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

Survival wis
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Ranger 1 Smendrick
CLASS & LEVEL PLAYER NAME
Half-Orc Folk Hero 0
RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
+1 11 12 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
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 ===
I — Cook's Utensils, Vehicles (Land)
ABILITY SAVE DC |
— — === LANGUAGES ===
Common, Gnomish, Orc
/ N\
30 ft. (Walking)
A 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 ===
Relentless Endurance « 1 / Long Rest

When you are reduced to 0 HP but not killed, you
can drop to 1 HP instead once per long rest.
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Darkvision 60 ft.

PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)

PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES
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Unarmed Strike +5

4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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Ranger 1 Smendrick
H CLASS & LEVEL PLAYER NAME
Kulibak
Half-Orc Folk Hero 0
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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=== RANGER FEATURES === * Darkvision « BR 41
You can see in darkness (shades of gray) up to 60 ft.
* Hit Points « PHB 90
* Menacing * BR 41
* Proficiencies « PHB 90 You gain proficiency in the Intimidation skill.
* Favored Enemy « PHB 91 * Relentless Endurance « BR 41
You have advantage on Survival checks to track your When you are reduced to 0 HP but not killed, you can
favored enemies, as well as on INT checks to recall drop to 1 HP instead once per long rest.
information about them. You also learn one language
of your choice that is spoken by your favored enemies, | 1/Long Rest « Special
if they speak one at all.
* Savage Attacks ¢ BR 41
| Beasts « PHB When you score a critical hit, roll one of the weapon’s
Beasts are nonhumanoid creatures that are a natural dice one additional time and add it to the extra
part of the fantasy ecology. Some of them have damage.
magical powers, but most are unintelligent and lack
any society or language.
* 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.
=== HALF-ORC RACIAL TRAITS ===
FEATURES & TRAITS
\\
Leather 1 10 Ib. Shovel 1 51b.
Handaxe 1 21b. Pot, Iron 1 10 Ib.
Quarterstaff 1 4 1b. Clothes, Common 1 31b.
Backpack 1 5 lb.
Crowbar 1 51b.
Hammer 1 31b.
Piton 10 251b.
Torch 10 10 Ib.
Tinderbox 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
106.5 Ib Waterskin 1 51b.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
255 Ib. Longbow 1 21b.
PUSH/DRAG/LIFT Arrows 20 1lb.
510 Ib. Cook's Utensils 1 8 Ib.
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m 16 Medium 6 foot 7 inch 275
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good gruumsh grey beady red
ALIGNMENT FAITH SKIN EYES HAIR
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/Imisuse long words in an attempt to sound N
smarter.
I misuse long words in an attempt to sound
smarter.
| judge people by their actions, not their words.
Thinking is for other people. | prefer action.
PERSONALITY TRAITS
L~ 1
[ "]
Respect. People deserve to be treated with
dignity and respect. (Good)
IDEALS
L~ 1
[ "]
A proud noble once gave me a
horrible beating, and | will take my
revenge on any bully | encounter.
BONDS
L~ 1
[N "]
The people who knew me when |
was young know my shameful
secret, so | can never go home
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
) { {
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Kulibak grew up near a lumber camp. He wasn't
from the lumber camp, you see. That is he had
always been there for as long as anyone can
remember, though somewhat smaller for the most
part. Until recently, that is. No one knows who his
people are, though his coloration, not to mention
his very heavy jaw and bottom teeth, give clear
indication that some of Kulibak's relatives live
somewhat further into the wilderness than most
men travel. You see, the previous foreman had
taught Kulibak how to swing an axe, and then paid
Kulibak in food for the lumber he chopped.
Exactly what the old bastard was thinking by
slowly raising Kulibak's quota, and cutting his food
ration, is a bit of an unsolved mystery for the old
man has disappeared. As for Kulibak, well, he's
taken more to hunting and outdoor cookery than
being a woodsman...
CHARACTER BACKSTORY ADDITIONAL NOTES
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