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Ranger 1 Shadanthedevourer
CLASS & LEVEL PLAYER NAME
Wood EIf Folk Hero 0
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+3 15 11 —
INITIATIVE CLASS \ HIT POINTS J
1 ( 1d10 1 \
Immunities - Magical Sleep successes OO0
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

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

QO +2  Arcana INT
- ) === TOOLS ===
O _#2 Athletics STR = Smith's Tools, Vehicles (Land)
O _+0  Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
[INTELLIGENCE ] O 2 History INT Common, Elvish
® _+5 Insight wis (/ N
35 ft. (Walkin
14 O _+0_ Intimidation CHA ( 9)
O _+2_ Investigation INT
@ O _+3  Medicine wis \ SPEED Y
® +4 Nature INT ) PROFICIENCIES & TRAINING
I wisoom ® _+5_ Perception WIS ,
QO _+0  Performance CHA === ACTIONS === lightly obscured.
l 7 ) Standard Actions
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
L Hide, Ready, Search, Utilize, Opportunity Attack,
2
O 12 Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence
® _*5 Stealth DEX === BONUS ACTIONS ===
U CHARISMA 5 . Hunter’s Mark « 2 / Long Rest
® 5 Survival wis You always have Hunter's Mark prepared and can
1 O O cast it without expending a spell slot 2 times per Long
— Rest.
o__.
o === SPECIAL ===
- Mask of the Wild
You can attempt to hide even when you are only
\ SKILLS J ACTIONS )
4 N
15 PASSIVE PERCEPTION Longbow +5 1d8+3 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
15 exorion +5 1d6+3 Piercing Martial, Finesse, Light, Vex
PASSIVE INSIGHT
Unarmed Strike +4 3 Bludgeoning 1.5 meters
12 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS y




EQUIPMENT
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Ranger 1 Shadanthedevourer
CLASS & LEVEL PLAYER NAME
Shadan
Wood EIf Folk Hero 0
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== RANGER FEATURES === * EIf Weapon Training * BR 24
You have proficiency with the longsword, shortsword,
* Core Ranger Traits « PHB-2024 119 shortbow, and longbow.
* Spellcasting * PHB-2024 119 * Fleet of Foot » BR 24
Your base walking speed increases to 35 feet.
* Favored Enemy « PHB-2024 119
You always have Hunter's Mark prepared and can cast ~ * Mask of the Wild « BR 24
it without expending a spell slot 2 times per Long Rest. You can attempt to hide even when you are only lightly
obscured.
| Hunter's Mark: 2 / Long Rest ¢ 1 Bonus Action
| Special
* Weapon Mastery « PHB-2024 120
=== FEATS ===
=== WOOD ELF SPECIES TRAITS ===
* Weapon Mastery « PHB-2024 120
* Ability Score Increase * BR 23
Your Dexterity score increases by 2. | Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
* Darkvision « BR 23 damage to the creature, you can reduce its Speed by
You can see in darkness (shades of gray) up to 60 ft. 10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
* Keen Senses * BR 23 reduction doesn’t exceed 10 ft.
You have proficiency in the Perception skill.
| Longsword (Sap) ¢
* Fey Ancestry « BR 23 Sap. If you hit a creature with a Longsword, that
You have advantage on saves against being charmed, creature has Disadvantage on its next attack roll
and magic can’t put you to sleep. before the start of your next turn.
* Trance * BR 23 | Slow (Longbow): 1 Action
You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream | Sap (Longsword): 1 Action
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.
* Ability Score Increase * BR 24
Your Wisdom score increases by 1.
FEATURES & TRAITS
\
Studded Leather 1 13 Ib. Smith's Tools 1 8 lb.
exorion 1 21b. Waterskin 1 51b.
Longbow 1 21b. Arrows 20 11b.
Clothes, Common 1 31b.
Backpack 1 5 lb.
Quiver 1 1lb.
Sprig of Mistletoe 1 --
Pot, Iron 1 10 Ib.
Shovel 1 51b.
Oil 2 21b.
WEIGHT CARRIED
99.22 |b Rations 9 18 Ib.
ENCUMBERED Rope 1 51b.
225 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
450 Ib. Torch 10 10 Ib.




Male 21
GENDER AGE
Neutral Good
ALIGNMENT FAITH

—

Medium 1.85cm 100

HEIGHT WEIGHT

Pinkish brown  Orange Purple
SKIN

EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

—

/ N
/Ijudge people by their actions, not their N
words.

If someone is in trouble, I'm always ready

to lend help.

PERSONALITY TRAITS

L~ N
" ~"1

Respect. People deserve to be treated with dignity and respect. (Good)
Fairness. No one should get preferential treatment before the law, and no
one is above the law. (Lawful)

Sincerity. There's no good in pretending to be something I'm not. (Neutral)

IDEALS
N —~J
N ~"1

| protect those who cannot protect themselves.

I have a family, but | have no idea where they are. One day, | hope
to see them again.

I worked the land, | love the land, and I will protect the land.

BONDS
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When | go to sleep i get nightmare
Scared of the word: hat

Terrified of the word : toddler

| have trouble trusting in my allies.
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELL SAVE DC SPELL ATTACK
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=== 1st LEVEL === 2 Slots OO
Alarm [R] Ranger - im 30 ft./20 ft. Cube V,S,M 8 hours PHB-2024 239 D: 8h, 20 ft. Cube, V/S/M
Cure Wounds Ranger - 1A Touch V,S Instantaneous  PHB-2024 259 \//S
Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \Y Concentration, up to 1 hour

PHB-2024 287 Ext. D: (See Description)*, D: 1h, V
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