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Ranger 3 cabincritters
H H CLASS & LEVEL PLAYER NAME
Quinlan Silverhand
Half-EIf Haunted One (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
ﬁa +3_ Strength \ 7/
ARMOR Max HP Current HP Temp HP
[ STRENGTH \ © _+6_ Dexterity
+ 1 O +0 Constitution +7 15 2 6 S
O _+0_ Intelligence
O +3 Wisdom INITIATIVE CLASS \ HIT POINTS
O +1 Charisma y
_— v/ /, /
3d10 successes O=O=0O
[ DEXTERITY
Advantage against being charmed, FAILURES O=O=O
and magic can't put you to sleep
+4 \ DEFENSES \ HIT DICE \ DEATH SAVES
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
O _+4  Acrobatics DEX \ N ——— WEAPONS ===
. ) PROFICIENCY BONUS N T
| o s Anima Handling wis j Martial Weapons, Simple Weapons
® +2 Arcana INT =
i === LANGUAGES ===
O _*1_ Athletics STR = — Common, Draconic, Dwarvish, Elvish,
" ) ABILITY SAVE DC Gnomish, Halfling, Sylvan
(@] Deception CHA
_g— _gu—
N —— O _+0_ History INT o
INTELLIGENCE .
O _+3  Insight wis (/ \
30 ft. (Walkin
+O O _*1  Intimidation CHA ( 9)
® _*2_ Investigation INT
’@ O +3 Medicine wis \ SPEED /
® +2 Nature INT ) PROFICIENCIES & LANGUAGES
r WISDOM Y ® +5 Perception wis , \
QO _+1  Performance CHA === ACTIONS ===
+3 ) Standard Actions Favored Foe « 2 / Long Rest
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, When you hit a creature with an attack roll, you can
® +2 Religion INT Help, Hide, Ready, Search, Use an Object, mark the target as your favored enemy for 1 minute or
@ g Opportunity Attack, Grapple, Shove, Improvise, until you lose your concentration (as if you were
> 3 +4  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object concentrating on a spell).
©) g
The first time on each of your turns that you hit the
® _*6_ Stealth DEX === SPECIAL === favored enemy and deal damage to it, including when
U CHARISMA ) ® 7 Surival wis Dread Ambusher 3 o you mark it, you can increase that damage by 1d4.
You add your WIS modifier (+3) to initiative rolls. At
+ 1 O the start of your first turn of each combat, your walking
- speed increases by 10 ft., which lasts until the end of
@] that turn. If you take the Attack action on that turn, you
o can make one additional weapon attack as part of that
[ action, dealing an extra 1d8 damage of the weapon’s
damage tvpe on a hit.
\ SKILLS J ACTIONS )
4 N
15 PASSIVE WISDOM (PERCEPTION) Corvid’s Kill +8 1d8+4 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
13 Death Hurler +8 1d4+4 Bludgeoning  Simple, Ammunition, Range, Range (30/120)
PASSIVE WISDOM (INSIGHT)
Goose Egg +3 1d6+1 Bludgeoning  Simple, Versatile
12 PASSIVE INTELLIGENCE (INVESTIGATION) Green Death +8 1d8+4 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
Darkvision 90 ft. Nail +3 1d6+1 Slashing Simple, Light, Thrown, Range (20/60)
Stitch Ripper +8 1d6+4 Piercing Martial, Finesse, Light
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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

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

| Druidic Warrior « TCoE 57
You learn two cantrips of your choice from the druid
spell list. They count as ranger spells for you, and
Wisdom is your spellcasting ability for them.

* Spellcasting Focus * TCoE 57
You can use a druidic focus as a spellcasting focus for
your ranger spells.

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

* Primal Awareness ¢ TCoE 57

You learn additional spells when you reach certain
levels in this class if you don't already know them, as
shown in the Primal Awareness Spells table.

* Ranger Archetype « PHB 92
| Gloom Stalker
* Gloom Stalker Magic « XGtE 42
You learn additional spells based on your level that
count as ranger spells but don't count against the

number of spells you know.

* Dread Ambusher ¢« XGtE 42

* Fey Ancestry * BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

You add your WIS modifier (+3) to initiative rolls. At the

start of your first turn of each combat, your walking

speed increases by 10 ft., which lasts until the end of
that turn. If you take the Attack action on that turn, you
can make one additional weapon attack as part of that
action, dealing an extra 1d8 damage of the weapon’s

damage type on a hit.
| Special
* Umbral Sight « XGtE 42

You gain darkvision out to a range of 60 ft. (+30 ft. if
you already have it). While in darkness, you are

invisible to any creature that relies on darkvision to see

you in that darkness.

