— Jp——— 1d20 SKILLS

WOOd Elf FOl k HerO O ® +5 ACROBATICS: I'm good at tumbling, flipping, and rolling.
RACE AGE BACKGROUND XP ® +5 ANIMAL HANDLNG: Animals really like me

O +1 ARCANA: | know about magic, spells, and weird things

QO +0 ATHLETICS: I’'m good at running, jJumping, and climbing

EYES HAIR HEIGHT WEIGHT
u’ﬁf *.?-:,41 O -1 DECEPTION: I’'m good at lying and playing tricks on people
’STRENGTH =0 N [ DEXTERITY = 16\' ﬂONSTITUTION =12 ) QO #1 HISTORY: | know about things that happened a long time ago
' { { ' ' O +3 INSIGHT: | know how peoplefeeland can tell whenthey’re lying

+O +2 | +3 J +5 +1 +1 ) iINTIMIDATION:I’mgoo.d at scaring people!

O +1 INVESTIGATION: | can find clues and secrets

A BONUS SAVE _J . BONUS SAVE A A BONUS SAVE _J O +3 MEDICINE: | can help people when they’re sick
A A rZ Ve ® +3 NATURE: | know all about plants and animals
INTELLIGENCE = 13 | | “ WISDOM = 16  CHARISMA =8 | ® +5 PERCEPTION: I’'m good at finding and spotting things

f ' f 1 ' f O -1 PERFORMANCE: I’'m good at putting on a show!
+ 1 + 1 i + 3 + 3 - 1 - 1 O -1 PERSUASION: |can get people to do what | want to do

: = O 1 RELIGION: | know about the gods and prayers

L. BONUS SAVE a. BONUS SAVE _J a. BONUS SAVE O +3 SLEIGHT OF HAND: I'm good at hiding things and taking things
2 PR ® +5 STEALTH: I'm good at hiding and staying quiet
+2 PROFICIENCY INSPIRATION ) 15 PERCEPTION ® +5 SURVIVAL: | can follow footprints and track animals
- -
MY CLASS
P N\
- X { NAME ATK BONUS pamace Y K STUFF 1 CAN DO MY STUFF h
ARMOUR e Sy Favored Enemy - Goblins L h A
1 3 LO ngbOW 1d20 + +5 1d8 + 3 Piercing You have advantage on Survival checks to track eather Armour
+ 3 3 5 ft your favored enemies, as well as on INT checks to
| recall information about them. You also learn one
@ -/ ShortSWO rd 1d20 + +5 1d6 + 3 piercing language of your choice that is spoken by your 2 Shortswords
( N Hit Point So—————————— (ZTem = favored enemies, if they speak one at all.
11 Maximum ) N L it honts T
| y Natural Explorer - Forests Longbow
| You have a favored terrain type. Your proficiency
Arrows (20) ©00O0O0O0O0O0O0O0O0 7 bonus is doubled for proficient skills when you
O O0OO0OO0OO0OO0OO0OO0OO0OOo make an INT or WIS check related to it. 20 Arrows
i, AMMUNITION Y
7 OTHER COMBAT STUFF =N Dar'kV|5|on. You s:e.e in dim I|g.ht W|jch|n a GO.-foot
radius of you as if it were abright light, and in
*You can shoot your shortbow 150 feet, or up darkness in that radius as if it were dim light. You
[ \ . . can't discern color in darkness, only shades of gray.
to 600 feet with disadvantage on the attack
. o L ] roII Mask of the Wild
HIT DICE DEATH SAVES ’ Io;: Ican;}ttemzt to hide even when you are only
7 = 2% ightly obscured.
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	Character Name: 
	Portrait: 
	Class: Ranger
	Level: 1
	Race: Wood Elf
	Age: 
	Background: Folk Hero
	XP: 0
	Eyes: 
	Hair: 
	Height: 
	Weight: 
	Str Bonus: +0
	Str Save: +2
	Dex Bonus: +3
	Dex Save: +5
	Con Bonus: +1
	Con Save: +1
	Int Bonus: +1
	Int Save: +1
	Wis Bonus: +3
	Wis Save: +3
	Cha Bonus: -1
	Cha Save: -1
	Proficiency Bonus: +2
	Inspiration: 
	Passive Perception: 15
	Acrobatics Tick: Yes
	Acrobatics Score: +5
	Animal Handling Tick: Yes
	Animal Handling Score: +5
	Arcana Tick: Off
	Arcana Score: +1
	Athletics Tick: Off
	Athletics Score: +0
	Deception Tick: Off
	Deception Score: -1
	History Tick: Off
	History Score: +1
	Insight Tick: Off
	Insight Score: +3
	Intimidation Tick: Off
	Intimidation Score: -1
	Investigation Tick: Off
	Investigation Score: +1
	Medicine Tick: Off
	Medicine Score: +3
	Nature Tick: Yes
	Nature Score: +3
	Perception Tick: Yes
	Perception Score: +5
	Religion Tick: Off
	Religion Score: -1
	Performance Tick: Off
	Performance Score: -1
	Sleight of Hand Tick: Off
	Sleight of Hand Score: +1
	Persuasion Tick: Off
	Persuasion Score: +3
	Stealth Tick: Yes
	Stealth Score: +5
	Survival Tick: Yes
	Survival Score: +5
	Front_AC: 13
	Front_Shield Bonus: 
	Front_Initiative: +3
	Front_Speed: 35 ft
	Front_Max HP: 11
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Total Hit Dice: 1d10
	Front_Hit Die: 
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: Longbow
	Front_Weapon Atk Bonus 1: +5
	Front_Weapon Damage 1: 1d8 + 3 Piercing
	Front_Weapon Name 2: Shortsword
	Front_Weapon Atk Bonus 2: +5
	Front_Weapon Damage 2: 1d6 + 3 piercing
	Front_Weapon Name 3: 
	Front_Weapon Atk Bonus 3: 
	Front_Weapon Damage 3: 
	Ammunition: Arrows (20)
	Other Combat Stuff: *You can shoot your shortbow 150 feet, or up to 600 feet with disadvantage on the attack roll. 
	Stuff I Can Do 01: Favored Enemy - Goblins
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. 

Natural Explorer - Forests
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. 

Darkvision. You see in dim light within a GO-foot radius of you as if it were abright light, and in darkness in that radius as if it were dim light. You can't discern color in darkness, only shades of gray. 

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



	Stuff I Can Do 02: Leather Armour

2 Shortswords

Longbow

20 Arrows


