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Ranger 1 Syzorn
CLASS & LEVEL PLAYER NAME
Wood Half-Elf Criminal / Spy (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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HEROIC INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

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

=== TOOLS ===
Darts, Thieves' Tools

=== LANGUAGES ===
Celestial, Common, Elvish, Infernal

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

74

Darkvision 60 ft.

SENSES
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14 PASSIVE PERCEPTION Unarmed Strike +1 0 Bludgeoning
14 PASSIVE INSIGHT
10 PASSIVE INVESTIGATION

A WEAPON ATTACKS & CANTRIPS
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Ranger 1 Syzorn
CLASS & LEVEL PLAYER NAME
Wood Half-Elf Criminal / Spy (Milestone)
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=== RANGER FEATURES === * Ability Score Increase * BR 39
Your Charisma score increases by 2, and two other
* Hit Points « PHB 90 ability scores of your choice increase by 1.
* Proficiencies « PHB 90 * Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.
* Favored Enemy « PHB 91
You have advantage on Survival checks to track your * Fey Ancestry « BR 39
favored enemies, as well as on INT checks to recall You have advantage on saving throws against being
information about them. You also learn one language charmed, and magic can’t put you to sleep.
of your choice that is spoken by your favored enemies,
if they speak one at all. * Wood EIf Descent « SCAG
| Beasts « PHB | Fleet of Foot « BR
Beasts are nonhumanoid creatures that are a natural Your base walking speed increases to 35 feet.
part of the fantasy ecology. Some of them have
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.
| Coast « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.
=== WOOD HALF-ELF SPECIES TRAITS ===
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, Common 1 31b.
Crowbar 1 51b.
Crowbar 1 51b.
Hammer 1 31b.
WEIGHT CARRIED
86.5 Ib Piton 10 2.5 1b.
ENCUMBERED Rations (1 day) 10 20 Ib.
120 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
240 Ib. Torch 10 10 Ib.
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