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CLASS & LEVEL PLAYER NAME
Collette Thornshade
Human Outlander (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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ﬂa +3_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity

12 O _+1_ Constitution +3 15 1 3
O _+0_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
O -1 Charisma y ) , <
1d10 successes O=O=0O
DEXTERITY raiLures O=O=0
1 7 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N s ® j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ® +5 Acrobatics DEX \ N WEAPONS
) ) PROFICIENCY BONUS o T
{o _*2_ Animal Handling wis j Martial Weapons, Simple Weapons
O +0 Arcana INT =
— === TOOLS ===
® +3  Athletics STR — N Lute
O -1 Deception CHA ABILITY SAVE DC |
= P === LANGUAGES ===
J—— O _+0_ History INT o Co Elvish. Goblin, O
INTELLIGENCE mmon, Elvish, obiin, Ore
O _+2 Insight wis (/ N
30 ft. (Walkin
10 O -1 Intimidation CHA ( 9)
O _+0_ Investigation INT
O +2  Medicine wis \ SPEED /
® +2 Nature INT ) PROFICIENCIES & TRAINING
r WISDOM Y ® + Perception wis , \
O _-1  Performance CHA === ACTIONS ===
l 5 ) Standard Actions
O _-1_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
L Hide, Ready, Search, Utilize, Opportunity Attack,
0
O _#0_ Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence
® _+5 Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) 4 . Hunter’s Mark « 2 / Long Rest
® 4 Survival wis You always have Hunter's Mark prepared and can
8 O cast it without expending a spell slot limiteduse - No
- limited use data available times per Long Rest.
o__.
o
L SKILLS )/ \ ACTIONS )

[ 7 N
14 PASSIVE PERCEPTION Longbow +5 1d8+3 Piercing  Marial ammuniion, Heavy, Range, Two-Handed, Siow, Range (150/600)
12 DASSIVE INSIGHT Quarterstaff +3 1d6+1 Bludgeoning  Simple, Versatile, Topple
Scimitar +5 1d6+3 Slashing Martial, Finesse, Light, Nick
10 PASSIVE INVESTICATION Shortsword +5 1d6+3 Piercing Martial, Finesse, Light, Vex
Unarmed Strike +3 2 Bludgeoning

SENSES L N WEAPON ATTACKS & CANTRIPS W
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EQUIPMENT

CLASS & LEVEL PLAYER NAME
Collette Thornshade
Human Outlander (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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=== RANGER FEATURES === language means your character can communicate in it, | Nick (Scimitar): 1 Action
read it, and write it.
* Core Ranger Traits  free-rules 119
* Ability Score Increases « free-rules
* Spellcasting e free-rules 119 When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
* Favored Enemy e free-rules 119 increase three scores by 1.
You always have Hunter's Mark prepared and can cast
it without expending a spell slot 2 times per Long Rest. | Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.
| Hunter's Mark: 2 / Long Rest ¢ 1 Bonus Action
* Weapon Mastery e free-rules 120 === FEATS ===
* Savage Attacker « free-rules 201
=== HUMAN SPECIES TRAITS === Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
* Creature Type ¢ free-rules 194 either roll against the target.
You're a Humanoid.
* Tough « PHB-2024 202
* Size « free-rules 194 When you take this feat, your HP maximum increases
Your Size is Medium or Small, chosen when you select by 2. Whenever you gain a character level thereafter,
this species. your HP maximum increases an additional 2 HP.
* Speed ¢ free-rules 194 * Weapon Mastery « PHB-2024 120
Your Speed is 30 ft.
| Longbow (Slow) ¢
* Resourceful « free-rules 194 Slow. If you hit a creature with a Longbow and deal
You gain Heroic Inspiration whenever you finish a damage to the creature, you can reduce its Speed by
Long Rest. 10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
* Skillful « free-rules 193 reduction doesn’t exceed 10 ft.
You gain proficiency in one skill of your choice.
| Scimitar (Nick) ¢
* Versatile « free-rules 194 Nick. When you make the extra attack of the Light
You gain an Origin feat of your choice. property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
* Languages * free-rules 37 only be made once per turn.
Your character knows at least three languages:
Common plus two languages you roll or choose from | Slow (Longbow): 1 Action
the Standard Languages table. Knowledge of a
FEATURES & TRAITS
\\
Studded Leather 1 13 Ib. Bedroll 1 7 Ib.
Quarterstaff 1 4 1b. Tinderbox 1 1lb.
Scimitar 1 31b. Torch 10 10 Ib.
Shortsword 1 2 1b. Waterskin 1 51b.
Longbow 1 2 1b.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Pouch 1 11b.
Backpack 1 5 lb.
WEIGHT CARRIED Quiver 1 11b.
111 Ib Arrows 20 11b.
ENCUMBERED Sprig of Mistletoe 1 -
180 Ib. Qil 2 2 Ib.
PUSH/DRAG/LIFT Rations 10 20 Ib.
360 Ib. Rope 1 5 1b.
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Female 35 Medium 5'10" 145
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Malar - God of t White Green Black
ALIGNMENT FAITH SKIN EYES HAIR
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QUICK THINKER — | have a tremendously flexible mind, and | am able to shift from
idea to idea without effort, drawing on my accumulated knowledge to prove my
point, or my opponents’, as | see fi.

