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Ealdred Swiftshadow
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Acrobatics DEX \

Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT

Insight wis
Intimidation CHA
Investigation INT
Medicine wis
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis

SKILLS ),
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Ranger 3 Hamb3rgI3r
CLASS & LEVEL PLAYER NAME
Wood EIf Outlander (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+4 15 2 8 -
INITIATIVE CLASS \ HIT POINTS J
( ( 3d10 1 \
Immunities - Magical Sleep successes OO0
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Pan Flute
ABILITY SAVE DC |
P P === LANGUAGES ===
Common, Elvish, Goblin, Sylvan
/ A\
35 ft. (Walking)
Q SPEED )

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

=== SPECIAL ===
Colossus Slayer

Once per turn, when you hit a creature with a
weapon attack, the creature takes an extra 1d8
damage if it's below its HP maximum.

Mask of the Wild
You can attempt to hide even when you are only
liahtly obscured.

74

Darkvision 60 ft.

SENSES

4 N
15 PASSIVE WISDOM (PERCEPTION) Longbow +8 1d8+4 Piercing  Marial, Ammuniion, Heay, Range, Two-Handed, Range (150/600)
15 PASSIVEISDOM (NSIGHT) Shortsword +6 1d6+4 Piercing Martial, Finesse, Light
Shortsword +6 1d6+4 Piercing Martial, Finesse, Light
13 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strlke +2 1 BIUdgeOning

'WEAPON ATTACKS & CANTRIPS




Ealdred Swiftshadow
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Wood ElIf Outlander (Milestone)
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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.

| Forest « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Spellcasting * PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5).

* Ranger Archetype « PHB 92
| Hunter

* 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

* Hunter’'s Prey « PHB 93
You gain an additional attack feature.

| Colossus Slayer « PHB

Once per turn, when you hit a creature with a weapon

attack, the creature takes an extra 1d8 damage if it's
below its HP maximum.

| Special

=== WOOD ELF RACIAL TRAITS ===

* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢ BR 23
You have proficiency in the Perception skill.

N

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance « BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* EIf Weapon Training * BR 24
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Fleet of Foot » BR 24
Your base walking speed increases to 35 feet.

* Mask of the Wild « BR 24
You can attempt to hide even when you are only lightly
obscured.

| Special

FEATURES & TRAITS
Leather 1 10 Ib. Waterskin 1 51b.
Shortsword 1 21b.
Shortsword 1 21b.
Longbow 1 2 1b.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Pouch 1 11b.
WEIGHT CARRIED Bedroll 1 71b.
106 Ib. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
150 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 1lb.
300 Ib. Torch 10 10 Ib.

EQUIPMENT
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Male 128 Medium 5'10" 145
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Eldertree, Pale Cerulean Blue  Raven Black
ALIGNMENT FAITH SKIN EYES HAIR
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//Sw\c Determination: Ealdred acalm and \\
even in the face of adversity. His resolute nature is a reflection of the elven
stoicism instilled in him by his upbringing. When others might waver, Ealdred
remains steadfast, a pillar of strength for those around him.

Nature's Observer: Ealdred is a keen observer of the natural world, finding
solace in the subtle rhythms and patterns of the Eldertree Forest. His
perceptive nature allows him to notice details that others might overlook, a
PERSONALITY TRAITS
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The Eldertree's Guardian: Ealdred sees
himself as a guardian of the Eldertree,
tasked with preserving the sanctity of

BONDS

L~ 1

[N "]
Haunted by Loss: The tragic fate of his parents haunts Ealdred's thoughts,
casting a shadow over his interactions with others. While he maintains a
facade of calmness, the specter of loss sometimes clouds his judgment and
makes it challenging for him to fully open up to new companions.

CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N\ FLAWS Y
) { )\ {
/ \
Ealdred Swiftshadow's early years were bathed in
the dappled sunlight filtering through the ancient
boughs of Eldertree Forest. Born to Eldrin and
Lirael Swiftshadow, esteemed members of a
reclusive Wood Elf tribe, Ealdred's upbringing was
steeped in the traditions of his people. His parents,
skilled rangers and custodians of the Eldertree,
instilled in him a profound respect for nature's
delicate balance.
Tragedy struck when Ealdred was just a century
old. His family embarked on an expedition to
investigate disturbances in the forest, only to
encounter a mysterious, malevolent force. Despite
their prowess, Eldrin and Lirael fell in battle,
leaving Ealdred an orphan. The Eldertree, sensing
the profound loss, seemed to embrace Ealdred in
its protective aura, as if recognizing him as its
ward.
Alone in the wilderness, Ealdred found solace and
purpose among the trees. He befriended creatures
of the forest, learning their ways and listening to
the subtle whispers of the Eldertree itself. During
his solitary explorations, he stumbled upon a
hidden grove housing an ancient, magical tree.
Drawing upon the mystical energies within, he
crafted his bow, named Sylvan Whisper, which
seemed to echo the voices of the Eldertree and
imbued his arrows with an ethereal potency.
Haunted by the memory of his parents' fate,
Ealdred Swiftshadow dedicated himself to
becoming a Hunter Ranger. He embraced the
teachings of the Eldertree, melding his innate
elven abilities with the primal magic coursing
through the forest. Ealdred's prowess with Sylvan
Whisper grew, and he learned to channel the
essence of nature, granting him the ability to
navigate unseen through the woodlands.
As rumors of an encroaching darkness and the
unnatural winter reached his ears, Ealdred felt an
unshakable duty to protect the Eldertree and the
CHARACTER BACKSTORY ADDITIONAL NOTES /
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