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Ranger/Hunter 5 Qutlander Smyther
CLASS & LEVEL BACKGROUND PLAYER NAME
Tabaxi Chaotic Good 6500
RACE ALIGNMENT EXPERIENCE POINTS
———
\ 7 N
1) Absently fiddles with things, sometimes
1 5 + 4 3 O accidentally breaking them.
2) 1 once ran 25 miles to warn to my clan of
ARMOR danger. I'd do it again if needed.
CLASS, INITIATIVE SPEED ) 3) Lov_elsI a gtoqd song and dance, and
especially stories.
// \\ | PERSONALITY TRAITS o
56 - ~
Change: Life is like the seasons, in
5 6 constant change, and we must
change with it. (Chaotic)
CURRENT HIT POINTS IDEALS
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" ~"1 — -
O | have a quest that will help
my people if | succeed.
A TEMPORARY HIT POINTS Y/ BONDS
L~~~ —~J
5xd10 N \ [ ]
X successes O=O=0 1) Uncivilized: Don't understand writing,
farming or industry, and dislike trade.
5 FaiLures Q=00 2) Cat: minor kleptomania and curiosity
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a N7 N
Quaterstaff +4  1d6 +1 bludge FELINE AGILITY:  Remaining

Longbow +7 1d8 +4 piercing
Shortswords x2 +7 1d6 +4 piercing
Slash with claw ~ +0 1d6 slashing

ATTACKS & SPELLCASTING

O -1 Arcana
o)
INTELLIGENCE ® +4 Athletics
_1 O _0  Deception
O _-1 History
© +4 Insight
O _0  Intimidation
[ wisbom ® _+2 Investigation
O _+1 Medicine
+1 ® +2 Nature
@ © _+4 Perception
O _0  Performance
(m\' O _0_ Persuasion
O _-1 Religion
O O _+4 Sleight of Hand
© 47 Stealth
® _+4 Survival
\k SKILLS
14

PASSIVE WISDOM (PERCEPTION)

* Staff
/ * Hunting trap

Languages:
Common, Tabaxi

Weapons:
Simple, Martial

Armor:
Light, Medium

Tools:
Flute

(dialect of)

OTHER PROFICIENCIES & LANGUAGES

* Traveler's clothes

) * Simple wooden flute
/" * Explorer's pack

N\ - backpack

¥ - bedroll

- mess kit

- tinderbox

- 10 torches

- 10 days of rations
- waterskin

strapped to the side

EQUIPMENT

- 50 feet of hempen rope

movement points doubled after
attacking this turn. Cannot spend
any movement points next turn.

CAT'S EYES:
colourblind.

Darkvision, but

PRIMEVAL AWARENESS:

Use an action and expend one
ranger spell slot. Focus
awareness on surrounding
region. For 1 minute per spell
slot level, can detect following
types of creatures within 1 mile
(6 miles in favored terrain):
aberrations, celestials, dragons,
elementals, fey, fiends, and
undead. Doesn't reveal creature
numbers or location(s).

EXTRA ATTACK: 5th level
ranger, can attack twice per turn

HORDE BREAKER:  Once on
each of your turns when you
make a weapon attack, you can
make another attack with the
same weapon against a different
creature that is within 5 feet of
the original target and within

range of your weapon

FEATURES & TRAITS
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Tall-Rain (Rain)

CHARACTER NAME

37 6'8" (2.05m) 244 Ibs (111 kg)
AGE HEIGHT WEIGHT

Green Yellow Fur with  black, solid spots
EYES SKIN HAIR

CHARACTER APPEARANCE

CLAN: Thick-fogged-moorland g——————————"
Was:

- all together.

- semi-nomadic

- had a forest/swamp homeland

- moved between a small set of
homes/camps

Now:

- separated into smaller groups

- fully nomadic

- live in a wilder-land/moorland a little
away from the homeland

- meet occasionally at the homelands

- can't stay together for long

- can't return to the homeland permanently
- all because of one cause

- growing sense that these days are
coming to an end

- hopes that "coming to an end" means
the return to the homeland

- fears that it means a coming disaster
instead

ALLIES & ORGANIZATIONS

ORIGIN: Hunter-Gatherer
Tall-Rain

son of Vast-Mist (mother) and
Tall-rock (father)

Used to be guard and hunter
for my clan's village in the
forested homeland, typical
role of a common,
nothing-special young male.

Detached from the clan; one
of the few who still tread the
homeland after the clan had
to leave.

Charged with trying to find a
way to return the clan to the
homeland.

Recently had cause to head
on a quest away from the
homeland and away from the
clan, knowing that events are
in progress that must be
steered away from disaster
and towards the clan's hopes.

CHARACTER BACKSTORY

CAT'S CLAWS:  Can used any free hand (or foot) to attack with claws. Canclimb 20ft per turn.
CAT'S TALENT:  Stealth and Perception proficient.
FIGHTING STYLE:  Archery, +2 attack for ranged weapons.

NATURAL EXPLORER:  Grasslands (and Swamp after level 6). Farmiliar with and adept at
traveling and surviving in. While inside, double proficiency on (wis) or (int) skill checks. After an
hour of travel:

* Difficult terrain doesn't slow your group's travel.

* Your group can't become lost except by magical means.

* Even when you are engaged in another activity while traveling (such as foraging, navigating, or
tracking), you remain alert to danger.

* If you are traveling alone, you can move stealthily at a normal pace

* When you forage, you find twice as much food as you normally would.

