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	ClassLevel: Ranger - Beast Master 19
	Background: Outlander
	PlayerName: 
	CharacterName: 
	Race : Wood Elf
	Alignment: 
	XP: 305,000
	Inspiration: 
	STR: +2
	ProfBonus: +6
	AC: 19
	Initiative: +5
	Speed: 45ft
	PersonalityTraits : I place no stock in wealth or well-mannered folk. Money and manners won't save you from a hungry owlbear.I feel far more comfortable around animals than people.
	STRmod: 14
	HPMax: 137
	ST Strength: +8
	DEX: +5
	HPCurrent: 137
	Ideals: The natural world is more important than all the constructs of civilization.
	DEXmod : 14+6
	HPTemp: 
	Bonds: An injury to the unspoiled wilderness of my home is an injury to me.
	CON: +1
	HDTotal: 19
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 12
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 1d10
	Flaws: Don't expect me to save those who can't save themselves. It is nature's way that the strong thrive and the weak perish.
	INT: 0
	ST Dexterity: +11
	ST Constitution: +1
	ST Intelligence: 0
	ST Wisdom: +3
	ST Charisma: 0
	Acrobatics: +5
	Animal: +9
	Athletics: +8
	Deception : 0
	History : 0
	Insight: +3
	Intimidation: 0
	Check Box 11: Yes
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Longsword
	Wpn1 AtkBonus: +11
	Wpn1 Damage: 1d8+5
	INTmod: 10
	Wpn Name 2: Longbow
	Wpn2 AtkBonus : +16
	Wpn2 Damage : 1d8+8
	Investigation : 0
	WIS: +3
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: 0
	Wpn3 Damage : 
	Perception : +9
	WISmod: 13+3
	CHA: 0
	Nature: +6
	Performance: 0
	Medicine: +3
	Religion: 0
	Stealth : +11
	Check Box 23: Off
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Yes
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Yes
	Check Box 40: Yes
	Persuasion: 0
	SleightofHand: +5
	CHamod: 10
	Survival: +9
	AttacksSpellcasting: Armor: +2 Studded LeatherShield: +2 to AC
	Passive: 19
	CP: 
	ProficienciesLang: Languages: Common, Elvish, Orcish, Goblin, Draconic, Abyssal.Musical Proficiency: Lute.Weapons: Simple and Martial.Armor: Light, medium, shields.
	SP: 
	EP: 
	GP: 444
	PP: 222
	Equipment: +3 Longbow, +3 Longsword, Shield, 40 arrows, quiver, +2 Studded Leather, Lute, Staff, hunting trap, traveler's clothes, belt pouch, bright green feather, rabbit's foot, backpack, 5 torches, 50' silk rope, hammer, 5 pitons, waterskin, 10 rations, blanket, bedroll, tent, chalk, steel mirror, oil flask, fishing tackle, tinderbox, leather arm strap.
	Features and Traits: (1) Outlander Feature: Wanderer.You have an excellent memory for maps and geography, and you can always recall the general layout of terrain, settlements, and other features around you. In addition, you can find food and fresh water for yourself and up to five other people each day, provided that the land offers berries, small game, water and so forth.(1) Favored Enemy: Orcs, Goblins, Undead (6), Dragons (14)You have advantage on WIS checks to track your favored enemies, as well as on INT checks to recall information about them.(1) Natural Explorer: Forest, Swamp (6), Mountain (10)You aren't slowed in favored terrain. Cannot be lost except by magical means. Even when endangered, you remain alert to danger. Alone, you can move stealthily at normal pace. Find twice as much food when foraging. While tracking, also learn their exact number, sizes and how long ago they passed through.(2) Fighting Style, Archery: You gain a +2 bonus to attack rolls you make with a ranged weapon.(3) Ranger Arch: Beast Master.Your beast can be a medium or smaller creature that has a challenge rating of 1/4 or less. Your beast obeys your commands as best it can. It takes its turn with you. It can make a move when you move. But you both share one action per round. If the beast dies, you can spend 8 hours magically bonding with another beast that isn't hostile to you.