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+1_ Strength \

+5  Dexterity

+2  Constitution

-1 Intelligence

+2  Wisdom

+1  Charisma

SAVING THROWS )’

Y N
O _+3  Acrobatics DEX \
O _*2_ Animal Handling wis
® _+1  Arcana INT
® _+1 Athletics STR
O _+1  Deception CHA
O _-1 History INT
O _+2_ Insight wis
O _+1  Intimidation CHA
O _-1  Investigation INT
O _+2_ Medicine wis
® +1 Nature INT
® _+6_ Perception wis
O _+1  Performance CHA
QO _+1  Persuasion CHA
O -1 Religion INT
QO _*3  Sleight of Hand DEX
® _+5 Stealth DEX
QO _*2_ Survival wis
o__

o__
O

SKILLS ),

Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,

Help, Hide, Ready, Search, Use an Object,

Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Crossbow Expert Attack

When you use the Attack action and attack with a

one-handed weapon, you can use a bonus

attack with a hand crossbow you are holding.

=== SPECIAL ===
Favored Foe * 2 / Long Rest

When vou hit a creature with an attack roll, vou can
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/7 \
ARMOR Max HP Current HP Temp HP |
+3 17 20 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
2d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Mason's Tools, Thieves' Tools
ABILITY SAVE DC |
P — === LANGUAGES ===
Common, Deep Speech, Dwarvish,
7 N Undercommon
30 ft. (Walking)
\§ SPEED Y
) PROFICIENCIES & LANGUAGES
N\
=== ACTIONS === 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.

action to

ACTIONS )

Darkvision 60 ft.

16 PASSIVE WISDOM (PERCEPTION)
12 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES

Crossbow, hand +7
Crossbow, heavy +7
Unarmed Strike +1

N
Martial, Ammunition, Range, Light, Loading, Range (30/120)

1d6+3 Piercing

Martial, Ammunition, Heavy, Loading, Range, Two-Handed, Range (100/400)

1d10+3 Piercing

0 Bludgeoning

WEAPON ATTACKS & CANTRIPS y
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=== RANGER FEATURES === === CUSTOM LINEAGE RACIAL TRAITS ===
* Deft Explorer « TCOE 56 * Creature Type « TCoE 9
You are an unsurpassed explorer and survivor, both in You are a humanoid. You determine your appearance
the wilderness and in dealing with others on your and whether you resemble any of your kin.
travels.
* Size « TCOE 8
* Hit Points « PHB 90 You are Small or Medium (your choice).
* Favored Foe * TCoE 56 * Ability Score Increase « TCoE 9
When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or * Feat» TCOE 8
until you lose your concentration (as if you were
concentrating on a spell). * Variable Trait « TCoE 8
The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when | Darkvision ¢
you mark it, you can increase that damage by 1d4. Darkvision with a range of 60 ft.
| 2/ Long Rest « Special * Languages * TCoE 8
* Proficiencies « PHB 90
=== FEATS ===
* Additional Ranger Spells « TCoE 57
* Crossbow Expert « PHB 165
* Fighting Style « PHB 91 You ignore the loading property of crossbows with
You adopt a particular style of fighting as your which you are proficient. Being within 5 ft. of a hostile
specialty. creature doesn’'t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and
| Archery « PHB attack with a one-handed weapon, you can use a
You gain a +2 bonus to attack rolls you make with bonus action to attack with a hand crossbow you are
ranged weapons. holding.
* Spellcasting Focus * TCoE 57 | Crossbow Expert Attack: 1 Bonus Action
You can use a druidic focus as a spelicasting focus for
your ranger spells.
* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 12, Spell Attack +4).
FEATURES & TRAITS
Half Plate 1 40 Ib. Torch 10 10 Ib.
Crossbow, hand 1 31b. Waterskin 1 51b.
Crossbow, heavy 1 18 Ib.
Longbow 1 2 1b.
Arrows 20 11b.
Crossbow Bolts 20 1.51b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Component Pouch 1 21b.
Lantern, Bullseye 1 21b.
WEIGHT CARRIED
130 |b Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 11b.
0lb. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
0 Ib. Tinderbox 1 1lb.
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Beleg, once a humble hunter of the woods, found
his life irrevocably altered when his village was
ravaged by a horde of marauding orcs. In the
chaos, he fought valiantly to protect his home, but
the battle left him scarred both physically and
emotionally. With his village in ruins and his loved
ones lost, Beleg vowed to hone his skills and seek
vengeance against the creatures that destroyed
his world.

Over the years, Beleg wandered the wilderness,
sharpening his survival instincts and mastering the
art of archery. His encounters with various beasts
and monsters only served to strengthen his
resolve and his prowess as a ranger. Despite the
weight of his past, Beleg remained steadfast, his
spirit unbroken and his determination unwavering.

Now, older and weathered by his experiences,
Beleg roams the land as a solitary guardian, a
beacon of strength and resilience in a world
plagued by darkness. His scars tell the tale of
battles fought and enemies vanquished, yet
beneath the surface lies a heart still filled with
compassion and a soul still driven by the hope of
redemption.

CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== 1st LEVEL === 2 Slots OO
Absorb Elements Ranger -- 1R Self S 1 round EE 150 D:1Rnd, S
Goodberry Ranger - 1A Touch V,S,M Instantaneous PHB 246 VISIM
SPELLS
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