HALF-ELF RACIAL TRAITS ===

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

N

FEATURES & TRAITS
loun Stone - Dull Gray Stone 1 - Pouch 1 1lb
Bag of Dancing Bones 1.° 1 3lb. Rocinante 1 --
Corvid's Kill 1 2 lb. Saddlebags 1 8 lb.
Green Death 1 2 1b. Small Knife 1 --
Leather 1 10 Ib. Wagon 1 400 Ib.
Chain Shirt 1 20 Ib. Quiver 1 11b.
Kathan Tho 1 - Hidden Pouch 1 11b.
Pendant of the Jade Dragon 1 - Coin pouch 1 11b.
Tooth 1 21b. Helcantur's Herald 1 2 |b.
WEIGHT CARRIED Goose Egg 1 4 1b. Component Pouch 1 2 b.
604.5200000000001 Ib. Death Hurler 1 - Quintali 1 41b.
ENCUMBERED Stitch Ripper 1 2 1b.
195 Ib. Backpack 1 51b. loun Stone - Dull Gray Stone 1 -
PUSH/DRAG/LIFT Self-hiding Chest 1 10 Ib. Arrow of Darkening Skies .° 1 -
390 Ib. Hip Quiver 1 1lb. Arrow of Darkening Skies 1-° 1 --
\ EQUIPMENT
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ADDITIONAL FEATURES & TRAITS

Nail 2 1b. Candle 2 --
Candle - Quinlan, Coster of the Eastern Star 1 41b.
Lantern, Hooded 21b. Spellbook 1 3lb.
Manacles 6 Ib. Block of Incense 3 --

Mess Kit 11b. Lodestone 1 --

Oil (flask) 2 lb. Lodestone 1 --
Rations (1 day) 2 lb. List of Taverns 1 --
Tinderbox 21b. Goodberries 0 -
Waterskin 51b. sleep potion 1 --
Herbalism Kit 31b. vomit salt 1 --
Stake (Wooden) - Holy Water (flask) 0 --
Kadmasto's Mysterious Book *-° 6.5 Ib. Mirror, Steel 1 051b
Keys -- Signal Whistle 1 --

Ink (1 ounce bottle) - Thieves' Tools 0 --

Ink Pen -- Sprig of Mistletoe 1 --
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Male 73 Medium 58" 185
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Tanned Deepest Green Brown
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/ \ 7 ~
=== Allies === . .
' | spend money freely and live life to
Costers of the Eastern Star the fullest, knowing that tomorrow |
oraanizat might die.
=== Organizations === . - .
g | put no trust in divine beings.
Rangers of Yuirwood PERSONALITY TRAITS
L~ 1
[ "]
| have a dark calling that puts me above
the law. (Chaotic)
IDEALS
L~ 1
[ "]
| would sacrifice my life and my soul to
protect the innocent.
BONDS
L~ 1
[N ~~"]
| talk to spirits that no one else
can see.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/, \
My family were slaughtered by a Green Dragon Hero of Wrathhome
when | was very young. Since that time, I've
wandered, alone in the wilderness, talking to
everyone I've met, trying to learn where to find
them and exact vengeance. Someone along the
way told me about the Temple and the the Order
of the Jade Dragon. This is my next target.
My father was Fanlar Silverhand. My mother was
Saleria Elderweave.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
P Peni (Mending) Fighting Style (Always Prepared) -- im Touch V,S,M Instantaneous PHB 259 V/S/M
P Gul Serni (Magic Stone) Fighting Style (Always Prepared) +5 1BA Touch V,S 1 minute EE 160 D: 1m, VIS
=== 1st LEVEL === 3 Slots OO0
O Man berrui (Goodberry) Ranger -- 1A Touch V,S,M Instantaneous PHB 246  V/SIM
O Nu-Dramm (Ensnaring Strike) <C> Ranger STR13 1BA Self \% Concentration wpto 1 minute - PHB 237~ D: 1m, V
QO Taith Feredir (Hunter's Mark) <C> Ranger - 1BA 90 ft. \Y Concenuation, upto 1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
QO Thi-nin (Disguise Self) Gloom Stalker Magic -- 1A Self V.S 1 hour PHB 233 D:1h, VIS
P Ped-radag (Speak With Animals) Primal Awareness (Always Prepared) -- 1A Self V.S 10 minutes PHB 277  1/LR (Used), D: 10m, V/S
SPELLS
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