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INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Poisoner's Kit
ABILITY SAVE DC |
— — === LANGUAGES ===
Celestial, Common, Leonin, Undercommon
/ N\
30 ft. (Walking)
A SPEED )
PROFICIENCIES & LANGUAGES

=== ACTIONS ===
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

74

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

SENSES
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Unarmed Strike +5

'WEAPON ATTACKS & CANTRIPS

4 Bludgeoning
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=== RANGER FEATURES ===

* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Elementals « PHB
Elementals are creatures native to the elemental
planes. Some creatures of this type are little more than
animate masses of their respective elements, including
the creatures simply called elementals.

* 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.

| Forest « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages * BR

* Ability Score Increase « BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat * BR 31
You gain one feat of your choice.

=== FEATS ===

* Grappler « BR 167

You have advantage on attack rolls against a creature
you are grappling. You can use your action to try to pin
a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
restrained until the grapple ends.

| Grappling Pin: 1 Action
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WEIGHT CARRIED
57 Ib.
ENCUMBERED

240 Ib.

PUSH/DRAG/LIFT

480 Ib.

FEATURES & TRAITS
Studded Leather 1 13 Ib.
Shield 1 6 Ib.
Hide 1 12 Ib.
Breastplate 1 20 Ib.
Dagger 1 11b.
Handaxe 1 21b.

EQUIPMENT
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Male / Wolf 20 Medium High 157
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Covered with fu Dark brown and White and gre
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

/ N
/When | set my mind to something, | follow through no matter \
what gets in my way.

I'm confident in my own abilities and do what | can to instill
confidence in others.

Thinking is for other people. | prefer action.

1 get bored easily. When am | going to get on with my destiny?

PERSONALITY TRAITS
L~ ]
N ~

Fairness. No one should get
preferential treatment before the law,
and no one is above the law.

IDEALS
L~ 1
[ "]
My tools are symbols of my past life,
and | carry them so that | will never
forget my roots.
BONDS
L~ 1
[N "]

| have trouble trusting in my allies.
I’'m convinced of the significance of my
destiny, and blind to my shortcomings

"

\\ FLAWS //

A lot of years ago my father and my mother died |
was 9 then my mother was a beautiful woman and
my father was a grate warrior, both died protecting
me from our enemies but at the end they failed,
they died and a wizard kidnapped me and cursed
me becoming a werewolf for some year | was lost
living in the streets and fighting for the urge of
becoming a beast that was until instead of fighting
the instinct of becoming an animal | controlled it,
becoming able to control my beast form and taking
advantage of it. Now | am 20 and | am a hunter
waiting for something better living each day as a
gift and protecting the ones that can't.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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