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RANGER FEATURES

* Deft Explorer « TCOE 56

You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels.

| Canny (1st Level) » TCoE 56
Choose one of your skill proficiencies. Your proficiency
bonus is doubled for any ability check you make that
uses the chosen skill.
You can also speak, read, and write two additional
languages of your choice.

* Hit Points « PHB 90

* Favored Foe *» TCoE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d4.

| 2/ Long Rest ¢ Special
* Proficiencies « PHB 90
* Additional Ranger Spells « TCoE 57
* Spellcasting Focus * TCoE 57
You can use a druidic focus as a spellcasting focus for
your ranger spells.
* 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).

=== ROGUE FEATURES ===
* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 1d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don't have
disadvantage on the attack roll.

| Special

* Thieves’ Cant » PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

=== HARENGON SPECIES TRAITS ===
* Ability Score Increases ¢« MotM 12

When determining your character’s ability scores,
increase one score by 2 and increase a different score

by 1, or increase three different scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages ¢ MotM 12

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type ¢ MotM 13
You are a Humanoid.

* Size « MotM 13
You are Medium or Small. You choose the size when
you select this race.

* Speed « MotM 13
Your walking speed is 30 ft.

* Hare-Trigger « MotM 13
You can add your proficiency bonus (2) to your
initiative rolls.

* Leporine Senses * MotM 13
You have proficiency in the Perception skill.

* Lucky Footwork « MotM 13

When you fail a DEX saving throw, you can use your
reaction to roll a d4 and add it to the save, potentially
turning the failure into a success. You can't use this
reaction if you're prone or your speed is 0.

| 1 Reaction

* Rabbit Hop * MotM 13

As a bonus action, you can jump 10 ft. without
provoking opportunity attacks. You can only use this
trait if your speed is greater than 0. You can use it 2
times and regain all expended uses when you finish a

FEATURES & TRAITS

Leather 1 10 Ib.

Dagger 1 11b.

Dagger 1 1.

Shortbow 1 2 1b.

Rapier 1 21b.

Arrows 20 11b.

Backpack 1 5 Ib.

Thieves' Tools 1 11b.

Bedroll 1 7 1b.

WEIGHT CARRIED Mess Kit 1 1lb.
77 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.

0 lb. Tinderbox 1 11lb.
PUSH/DRAG/LIFT Torch 10 10 Ib.

0 Ib. Waterskin 1 51b.

EQUIPMENT
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long rest.

| 2/Long Rest « 1 Bonus Action

=== FEATS ===

* Skill Expert « TCoE 80
You gain proficiency in a skill. You also gain expertise
in a skill which you are already proficient in.

ADDITIONAL FEATURES & TRAITS
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Male 28
GENDER AGE
Neutral Good
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CHARACTER APPEARANCE

=== Organizations ===

Founding member of N.O.D.E.

ALLIES & ORGANIZATIONS
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I’'m driven by a wanderlust
that led me away from home.
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Greater Good. It is each person’s

responsibility to make the most

happiness for the whole tribe.
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Few things thrill Thalen Quickburrow more than a
blank map.

To him, empty parchment is a promise — a
whisper of places unseen, of mysteries waiting to
be traced in ink and memory. He's spent most of
his life chasing those whispers.

Thalen grew up on the ragged edge of civilization,
where rolling meadows gave way to untamed
forests and mist-wrapped hills. His warren was a
small community of frontier harengons — trappers,
guides, and wanderers who made their living on
the borderlands. His mother taught him to track by
scent and sound, to read the language of the
wilds; his father taught him how to survive them.
But it was his grandfather, a retired royal surveyor
with fading eyesight and a head full of tall tales,
who gave him his true calling.

The old hare kept a collection of worn maps —
curling parchment covered in careful ink and
cryptic notes. He’d spend hours poring over them
with Thalen, telling stories of ancient ruins
swallowed by the forest and forgotten kingdoms
buried beneath the hills. When his grandfather
passed, Thalen inherited both his maps and his
obsession.

He became a scout-for-hire, guiding merchant
caravans and explorers through dangerous
territory. His maps became known for their
precision — every ridge, creek, and ambush point
carefully recorded. Yet the more Thalen charted,
the more he realized how little of the world anyone
truly knew. His journals filled with sketches of
unrecorded ruins, strange glyphs carved into
stones, and half-remembered landmarks from
local folklore. Somewhere along the line, the thrill
of discovery began to outweigh the pay.

When he heard about the Noble Order of
Discovery and Exploration (N.O.D.E.), he didn’t
hesitate. Finally, a sanctioned expedition
dedicated not to conquest, but understanding. He

CHARACTER BACKSTORY

ADDITIONAL NOTES
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Cure Wounds Ranger -- 1A Touch V,S Instantaneous  PHB 230 VIS
Entangle Ranger STR13 1A 90 ft./20 ft. Square  V,S Concentration, upto 1 minute  PHB 238 D: 1m, 20 ft. Square, V/S
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