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i === TOOLS ===
® _*4_ Athletics STR = Cook's Utensils, Vehicles (Land)
O _+0  Deception CHA ABILITY SAVE DC |
- P P === LANGUAGES ===

INTELLIGENCE) O L History INT Common, Orc, Sylvan

O _*L Insight wis 7% N
30 ft. (Walkin
+ 1 O _+0_ Intimidation CHA ( 9)
O _+1  Investigation INT
’@ ® +4  Medicine wis \ SPEED 7
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I wisoom ® _*4  Perception WIS , \
QO _+0  Performance CHA === ACTIONS === Slayer’s Prey

+ 1 ) Standard Actions As a bonus action, you designate one creature you
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, can see within 60 ft. and the first time each turn that
O +1 Religion INT Help, Hide, Ready, Search, Use an Object, you hit that target with a weapon attack, it takes an
g Opportunity Attack, Grapple, Shove, Improvise, extra 1d6 damage. This benefit lasts until you finish a
O _*3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object short or long rest or if you designate a different
creature.
— O _#3_ stealth DEX Hunter's Sense « 1 / Long Rest
CHARISMA +4  Survival Wis As an action, choose one creature you can see

@ within 60 ft. You immediately learn whether the
+O o) creature has any damage immunities, resistances, or
vulnerabilities and what they are if the creature is not
@] hidden from divination magic. You can use this feature
O

1 times per long rest.
=== BONUS ACTIONS ===
\N SKILLS J ACTIONS )

[ 7 N
14 PASSIVE WISDOM (PERCEPTION) Berserker Battleaxe +4 1d8+1 Slashing Martial, Versatile
Handaxe +4 1d6+1 Slashing Simple, Light, Thrown, Range (20/60)
11 PASSIVE WISDOM (INSIGHT)
Handaxe +4 1d6+1 Slashing Simple, Light, Thrown, Range (20/60)
11 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Stl’lke +4 2 Bludgeoning

SENSES L N WEAPON ATTACKS & CANTRIPS W




Blanchette "Red" De'erig

CHARACTER NAME

e — —
Ranger 5 Wresdan
CLASS & LEVEL PLAYER NAME
Variant Human Folk Hero 6,500
RACE BACKGROUND EXPERIENCE POINTS
P — —

//
=== RANGER FEATURES ===

* 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.

| Giants « PHB
Giants tower over humans and their kind. They are
humanlike in shape, though some have multiple heads
(ettins) or deformities (fomorians).

* 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
such regions.

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

| Two-Weapon Fighting « PHB
You add your ability modifier to damage for off-hand
attacks.

* Spellcasting * PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 12, Spell Attack +4).

* Ranger Archetype « PHB 92
| Monster Slayer

* 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

* Monster Slayer Magic * XGtE 43

You learn additional spells based on your level that
count as ranger spells but don't count against the
number of spells you know.

* Hunter's Sense * XGtE 43

As an action, choose one creature you can see within
60 ft. You immediately learn whether the creature has
any damage immunities, resistances, or vulnerabilities
and what they are if the creature is not hidden from
divination magic. You can use this feature 1 times per
long rest.

| 1/Long Rest ¢ 1 Action
* Slayer's Prey « XGtE 43

As a bonus action, you designate one creature you
can see within 60 ft. and the first time each turn that

you hit that target with a weapon attack, it takes an
extra 1d6 damage. This benefit lasts until you finish a
short or long rest or if you designate a different
creature.

| 1 Bonus Action
* Ability Score Improvement « PHB 92

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

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages * PHB 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * PHB 31
Two different ability scores of your choice increase by
1.

* Skills « PHB 31
You gain proficiency in one skill of your choice.

* Feat » PHB 31
You gain one feat of your choice.

=== FEATS ===

* Dual Wielder « PHB 165

You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.

N

WEIGHT CARRIED
43 |b.
ENCUMBERED

195 Ib.

PUSH/DRAG/LIFT

390 Ib.

FEATURES & TRAITS
Chain Shirt 1 20 Ib.
Handaxe 1 21b.
Handaxe 1 21b.
Berserker Battleaxe 1 4 1b.
Bag of Holding 1 15 Ib.

