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O _*2_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
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° O _#0_ Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
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U CHARISMA ) 2 . Hunter’s Mark « 2 / Long Rest
® 2 Survival wis You always have Hunter's Mark prepared and can
1 5 O cast it without expending a spell slot 2 times per Long
I Rest.
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12 PASSIVE PERCEPTION LongbOW +5 1d8+3 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
Scimitar +5 1d6+3 Slashing Martial, Finesse, Light, Nick
10 PASSIVE INSIGHT
Shortbow +5 1d6+3 P|erc|ng Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
10 PASSIVE INVESTIGATION . .
Unarmed Strike +1 0 Bludgeoning
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=== RANGER FEATURES ===

* Core Ranger Traits « PHB-2024 119
* Spellcasting * PHB-2024 119

* Favored Enemy « PHB-2024 119
You always have Hunter's Mark prepared and can cast
it without expending a spell slot 2 times per Long Rest.

| Hunter's Mark: 2 / Long Rest ¢ 1 Bonus Action

* Weapon Mastery « PHB-2024 120

=== FAIRY SPECIES TRAITS ===

* 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 Fey.

* Size « MotM 13
You are Small.

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

* Fairy Magic « MotM 13
You know the druidcraft spell.

At third level you can cast faerie fire, and at fifth level
you can cast enlarge/reduce. Once you cast either of
these spells with this trait, you cannot cast that spell
with it again until you finish a long rest. You can cast
either of these spells using any spell slots you have of
the appropriate level. Your spellcasting modifier is
either Intelligence, Wisdom, or Charisma (choose

when you select this race).

| Wisdom «
Wisdom is your spellcasting ability for these spells
when you cast them with this trait.

* Flight « MotM 13

Because of your wings, you have a flying speed equal
to your walking speed. You can’t use this flying speed
if you're wearing medium or heavy armor.

=== FEATS ===
* Guide Ability Score Improvements « PHB-2024 181
| Increase two scores (+2/ +1) ¢

* Magic Initiate (Druid) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Druid spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Druid
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom «

* Weapon Mastery « PHB-2024 120

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Shortbow (Vex)
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Slow (Longbow): 1 Action

| Vex (Shortbow): 1 Action

N

EQUIPMENT

FEATURES & TRAITS
Studded Leather 1 13 Ib. Arrows 20 11b.
Smoke Bottle 1 - Sprig of Mistletoe 1 --
Ornament Scale (Scarcaster) 1 - Traveler's Clothes 1 4 1b.
Saddle (Scarcaster) 1 - Oil 2 2 b.
Green Dragon Scale Armor 1 -- Rations 10 20 Ib.
Shortbow 1 21b. Rope 1 51b.
Scimitar 1 31b. Bedroll 1 7 Ib.
Shortsword 1 21b. Tinderbox 1 11b.
Longbow 1 21b. Torch 10 10 Ib.
WEIGHT CARRIED Backpack 1 5 lb. Waterskin 1 51b.
117 Ib. Quiver 1 1lb. Smoke Bottle 1 --
ENCUMBERED Cartographer's Tools 1 6 Ib.
120 Ib. Bedroll 1 7 1b.
PUSH/DRAG/LIFT Tent 1 20 Ib.
240 Ib. Arrows 20 11b.
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ADDITIONAL FEATURES & TRAITS

\\

Ornament Scale (Scarcaster)
Saddle (Scarcaster)

Green Dragon Scale Armor

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Guidance
Message

Druidcraft

=== 1st LEVEL ===
Cure Wounds
Goodberry

Faerie Fire

Hunter's Mark

(At will)

Magic Initiate (Druid)
Magic Initiate (Druid)
Fairy Magic

2 Slots OO

Ranger

Ranger

Magic Initiate (Druid)

Favored Enemy (Always Prepared)

DEX 10

1A
1A
1A

1A
1A
1A
1BA

Touch V,S Concentration, up o 1 minute

120 ft. SM 1 round

30 ft. V,S Instantaneous

Touch V,S Instantaneous

Self V,S,M 24 hours

60 ft./20 ft. Cube V Concentration, up to 1 minute

Q0 ft. \Y Concentration, up to 1 hour
SPELLS

PHB-2024 282
PHB-2024 298

PHB 236

PHB-2024 259
PHB-2024 280
PHB-2024 271

PHB-2024 287

D: 1m, VIS
D: 1Rnd, S/IM
VIS

VIS

D: 24h, VISIM

1/LR, D: 1m, 20 ft. Cube, V

Ext. D: (See Description)*, D: 1h, V

> 4

N

SPELL ATTACK
BONUS




