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Advantage against being charmed,
and magic can't put you to sleep
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Light Armor, Medium Armor, Shields
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Rogue 1/ Ranger 1 jerry69000
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INITIATIVE CLASS \ HIT POINTS )
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\ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION ‘
=== ARMOR ===

74

® _+4 Acrobatics DEX N ——— WEAPONS ==
. ) PROFICIENCY BONUS N T
| 0 <2 Animal Handiing wis Martial Weapons, Simple Weapons
QO +1  Arcana INT -
i === TOOLS ===
® _*5  Athletics STR = Alchemist's Supplies, Playing Card Set,
® _+4 Deception CHA ABILITY SAVE DC | Thieves' Tools, Woodcarver's Tools
_g— _gu—
J—\ O _+1  History INT o === ===
INTELLIGENCE LANGUA,GES ; , )
O _*2_ Insight wis 7 N Common, Elvish, Thieves’ Cant, Zemnian
35 ft. (Walkin
+ 1 O _*2  Intimidation CHA ( 9)
O _*1  Investigation INT
’@ O _+2 Medicine wis \ SPEED 74
® +3 Nature INT ) PROFICIENCIES & LANGUAGES
I wisbom ) ® +6 Perception wis
O _*2_ Performance CHA === ACTIONS === roll. You don't need advantage on the attack roll if
+ 2 ) Standard Actions another enemy of the target is within 5 ft. of it, that
O _*2_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, enemy isn't incapacitated, and you don’t have
O +1 Religion INT Help, Hide, Ready, Search, Use an Object, disadvantage on the attack roll.
g Opportunity Attack, Grapple, Shove, Improvise,
® _+6_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+4 Stealth DEX === SPECIAL ===
[ CHARISMA 4 . Mask of the Wild
® x4 Survival wis You can attempt to hide even when you are only
+ 2 O lightly obscured.
O Sneak Attack
o Once per turn, you can deal an extra 1d6 damage
R to one creature you hit with an attack with a finesse or
ranaed weapon if you have advantage on the attack
\ SKILLS / ACTIONS
r // \\
16 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light
11 PASSIVE INTELLIGENCE (INVESTIGATION) Iucy +4 1d6+2 Piercing Simple, Ammunition, Range, Two-Handed, Range (80/320)
Darkvision 60 ft. Unarmed Strike +5 4 Bludgeoning
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Rogue 1/ Ranger 1
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=== 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.

| Undead « PHB
Undead are once-living creatures brought to a
horrifying state of undeath through the practice of
necromantic magic or some unholy curse.

* 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.
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for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Languages * BR
* Ability Score Increase * BR
* Proficiencies « BR

* Fleet of Foot « BR 24
Your base walking speed increases to 35 feet.

* Mask of the Wild « BR 24
You can attempt to hide even when you are only lightly
obscured.

| Special
| Special | Forest « PHB
You are particularly familiar with one type of natural
* Thieves’ Cant « PHB 96 environment and are adept at traveling and surviving in
You have learned thieves’ cant, a secret mix of dialect, such regions.
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 === WOOD ELF RACIAL TRAITS ===
speak the same idea plainly.
* Ability Score Increase ¢ BR
=== RANGER FEATURES ===
* Darkvision « BR 23
* Hit Points « PHB 90 You can see in darkness (shades of gray) up to 60 ft.
* Proficiencies « PHB 90 * Proficiencies « BR
* Favored Enemy « PHB 91 * Fey Ancestry « BR 23
You have advantage on Survival checks to track your You have advantage on saves against being charmed,
favored enemies, as well as on INT checks to recall and magic can't put you to sleep.
information about them. You also learn one language
of your choice that is spoken by your favored enemies, * Trance * BR 23
if they speak one at all. You don't need to sleep, but meditate semiconsciously
FEATURES & TRAITS
\\
Leather 1 10 Ib. Bedroll 1 7 Ib.
Dagger 1 1lb. Mess Kit 1 1lb.
Dagger 1 11b. Rations (1 day) 10 20 Ib.
lucy 1 2 1b. Rope, Hempen (50 feet) 1 10 Ib.
Shortsword 1 2 1b. Tinderbox 1 11b.
Arrows 20 11b. Torch 10 10 Ib.
Backpack 1 51b. Waterskin 1 51b.
Barrel 1 70 Ib.
Bottle, Glass 1 21b.
Candle 3 -
WEIGHT CARRIED
168.3 b Clothes, Common 1 31b.
ENCUMBERED Crowbar 1 51b.
255 |b. Alchemist's Supplies 1 8 Ib.
PUSH/DRAG/LIFT Disguise Kit 1 3lb.
510 Ib. Thieves' Tools 1 1lb.
EQUIPMENT J
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male 532 Medium 59 94
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good none smooth light tar green waterfall braid
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| blow up at the slightest insult.
I don't pay attention to the risks in
a situation. Never tell me the odds.
PERSONALITY TRAITS
L~ .
[ ~"1
Charity. | steal from the wealthy so that | can
help people in need. (Good)
IDEALS
L~ —~
[ ~"1
I'm trying to pay off an old debt | owe to a
generous benefactor.
BONDS
L~ —~
[N "]
If there’s a plan, I'll forget it. If | don’t
forget it, I'll ignore it.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { {
/, /, \
my parents were prisoners of war and my mom
sacrificed herself to help me escape the camp and
gain freedom
I walk with a subtle limp because of an arrow
wound when i was a young draft soldier in the
grekeilth war (grag ay ell)
CHARACTER BACKSTORY ADDITIONAL NOTES )
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