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Ranger 1 Gudmo
CLASS & LEVEL PLAYER NAME
Human Criminal / Spy (Milestone)
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=== ARMOR ===
Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Playing Card Set, Thieves' Tools

=== LANGUAGES ===
Common, Minotaur, Undercommon

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

74

4 N
13 PASSIVE WISDOM (PERCEPTION) Longbow +4 1d8+2 Piercing  Martal, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light
11 PASSIVE WISDOM (INSIGHT)
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light
PASSIVE INTELLIGENCE (INVESTIGATION . .
9 ( ) Unarmed Strike +5 4 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /
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Ranger 1 Gudmo
CLASS & LEVEL PLAYER NAME
Roland
Human Criminal / Spy (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
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=== RANGER FEATURES ===
* Languages * BR 31
* Hit Points « PHB 90 You can speak, read, and write Common and one
extra language.
* 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.

| Humanoids « PHB
Humanoids are the main peoples of the world, both
civilized and savage, including humans and a
tremendous variety of other species.

* 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.

=== HUMAN RACIAL TRAITS ===

* Ability Score Increase ¢ BR 31

FEATURES & TRAITS
Leather 1 10 Ib.
Shortsword 1 21p.
Shortsword 1 21p.
Longbow 1 21p.
Arrows 20 11b.
Backpack 1 51p.
Clothes, Common 1 31p.
Bedroll 1 7 1b.
Mess Kit 1 11b.
WEIGHT CARRIED Waterskin 1 5 Ib.
38 Ib.
ENCUMBERED
240 Ib.

PUSH/DRAG/LIFT

480 Ib.

EQUIPMENT
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Male 27 Medium 59" 175
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good light tan blue Black

ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE

//

The best way to get me to do
Breytus the Minotaur something is to tell me | can’t do it.
I am always calm, no matter what
the situation. | never raise my voice

=== Allies ===

PERSONALITY TRAITS
|~

\\

{2

[
Charity. | steal from the wealthy so that | can
help people in need. (Good)

IDEALS
L~
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My ill-gotten gains go to
support my family.

BONDS
L~

()

| turn tail and run when things
look bad.

ALLIES & ORGANIZATIONS N FLAWS

&

Orphaned before he knew his parents Roland
spent his youth in the streets of Waterdeep in the
employment of a cuttthroat named Slink the Knife.
But after a botched burglary when he was but 10
years old he was forced to flee the city. To his
great fortune he was taken in by a forester and his
wife who had recently lost a child to fever. Roland
learned the ways of the forest from his foster
father and was well attuned to the forest they lived
in. He befriended a Minotaur boy called Breytus in
his youth although they have since parted ways.
They were good friends for years but Roland
always kept his friendship with Breytus a secret.
Now well into his thirties both his foster parents
have passed away leaving him with little to no
possessions. He heads out into the greater world
to seek his fortune, at the very least his next meal.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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