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CLASS & LEVEL PLAYER NAME
EIf Haunted One (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS /
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Immunities - Magical Sleep successes OO0
FAILURES( H >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES J
HEROIC INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== LANGUAGES ===

Common, Common Sign Language,
Draconic, Elvish, Undercommon

PROFICIENCIES & TRAINING

L SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Hunter's Mark « 2 / Long Rest

You always have Hunter's Mark prepared and can
cast it without expending a spell slot limiteduse - No
limited use data available times per Long Rest.

74

Darkvision 60 ft.

SENSES

ACTIONS
4 N
14 PASSIVE PERCEPTION Longbow +5 1d8+3 Piercing  artal, Ammuriion, Heaw, Range, Two-Handed, Sow, Range (150600
14 DASSIVE INSIGHT Scimitar +5 1d6+3 Slashing Martial, Finesse, Light, Nick
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light, Vex
11 PASSIVE INVESTIGATION Unarmed Strike +3 2 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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CLASS & LEVEL PLAYER NAME
Elf Haunted One (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —
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RANGER FEATURES
* Core Ranger Traits  free-rules 119

* Spellcasting ¢ free-rules 119

* Favored Enemy e free-rules 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 ¢ free-rules 120

=== ELF SPECIES TRAITS ===

* Creature Type ¢ free-rules 190
You are a Humanoid.

* Size « free-rules 190
You are Medium.

* Speed ¢ free-rules 190
Your speed is 30 ft.

* Darkvision e free-rules 190
You have Darkvision with a range of 60 ft.

* Elven Lineage * free-rules 190
Choose a lineage from the Elven Lineages table. You
gain the level 1 benefit of that lineage.

| Wood EIf Lineage «
Your Speed increases to 35 ft. and you gain the spells
outlined in the Elven Lineages table.
* Elven Lineage Spells « free-rules 189

| Wood EIf - Wisdom «

* Fey Ancestry e« free-rules 190
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Keen Senses * free-rules 190
You have proficiency in the Insight, Perception, or
Survival skill.

* Trance « free-rules 190

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 4 hours if you
spend those hours in a trancelike meditation, during
which you retain consciousness.

* Languages ° free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases « free-rules

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===
* 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.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword 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 (Shortsword): 1 Action

N

EQUIPMENT

FEATURES & TRAITS
Studded Leather 1 13 Ib. Oil (flask) 1 11b.
Scimitar 1 31b. Tinderbox 1 11b.
Shortsword 1 21b. Torch 3 31b.
Longbow 1 2 lb. Stake (Wooden) 9 --
Chest 1 25 Ib. Holy Symbol 1 -
Clothes, Common 1 31b. Oil 2 2 |b.
Backpack 1 5 lb. Rations 10 20 Ib.
Quiver 1 11b. Rope 1 51b.
Arrows 20 11b. Bedroll 1 7 Ib.
WEIGHT CARRIED Sprig of Mistletoe 1 -- Tinderbox 1 1lb.
1255 Ib. Crowbar 1 51b. Torch 10 10 Ib.
ENCUMBERED Hammer 1 31b.
180 Ib. Holy Water (flask) 1 11b.
PUSH/DRAG/LIFT Manacles 1 6 Ib.
360 Ib. Mirror, Steel 1 0.5 Ib.
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Thalia Swiftshadow
Elf Haunted One (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
e — —
7 N

Waterskin

51b.

ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE
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Female 248 Medium 5'9" 128
GENDER AGE HEIGHT WEIGHT
Neutral Good Malar - God of t Tawny Amber Brown
ALIGNMENT FAITH EYES HAIR

— —
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BOLD - | am full of life and energy. There is no greater joy for me
than pushing boundaries and discovering and using new things
and ideas.

ORIGINAL — Combining my boldness and practicality, | love to
experiment with new ideas and solutions. | put things together in
ways no one else would think to.

PERSONALITY TRAITS
|~

{2

[N

DIVING RIGH IN - | am the likeliest person to make a lifestyle of risky behavior
Illive in the moment and dive into the action — | am the eye of the storm. | enjoy
drama, passion, and pleasure, not for emotional thrills, but because i’s so
stimulating to my logical mind. | am forced to make critical decisions based on
factual, immediate reality in a process of rapid-fire rational stimulus response.