* While tracking other creatures, you also learn their exact number, their sizes, and how long ago
they passed through the area.

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.

ADDITIONAL FEATURES & TRAITS

* Trophy from an hunted animal

* Clan insignia

* Usually have a trinket I've found lately. Usually abandonded
soon, after satisfying curiosity.

TREASURE
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	CharacterName 2: Tall-Rain (Rain)
	Age: 37
	Height: 6'8" (2.05m)
	Weight: 244 lbs (111 kg)
	Eyes: Green
	Skin: Yellow Fur with
	Hair: black, solid spots
	Allies: CLAN: Thick-fogged-moorland

Was:
- all together.
- semi-nomadic
- had a forest/swamp homeland
- moved between a small set of homes/camps
Now:
- separated into smaller groups
- fully nomadic
- live in a wilder-land/moorland a little away from the homeland
- meet occasionally at the homelands
- can't stay together for long
- can't return to the homeland permanently
- all because of one cause
- growing sense that these days are coming to an end
- hopes that "coming to an end" means the return to the homeland
- fears that it means a coming disaster instead
	FactionName: 
	Backstory: ORIGIN: Hunter-Gatherer

Tall-Rain

son of Vast-Mist (mother) and Tall-rock (father) 

Used to be guard and hunter for my clan's village in the forested homeland, typical role of a common, nothing-special young male.

Detached from the clan; one of the few who still tread the homeland after the clan had to leave.

Charged with trying to find a way to return the clan to the homeland.

Recently had cause to head on a quest away from the homeland and away from the clan, knowing that events are in progress that must be steered away from disaster and towards the clan's hopes.
	Feat+Traits: CAT'S CLAWS:      Can used any free hand (or foot) to attack with claws. Canclimb 20ft per turn.

CAT'S TALENT:      Stealth and Perception proficient.

FIGHTING STYLE:      Archery, +2 attack for ranged weapons.

NATURAL EXPLORER:      Grasslands (and Swamp after level 6). Farmiliar with and adept at traveling and surviving in. While inside, double proficiency on (wis) or (int) skill checks. After an hour of travel:
* Difficult terrain doesn't slow your group's travel.
* Your group can't become lost except by magical means.
* Even when you are engaged in another activity while traveling (such as foraging, navigating, or tracking), you remain alert to danger.
* If you are traveling alone, you can move stealthily at a normal pace
* When you forage, you find twice as much food as you normally would.
* While tracking other creatures, you also learn their exact number, their sizes, and how long ago they passed through the area.

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.
	Treasure: * Trophy from an hunted animal
* Clan insignia
* Usually have a trinket I've found lately. Usually abandonded soon, after satisfying curiosity.
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	ClassLevel: Ranger/Hunter 5
	Background: Outlander
	PlayerName: Smyther
	CharacterName: Tall-Rain (Rain)
	Race : Tabaxi
	Alignment: Chaotic Good
	XP: 6500
	Inspiration: 
	STR: +1
	ProfBonus: +3
	AC: 15
	Initiative: +4
	Speed: 30
	PersonalityTraits : 1) Absently fiddles with things, sometimes accidentally breaking them.
2) I once ran 25 miles to warn to my clan of danger. I'd do it again if needed.
3) Loves a good song and dance, and especially stories.
	STRmod: 12
	HPMax: 56
	ST Strength: +4
	DEX: +4
	HPCurrent: 56
	Ideals: Change: Life is like the seasons, in constant change, and we must change with it. (Chaotic)
	DEXmod : 18
	HPTemp: 0
	Bonds: I have a quest that will help my people if I succeed.
	CON: +3
	HDTotal: 5x d10
	Check Box 12: Off
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	CONmod: 16
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	HD: 5
	Flaws: 1) Uncivilized: Don't understand writing, farming or industry, and dislike trade.
2) Cat: minor kleptomania and curiosity
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	ST Dexterity: +7
	ST Constitution: +3
	ST Intelligence: -1
	ST Wisdom: +1
	ST Charisma: 0
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	Athletics: +4
	Deception : 0
	History : -1
	Insight: +4
	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: Quaterstaff
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 1d6 +1 bludge
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	AttacksSpellcasting: Slash with claw      +0       1d6 slashing








 
	Passive: 14
	CP: 10 gp
	ProficienciesLang: Languages:
   Common, Tabaxi (dialect of)

Weapons:
   Simple, Martial

Armor:
   Light, Medium

Tools:
   Flute
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: * Staff
* Hunting trap
* Traveler's clothes
* Simple wooden flute
* Explorer's pack
  - backpack
  - bedroll
  - mess kit
  - tinderbox
  - 10 torches
  - 10 days of rations
  - waterskin
  - 50 feet of hempen rope
strapped to the side

	Features and Traits: FELINE AGILITY:      Remaining movement points doubled after attacking this turn. Cannot spend any movement points next turn.

CAT'S EYES:      Darkvision, but colourblind.

PRIMEVAL AWARENESS:      Use an action and expend one ranger spell slot. Focus awareness on surrounding region. For 1 minute per spell slot level, can detect following types of creatures within 1 mile (6 miles in favored terrain): aberrations, celestials, dragons, elementals, fey, fiends, and undead. Doesn't reveal creature numbers or location(s).

EXTRA ATTACK:      5th level ranger, can attack twice per turn

HORDE BREAKER:      Once on each of your turns when you make a weapon attack, you can make another attack with the same weapon against a different creature that is within 5 feet of the original target and within range of your weapon
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