Hellrider Cloak

Cloak of Protection 1 --

EQUIPMENT
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* Savage Attacker « PHB 169

Once per turn when you roll damage for a melee
weapon attack, you can reroll the weapon’s damage
dice and use either total.

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT




Red's name comes in part from her vibrant RED hair. It is said that the
combination of green eyes and red hair is the devil's tool... true or not,
Red's fiery hair color is matched well by her blazing temper which, when
pushed to it's limit is akin to a bonfire... You have been warned.

CHARACTER APPEARANCE

— ———
Female 14 Medium 52" 101
GENDER AGE HEIGHT WEIGHT
Lawful Good Mielikki (Laws o Caucasion Green RED
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=== Allies === 7\ N

The Huntsman. My Father. A Hell Rider and long
ranger of the dark places. He teaches me how to
protect people and fight, and long range, but he
won't take me on the long ranges yet.

Brother Grimm. A Famous Hellrider and friend of
my father. He said if something ever happened to
both he and Mom, to find either the Hellriders or

Brother Grimm. He's a great warrior and will help.

Father Grimm. He's blind but very very kind. | will
help him with the many children he takes care of.

Rapunzel, she's weird and plays with her hair
instead of making proper eye contact. But... there
is something about her that reminds me of
mother... we'll see...

The Little Prince, He's too small to be a prince!
And he's bossy! And sneaky! And he lies... non
stop! And | think he steals things! | should punch
him in the... breath Red... Breath...

Mowgli. He... he is... blessed by Malar | think... He

| judge people by their actions, not their
words.

If someone is in trouble, I'm always ready
to lend help.

PERSONALITY TRAITS
L~ ]
N ~

Respect. People deserve to be treated
with dignity and respect. (Good)
Fairness. No one should get preferential

IDEALS
L~
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| have a family, but | have no idea
where they are. One day, | hope to

see them again.

BONDS
L~

oy
[N "]
Father calls me "Little Red" not
because of my (red) hair, he says, but
because of my temper. He always says

ALLIES & ORGANIZATIONS

\\ FLAWS //

| am Blanchette De-ereg (Dee Air Egg), (I hate
that name!) My father calls me Little Red, as do
most in the village. We live 5 miles outside of
town, down by the River Chionthar. My father is a
HELLRIDER, they call him the Huntsman, and
monsters fear his Axe. He patrols the area from
the Wood of Sharp Teeth all the way through the
Fields of the Dead and all the way up to the
Trollclaw Ford. My mother went to town for the
market, that's when we heard it... the great
silence. My Father said for me to stay home, but
he pulled out the picnic basket, for "just in case."
He said if he wasn't back by morning to go west as
fast | could to Brother Grimm and tell him what
happened. My father did not return... | took the
basket as Father told me, and left....

\ CHARACTER BACKSTORY

My father has taught me about the Circle of life. On
one side is Mielikki, and on the other Malar. And they
circle around each other, always... he also taught me
that nothing about the circle is fair... and THAT is the
law of the Circle of Life....

ADDITIONAL NOTES /,




SPELLCASTING
ABILITY

SPELL SAVE DC
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=== 1st LEVEL === 4 Slots OO00
O Hunter's Mark <C> Ranger -- 1BA 90 ft. \% Concentration, upto Lhour  PHB 251 D: 1h,V
O BeastBond <C> Ranger - 1A Touch V,S,M  concenrration, up o 10 minutes EE 150 D: 10m, V/SIM
O Cure Wounds Ranger - 1A Touch V,S Instantaneous  PHB 230 VIS
QO Protection from Evil and Good <C> Ranger - 1A Touch V,S,M  concentation, upto 10minutes - PHB 270 D: 10m, V/ISIM
===2nd LEVEL === 2 Slots OO
O Zone of Truth Ranger CHA 12 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
SPELLS
3\ P2
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