IDEALS
L~

()

[
I've seen great darkness, and I'm
committed to being a light against
it—the light of all lights.

BONDS
|~ -~
N ~"]
UNSTRUCTURED — When | see an opportunity to fix a
problem, to advance, to have fun, | seize the moment, often
ignoring rules and social expectations in the process. This may
get things done, but it can create unexpected social fallout.

ALLIES & ORGANIZATIONS

-
~

-
~

\\ FLAWS //

In the heart of the dense woodlands, where
shadows danced with moonlight and the air
hummed with the whispers of ancient trees, |
emerged from the depths of darkness with a
haunted past. My journey began in a quaint elven
village, surrounded by the beauty of nature, but
destiny had a darker path in store for me.

My early years were marked by boldness and a
thirst for life. | reveled in pushing boundaries and
experimenting with new ideas, blending practicality
with a fearless spirit. My love for the unexplored
led me to become a natural explorer of the
Underdark, where | found myself drawn to the
hidden depths and the mysteries that lurked
within.

However, my life took a fateful turn during an
ill-fated encounter with a malevolent force in the
depths below the surface. A monstrous and
undead entity, shrouded in darkness, slaughtered
all the members of my exploration team and
devoured their souls, sparing my life for reasons
unknown. This haunting experience left me
scarred, my eyes reflecting the unimaginable
horror | had witnessed. The weight of survivor's
guilt and the fear of the consuming darkness cast
a shadow over my soul.

Driven by an unrelenting commitment to be a light
against the encroaching darkness—the light of all
lights—I embraced the path of a Gloom Stalker
ranger and contracted my services out to help
forever vanquish my favored enemy, the undead,
forever from my homelands. My elven instincts
and training allowed me to move seamlessly
through the shadows, striking fear into the hearts
of creatures that dwelled in the dark.

My unstructured approach to life made me the
likeliest person to dive into such a risky endeavor.
I lived in the moment, navigating through the
chaos with a logical mind and a keen eye for
opportunity. My boldness and originality led me to

CHARACTER BACKSTORY

Malar

Alignment:Chaotic Evil

Alternate Names:The Beastlord, The Black-Blooded
One

Category:None

Domains:Nature

Pantheon:Faer(nian

Symbol:Clawed paw

Malar epitomizes the dark side of nature, the world
that is red in tooth and claw. His faithful believe the
hunt is the center point between life and death - the
facing off of hunter and prey, forcing the issue of who
lives and who dies. People believe that Malar can't
be propitiated and knows no mercy, so he receives
prayers only from those engaging in a hunt. Such
supplicants pray to Malar for two reasons: to beg the
aid of his peerless skill as a hunter, or to adopt his
fearsome mantle and thus ward off other predators.
Malar is the god of those who delight in the hunt,
don't shy from bloodshed, and savor the fear of their
prey.

Many lycanthropes consider Malar to be their divine
father, as do some other intelligent predators. He
has many devotees who are druids and rangers of
particularly savage inclination, and many barbarians
take Malar as a patron for his ferocity and cruelty.
His priests use claw bracers, impressive gauntlets
bedecked with stylized claws that jut out from the
ends of the fists, as ceremonial weapons.

ADDITIONAL NOTES /,




SPELL SAVE DC SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
O Druidcraft Elven Lineage Spells -- 1A 30 ft. V,S Instantaneous  free-rules 266 V/S
=== 1st LEVEL === 2 Slots OO
O Fog Cloud Ranger - 1A 120 ft/20 ft. Sphere  V/,S Concentration, upto L hour  free-rules 276 - D: 1h, 20 ft. Sphere, V/S
O Zephyr Strike Ranger -- 1BA  Self \% Concentration, wp o 1 minwte - XGtE 171 D: 1m, V
P Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \Y Concentration, upto 1 hour  free-rules 287 Ext. D: (See Description)*, D: 1h, V
SPELLS
3\ P2
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