(3) Ranger's Companion: Panther (see allies page 2)(3) Primeval Awareness: For 1 min/level of spell slot, you can sense the presence within 1 mile of you the following creatures [6 miles if favored terrain], (aberrations, celestials, dragons, elementals, fey, fiends, or undead)(4) Feat: MobileYou are exceptionally speedy and agile. You gain the following benefits: Your speed increases by 10 feet. When you use Dash, difficult terrain doesn't cost extra movement. When you make a melee attack against a creature, you don't provoke attacks of opp from that creature for the rest of the turn, whether you hit or not.(5) Extra Attack: You can attack twice, instead of once, whenever you take the Attack action on your turn.(6) Favored Enemy: added Undead.Favored Terrain: added Swamp.(7) Exceptional Training: On any of your turns your beast doesn't attack, you can use a bonus action to command the beast to take the Dash, Disengage, Dodge, or Help action on its turn.Continued on Page 2
	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: Panther: AC 18, HP 76, Speed 50ft. Climb 40ft.STR 13(+2), DEX 15(+2) CON 10(+0), INT 3(-4), WIS 14(+2), CHA 7(-2) Skills: Perc+10, Stealth+12 Senses: pass perc 13.Keen Smell: Has advantage on Perc checks relying on smell.Pounce: If the panther moves at least 20ft straight toward a creature before hitting it with a claw attack, the target must succeed on a DC12 Strength saving throw or be knocked prone. If prone, the panther can take a bonus action to make a bite attack.Claw Attack: Melee weapon attack: +10 to hit. Reach 5ft. One target. Damage: 1d4+2 slashing.Bite Attack: Melee weapon attack: +10 to hit. Reach 5ft. One target. Damage: 1d6+2 piercing.
	FactionName: 
	Backstory: 
	Feat+Traits: (R) Darkvision: You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light.(R) Fey Ancestry: You have advantage against being charmed, and magic can't put you to sleep.(R) Trance: Elves don't need to sleep. Instead, they meditate deeply, remaining semiconscious, for 4 hours a day.(R) Mask of the Wild: You can attempt to hide even when you are only lightly obscured by foliage, heavy rain, falling snow, mist and other natural phenomena.(8) Land's Stride: Move normally through nonmagical difficult terrain. Move normally through nonmagical plants without penalty or damage. Advantage on saving throws against magically created or manipulated plants to impede movement, including the entangle spell.(10) Favored Terrain: added Mountain(10) Hide in Plain Sight: Spend 1 minute creating camouflage for yourself. Must have access to fresh mud, dirt, plants, soot, and other naturally occurring materials. You can try to hide by pressing yourself against a solid surface that is at least as wide and tall as you are. Gain +10 bonus to Stealth checks while motionless. Once you move, reapplication of camo is required.(11) Bestial Fury: Your beast companion can make two attacks when you command it to use the Attack action.(12) Sharpshooter Feat: You mastered ranged weapons. Attacking at long range doesn't impose disadvantage on your ranged weapon attack rolls. Your ranged weapon attacks ignore half cover and three-quarters cover. Before you make an attack with a ranged weapon that you are proficient with, you can choose to take a -5 penalty to the attack roll. If the attack hits, you add +10 to the attack's damage.(14) Favored Enemy: added Dragons.(14) Vanish: You can use the Hide action as a bonus action on your turn. Also, you can't be tracked by nonmagical means, unless you choose to leave a trail.(15) Share Spells: When you cast a spell targeting yourself, you can also affect your beast companion with the spell if the beast is within 30ft.
	Treasure: (18) Feral Senses: You gain preternatural senses that help you fight creatures you can't see. When you attack a creature you can't see, your inability to see it doesn't impose disadvantage on your attack rolls against it. You are aware of the location of any invisible creature withing 30ft, provided it isn't hidden from you and you aren't blinded or deafened.