EXCELLENT BRAINSTORMER — Nothing is quite as enjoyable to me as analyzing
problems from every angle to find the best solutions. Combining my knowledge and
originality to splay out every aspect of the subject at hand, rejecting without remorse
options that don’t work and ever more Iam in
brainstorming sessions

PERSONALITY TRAITS
L~ ]
N ~

BREAKING THE RULES -

As I see it, most people are too ready to do as they're told and blindly conform to
social norms, pressures, and standards. | enjoy the mental exercise of questioning
the prevailing mode of thought, and | take a certain pleasure in uncovering the value
of underdogs and outliers. My active mind can't help but rethink the things that
everyone else takes for granted and push them in clever new directions.

IDEALS
L~ 1
[ "]
I will bring terrible wrath down on
the Orcs and Goblins who
destroyed my homeland.
BONDS
L~ 1
[N "]

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.

\ CHARACTER APPEARANCE )/ B\ ALLIES & ORGANIZATIONS J N\ FLAWS V.
) { )\ {
/ \ \
In the shadowed woods of my homeland, | Malar
emerged as a hunter with a mind as quick as my
reflexes. Born into a life entwined with the rhythms Alignment: Chaotic Evil
of nature, | found solace and purpose in the dance Alternate Names: The Beastlord, The Black-Blooded
between predator and prey. However, that One
harmony was shattered when marauding Orcs and Category: None
Goblins descended upon our tranquil home, Domains: Nature
leaving nothing but devastation in their wake. Pantheon: Faerdnian

. . Symbol: Clawed paw
Fuelled by a burning desire for vengeance, |

pledged to bring down terrible wrath upon those Malar epitomizes the dark side of nature, the world
who obliterated my homeland. Orcs and Goblins that is red in tooth and claw. His faithful believe the
became my favored enemies, and my existence hunt is the center point between life and death - the
became a relentless pursuit to hunt and eliminate facing off of hunter and prey, forcing the issue of who
any that crossed my path. lives and who dies. People believe that Malar can't

. be propitiated and knows no mercy, so he receives
As a trapper, | ventured into strange realms, prayers only from those engaging in a hunt. Such
enco_unten_ng the unknown and witnessing sights supplicants pray to Malar for two reasons: to beg the
that linger in the realm of the unfathomable. aid of his peerless skill as a hunter, or to adopt his
Armed with two rapiers, one in each hand, | fearsome mantle and thus ward off other predators.
became a swift and deadly force against those Malar is the god of those who delight in the hunt,
who sought to disrupt the delicate balance of the don't shy from bloodshed, and savor the fear of their
natural world. prey.
My mind, a labyrinth of quick thoughts and Many lycanthropes consider Malar to be their divine
innovative ideas, became a powerful asset in both father, as do some other intelligent predators. He
the art of combat and the strategizing of survival. | has many devotees who are druids and rangers of
am an excellent brainstormer, dissecting problems particularly savage inclination, and many barbarians
from every conceivable angle, discarding the take Malar as a patron for his ferocity and cruelty.
ineffective and presenting a plethora of His priests use claw bracers, impressive gauntlets
possibilities. Breaking the rules of conformity, | bedecked with stylized claws that jut out from the
relish questioning prevailing norms and finding ends of the fists, as ceremonial weapons.

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.

\ CHARACTER BACKSTORY ADDITIONAL NOTES /,
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=== 1st LEVEL ===
Entangle
Zephyr Strike

Hunter's Mark

2 Slots OO
Ranger

Ranger

Favored Enemy (Always Prepared) --

90 ft./20 ft. Square V,S

Goncentation, upto 1 minute  free-rules 268 D: 1m, 20 ft. Square, V/S

Self \V Concentration, upto 1minute XGtE 171 D:1m, V
90 ft. \%

SPELLS

> 4

N

Concentration, upto L hour  free-rules 287 Ext. D: (See Description)*, D: 1h, V






