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CHARACTER NAME

Rook, Wrath of the Wild Woods
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CLASS & LEVEL PLAYER NAME
Wood EIf Faction Agent (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
+5 16 68 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
8d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
=== LANGUAGES ===
I — Common, Elvish, Giant, Infernal, Orc,
ABILITY SAVE DC | Primordial
/ N\
35 ft. (Walking)
A SPEED )
PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== SPECIAL ===
Colossus Slayer

Once per turn, when you hit a creature with a
weapon attack, the creature takes an extra 1d8
damage if it's below its HP maximum.

Mask of the Wild
You can attempt to hide even when you are only
liahtly obscured.

74

Darkvision 60 ft.

SENSES

4 N
16 PASSIVE WISDOM (PERCEPTION) Longbow, +1 +11 1d8+6 Piercing  waral Ammuniion, Heavy, Range, Two-Handed, Range (150600)
16 PASSIVEISDOM (NSIGHT) Shortsword +8 1d6+5 Piercing Martial, Finesse, Light
Shortsword, +1 +9 1d6+6 Piercing Martial, Finesse, Light
11 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strlke +2 O BIUdgeOning

A WEAPON ATTACKS & CANTRIPS
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=== RANGER FEATURES === such regions.
| Special

* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Elementals « PHB
Elementals are creatures native to the elemental
planes. Some creatures of this type are little more than
animate masses of their respective elements, including
the creatures simply called elementals.

| Undead « PHB
Undead are once-living creatures brought to a
horrifying state of undeath through the practice of
necromantic magic or some unholy curse.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
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

| Grassland « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 14, Spell Attack +6).

* Ranger Archetype ¢« PHB 92
| Hunter

* Primeval Awareness * PHB 92

As an action, you can expend one ranger spell slot (1
minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn'’t reveal the creatures’ location or
number.

| 1 Action

* Hunter’s Prey « PHB 93
You gain an additional attack feature.

| Colossus Slayer « PHB
Once per turn, when you hit a creature with a weapon
attack, the creature takes an extra 1d8 damage if it's
below its HP maximum.

* Ability Score Improvement « PHB 92

* Extra Attack « PHB 92
You can attack twice whenever you take the Attack
action on your turn.

* Defensive Tactics « PHB 93
You gain an additional defensive feature.

| Multiattack Defense « PHB
When a creature hits you with an attack, you gain a +4
bonus to AC against all subsequent attacks made by
that creature for the rest of the turn.

* Land’s Stride « PHB 92

Moving through nonmagical difficult terrain costs you
no extra movement and you can also pass through
nonmagical plants without being slowed by them and
without taking damage from them. You have
advantage on saving throws against plants that are
magically created or manipulated to impede
movement.

=== WOOD ELF RACIAL TRAITS ===

* Darkvision ¢ BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢ BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance * BR 23
You don't need to sleep, but meditate semiconsciously

FEATURES & TRAITS
Leather 1 10 Ib.
Longbow, +1 1 2 lb.
Shortsword 1 2 b.
Shortsword, +1 1 2 1b.
Ring of Evasion 1 -
Arrows 20 11b.
Clothes, Common 1 31b.
Bedroll 1 7 Ib.
Backpack 1 5 Ib.
WEIGHT CARRIED Mess Kit 1 1lb.
79 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
120 Ib. Tinderbox 1 11b. Ring of Evasion 1 -
PUSH/DRAG/LIFT Torch 10 10 Ib.
240 Ib. Waterskin 1 51b.

EQUIPMENT
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for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* EIf Weapon Training * BR 24
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Fleet of Foot * BR 24
Your base walking speed increases to 35 feet.

* Mask of the Wild « BR 24
You can attempt to hide even when you are only lightly
obscured.

| Special

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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Male 103 Medium Medium
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Rillifane Rallath Tanned Green Blonde
ALIGNMENT FAITH SKIN EYES HAIR
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My skills pale in comparison to
those of my master. | must
improve myself so | can catch up
to her.
PERSONALITY TRAITS
L~ 1
[ "]
If not for my master's compassion, |
wouldn't be where | am today. | too
hope to mentor someone, just like
IDEALS
L~ 1
[ "]
| owe my master a great debt |
. can never repay.
Dressed in the furs and leathers of a pay
woodsman, Rook appears every bit like a BONDS
practitioner of the hunter's craft. This - -
belies his true calling as a warden of the My master is my guiding light. She is infallible,
wilds, and his endless crusade against and | trust her unconditionally.
the undead that befoul his forest home.
\ FLAWS /
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS ) N ‘-
\ /4 /4

When Rook's ancestral home in Cormanthor was
invaded by demons, it was his master, the
sorceress Themis Starcall and the rangers under
her charge that came to their aid. The young elf
pledged to follow the band, and has since honed
his skill with the bow so he might be of service to
her in her crusade to wipe out the remnants of
demons and the undead that still befoul the forest.

He hopes that with enough training, he might one
day learn to weave starlight into arrows like his
master. Until then, he resolves to persevere in his
tasks.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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