	CHARACTER IMAGE: 
	Spellcasting Class 2: 
	SpellcastingAbility 2: Wisdom
	SpellSaveDC  2: 17
	SpellAtkBonus 2: +9
	SlotsTotal 19: 4
	SlotsRemaining 19: 
	Spells 1014: 
	Spells 1015: Speak with Animals
	Spells 1016: 
	Spells 1017: 
	Spells 1018: 
	Spells 1019: 
	Spells 1020: 
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Off
	Check Box 3031: Off
	Check Box 3032: Off
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Off
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Off
	Check Box 3041: Off
	Spells 1023: Cure Wounds
	Check Box 251: Off
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Off
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Off
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: Hunter's Mark
	Spells 1025: 
	Spells 1026: 
	Spells 1027: 
	Spells 1028: 
	Spells 1029: 
	Spells 1030: 
	Spells 1031: 
	Spells 1032: 
	Spells 1033: 
	SlotsTotal 20: 3
	SlotsRemaining 20: 
	Spells 1034: Lesser Restoration
	Spells 1035: 
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	Spells 1037: 
	Spells 1038: 
	Spells 1039: 
	Spells 1040: 
	Spells 1041: 
	Spells 1042: 
	Spells 1043: 
	Spells 1044: 
	Spells 1045: 
	Spells 1046: Beast Sense
	SlotsTotal 21: 3
	SlotsRemaining 21: 
	Spells 1047: Lightning Arrow
	Spells 1048: Protection from Energy
	Spells 1049: Water Breathing
	Spells 1050: 
	Spells 1051: 
	Spells 1052: 
	Spells 1053: 
	Spells 1054: 
	Spells 1055: 
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	Spells 1059: 
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	Spells 1075: 
	Spells 1076: 
	Spells 1077: 
	Spells 1078: 
	Spells 1079: 
	Spells 1080: 
	Spells 1081: 
	SlotsTotal 24: 
	SlotsRemaining 24: 
	Spells 1082: 
	Spells 1083: 
	Spells 1084: 
	Spells 1085: 
	Spells 1086: 
	Spells 1087: 
	Spells 1088: 
	Spells 1089: 
	Spells 1090: 
	SlotsTotal 25: 
	SlotsRemaining 25: 
	Spells 1091: 
	Spells 1092: 
	Spells 1093: 
	Spells 1094: 
	Spells 1095: 
	Spells 1096: 
	Spells 1097: 
	Spells 1098: 
	Spells 1099: 
	SlotsTotal 26: 
	SlotsRemaining 26: 
	Spells 10100: 
	Spells 10101: 
	Spells 10102: 
	Spells 10103: 
	Check Box 316: Off
	Check Box 3042: Off
	Check Box 3043: Off
	Check Box 3044: Off
	Check Box 3045: Off
	Check Box 3046: Off
	Check Box 3047: Off
	Check Box 3048: Off
	Check Box 3049: Off
	Check Box 3050: Off
	Check Box 3051: Off
	Check Box 3052: Off
	Spells 10104: 
	Check Box 325: Off
	Check Box 324: Off
	Check Box 3074: Off
	Check Box 3075: Off
	Check Box 3076: Off
	Check Box 3077: Off
	Spells 10105: 
	Spells 10106: 
	Check Box 3078: Off
	SlotsTotal 27: 
	SlotsRemaining 27: 
	Check Box 313: Off
	Check Box 310: Off
	Check Box 3020: Off
	Check Box 3021: Off
	Check Box 3022: Off
	Check Box 3023: Off
	Check Box 3024: Off
	Check Box 3025: Off
	Check Box 3026: Off
	Check Box 3027: Off
	Check Box 3028: Off
	Check Box 3029: Off
	Check Box 3030: Off
	Spells 10107: 
	Spells 10108: 
	Spells 10109: 
	Spells 101010: 
	Spells 101011: 
	Spells 101012: 
	Check Box 319: Off
	Check Box 318: Off
	Check Box 3053: Off
	Check Box 3054: Off
	Check Box 3055: Off
	Check Box 3056: Off
	Check Box 3057: Off
	Check Box 3058: Off
	Check Box 3059: Off
	Check Box 327: Off
	Check Box 326: Off
	Check Box 3079: Off
	Check Box 3080: Off
	Check Box 3081: Off
	Check Box 3082: Off
	Spells 101013: 
	Check Box 3083: Off


