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14 PASSIVE WISDOM (PERCEPTION) Longbow +5 1d8+3 Piercing  Marial, Ammuniion, Heay, Range, Two-Handed, Range (150/600)
12 PASSIVE WISOOM (INSIGHT) Quarterstaff +3 1d6+1 Bludgeoning  Simple, Versatile
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light
9 PASSIVE INTELLIGENCE (INVESTIGATION) Shortsword +5 1d6+3 Piercing Martial, Finesse, Light
Unarmed Strike +3 2 Bludgeoning
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=== RANGER FEATURES === You can speak, read, and write Common and one
extra language.
* Hit Points « PHB 90
* Ability Score Increase * BR 31
* Proficiencies « PHB 90 Two different ability scores of your choice increase by
1.
* Favored Enemy « PHB 91
You have advantage on Survival checks to track your * Skills « BR 31
favored enemies, as well as on INT checks to recall You gain proficiency in one skill of your choice.
information about them. You also learn one language
of your choice that is spoken by your favored enemies, * Feat* BR 31
if they speak one at all. You gain one feat of your choice.
| Humanoids « PHB
Humanoids are the main peoples of the world, both === FEATS ===
civilized and savage, including humans and a
tremendous variety of other species. * Dual Wielder « PHB 165
You add a +1 bonus to AC while you are wielding a
* Natural Explorer « PHB 91 separate melee weapon in each hand, can use
You have a favored terrain type. Your proficiency two-weapon fighting even when the one-handed melee
bonus is doubled for proficient skills when you make weapons you are wielding aren't light, and can draw or
an INT or WIS check related to it. While traveling for stow two one-handed weapons when you would
an hour or more in your chosen terrain, difficult terrain normally be able to draw or stow only one.
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 31
FEATURES & TRAITS
Horn of Silent Alarm 1 - Rope, Hempen (50 feet) 1 10 Ib.
Leather 1 10 Ib. Tinderbox 1 11b.
Quarterstaff 1 4 1b. Torch 10 10 Ib.
Shortsword 1 21b. Waterskin 1 51b.
Shortsword 1 2 1b.
Longbow 1 21b.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Healer's Kit 1 31b.
WEIGHT CARRIED
113 |b Hunting Trap 1 25 Ib.
ENCUMBERED Pouch 1 11b.
180 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Mess Kit 1 1lb.
360 Ib. Rations (1 day) 10 20 Ib.
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I will bring terrible wrath down on
the Orcs and Goblins who

destroyed my homeland.
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ARGUMENTATIVE - If there’s anything | enjoy, it's the mental exercise of
debating an idea, and nothing is sacred. More consensus-oriented
personality types rarely appreciate the vigor with which | tear down their
beliefs and methods, leading to a great deal of tension.
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In the shadowed woods of my homeland, |
emerged as a hunter with a mind as quick as my
reflexes. Born into a life entwined with the rhythms
of nature, | found solace and purpose in the dance
between predator and prey. However, that
harmony was shattered when marauding Orcs and
Goblins descended upon our tranquil home,
leaving nothing but devastation in their wake.

Fuelled by a burning desire for vengeance, |
pledged to bring down terrible wrath upon those
who obliterated my homeland. Orcs and Goblins
became my favored enemies, and my existence
became a relentless pursuit to hunt and eliminate
any that crossed my path.

As a trapper, | ventured into strange realms,
encountering the unknown and witnessing sights
that linger in the realm of the unfathomable.
Armed with two rapiers, one in each hand, |
became a swift and deadly force against those
who sought to disrupt the delicate balance of the
natural world.

My mind, a labyrinth of quick thoughts and
innovative ideas, became a powerful asset in both
the art of combat and the strategizing of survival. |
am an excellent brainstormer, dissecting problems
from every conceivable angle, discarding the
ineffective and presenting a plethora of
possibilities. Breaking the rules of conformity, |
relish questioning prevailing norms and finding
value in the underdogs and outliers. My mental
prowess challenges the status quo and redirects
the flow of thought into clever and unexplored
directions.

The fervor with which | engage in debate is
matched only by my ability to recall intricate details
of maps and terrain. | can effortlessly navigate the
landscapes, finding food and water for myself and
my companions with an uncanny knowledge of the
land's offerings.
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