+3 Piercing e anmuriton, Heay, Range, Two-Handed, Sow, Range (1501600
14 DASSIVE INSIGHT Sickle +3 1d4+1 Slashing Simple, Light, Nick
Unarmed Strike +3 2 Bludgeoning
10 PASSIVE INVESTIGATION Ram +3 T Bl

A WEAPON ATTACKS & CANTRIPS "/




— —

Ranger 1 5371
CLASS & LEVEL PLAYER NAME
Satyr Farmer (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
—_— —
7 <
=== RANGER FEATURES === * Mirthful Leaps ¢ MotM 29 | Nick (Sickle): 1 Action
When you make a long or high jump, you can roll a d8
* Core Ranger Traits « PHB-2024 119 and add the result to the number of feet you cover.
This extra distance costs movement as normal.
* Spellcasting « PHB-2024 119
| Special
* Favored Enemy « PHB-2024 119
You always have Hunter's Mark prepared and can cast  * Reveler « MotM 29
it without expending a spell slot 2 times per Long Rest. You have proficiency in Performance and Persuasion
and proficiency with one musical instrument of your
| Hunter's Mark: 2 / Long Rest « 1 Bonus Action choice.
* Weapon Mastery « PHB-2024 120
=== FEATS ===
=== SATYR SPECIES TRAITS === * Farmer Ability Score Improvements « PHB-2024 180
* Languages * MotM 5 | Increase two scores (+2 / +1) ¢
Your character can speak, read, and write Common
and one other language that you and your DM agree is ~ * Tough « PHB-2024 202
appropriate for the character. When you take this feat, your HP maximum increases
by 2. Whenever you gain a character level thereafter,
* Creature Type * MotM 29 your HP maximum increases an additional 2 HP.
You are a Fey.
* Weapon Mastery « PHB-2024 120
* Size « MotM 29
You are Medium. | Longbow (Slow) «
Slow. If you hit a creature with a Longbow and deal
* Speed ¢ MotM 29 damage to the creature, you can reduce its Speed by
Your walking speed is 35 ft. 10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
* Ram « MotM 29 reduction doesn’t exceed 10 ft.
You can use your head and horns to make unarmed
strikes. When you hit with them, you deal 1d6+1 | Sickle (Nick) ¢
bludgeoning damage. Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
| 1 Action instead of as a Bonus Action. This extra attack can
only be made once per turn.
* Magic Resistance « MotM 29
You have advantage on saving throws against spells. | Slow (Longbow): 1 Action
FEATURES & TRAITS
\\
Sickle 1 2 1b. Torch 10 10 Ib.
Longbow 1 21b. Waterskin 1 51b.
Backpack 1 5 lb.
Iron Pot 1 10 Ib.
Quiver 1 1lb.
Carpenter's Tools 1 6 Ib.
Shovel 1 51b.
Arrows 20 11b.
Healer's Kit 1 31b.
Traveler's Clothes 1 4 1b.
WEIGHT CARRIED
89 |b Qil 2 2 lb.
ENCUMBERED Rations 10 20 Ib.
180 Ib. Rope 1 5 1b.
PUSH/DRAG/LIFT Bedroll 1 7 1b.
360 Ib. Tinderbox 1 1lb.
EQUIPMENT J
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Male 22 Medium 5'4” 167
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Bronzed Light blue Golden brown
ALIGNMENT FAITH SKIN EYES HAIR
E—— —
L \ L \
// // \
7 N
PERSONALITY TRAITS
L~ 1
[ "]
IDEALS
L~ 1
[ "]
BONDS
L~ 1
~~"]
S athers He nestates when faced wih Gl Gocens. ag he coneaduences o hoodi ooy and he carres
\ CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/ / \
Growing up on a farm his entire life Peris has
decided for his 22nd year that now is the time to
leave and explore the world around him. He sets
out with his father's long bow in tow and his old
sickle on his hip for his new life on the road. After
leaving the farm located on the outskirts he crest a
small hill coming into the Slums of Highspire. He
has been saving all his gold over the years for this
moment now is the time to get geared up and
ready to go.
Q CHARACTER BACKSTORY ADDITIONAL NOTES /




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
— —
li .‘\
=== 1st LEVEL === 2 Slots OO
Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \% Concentration, up to 1 hour  PHB-2024 287  Ext. D: (See Description)*, D: 1h, V
SPELLS
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