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CHARACTER NAME

Bern
Ranger 6
CLASS & LEVEL

Outlander/Forest
BACKGROUND

Human
RACE

Medium
SIZE

NG
ALIGNMENT

/ 23000
EXPERIENCE POINTS

STRENGTH

+2
14

DEXTERITY

+3
16

CONSTITUTION

+3
16

INTELLIGENCE

+0
11

WISDOM

+2
14

CHARISMA

-1
9

INSPIRATION

+5 Strength
+6 Dexterity
+3 Constitution
+0 Intelligence
+2 Wisdom
-1 Charisma

SAVING THROWS

SKILLS

(13) +3 Acrobatics ( )Dex

(12) +2 Animal Han( )Wis

(10) +0 Arcana ( )Int

(9) -1 Deception ( )Cha

(10) +0 History ( )Int

(12) +2 Insight ( )Wis

(9) -1 Intimidation ( )Cha

(10) +0 Investigation( )Int

(12) +2 Medicine ( )Wis

(13) +3 Nature ( )Int

(15) +5 Perception ( )Wis

(9) -1 Performanc ( )Cha

(9) -1 Persuasion ( )Cha

(10) +0 Religion ( )Int

(13) +3 Sleight of H( )Dex

(16) +6 Stealth ( )Dex

(15) +5 Survival ( )Wis

(15) +5 Athletics ( )Str

CONDITIONS

Blinded Charmed
Deafened Frightened
Grappled Incapacitated
Invisible Paralyzed
Petrified Poisoned
Prone Restrained
Stunned Unconscious

EXHAUSTION

15
ARMOR
CLASS

+3
INITIATIVE

30
SPEED

/6d10

HIT DICE

Short rest
Long rest

REST

58
HP

+ 0

-58 58

1
SUCCESSES

FAILURES

DEATH SAVES

condense

OFFENSE 6 lb

AMMO 2 lb

condense
UTILITY 0 lb

Dagger. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 5 (1d4 + 3) piercing
damage.

Dagger (Thrown). Ranged Weapon Attack: +6 to hit, range 20/60 ft., one target. Hit: 5 (1d4 + 3)
piercing damage.

Longbow. Ranged Weapon Attack: +6 to hit, range 150/600 ft., one target. Hit: 7 (1d8 + 3)
piercing damage.

Rapier. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) piercing
damage.
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SPELLS

Wisdom

ABILITY

13

SAVE DC

+5

ATTACK

4

KNOWN
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condense

ARMOR 13 lb

condense

Studded Leather Armor. AC 15. 

CP 0 Explorer’s Pack. 

Eschew wealth

PERSONALITY TRAITS

Change is the natural order

IDEALS

Bring terrible wrath on those orcs

BONDS

Don't expect me to coddle you.

FLAWS

MODIFIERS

condense
Favored Enemy - Orc, Goblin & Giant. You have significant experience studying, tracking,
hunting, and even talking to a certain type of enemy. 
Choose a type of favored enemy: aberrations, beasts, celestials, constructs, dragons,
elementals, fey, fiends, giants, monstrosities, oozes, plants, or undead. Alternatively, you can
select two races of humanoid (such as gnolls and orcs) as favored enemies. 
You have advantage on Wisdom (Survival) checks to track your favored enemies, as well as on
Intelligence checks to recall information about them. 
When you gain this feature, you also learn one language of your choice that is spoken by your
favored enemies, if they speak one at all. 
You choose one additional favored enemy, as well as an associated language, at 6th and 14th
level. As you gain levels, your choices should reflect the types of monsters you have
encountered on your adventures.
Natural Explorer - Forest & Mountain. You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in such regions. Choose one type of
favored terrain: arctic, coast, desert, forest, grassland, mountain, or swamp. When you make
an Intelligence or Wisdom check related to your favored terrain, your proficiency bonus is
doubled if you are using a skill that you’re proficient in. 
While traveling for an hour or more in your favored terrain, you gain the following benefits: 
•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. 
You choose additional favored terrain types at 6th and 10th level
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Proficiencies. Armor: Light armor, medium
armor, shields 
Weapons: Simple weapons, martial weapons 
Tools: None
Languages. Common, Elvish, Orc 

OTHER PROFICIENCIES & LANGUAGES

0.00 value
0 lb

EQUIPMENT 54 lb

210
420

70
140 75 lb

WEIGHT

SP 0

EP 0

GP 0

PP 0

Hunting trap. 
Staff. 
Hunting trap. 

Carrying capacity
Push, Drag, or Lift

Encumbered
Heavily Encumbered

CLASS FEATURES

Fighting Style (Ranger). You adopt a particular style of fighting as your specialty. Choose one
of the following options. You can’t take a Fighting Style option more than once, even if you later
get to choose again. 
 
Archery 
You gain a +2 bonus to attack rolls you make with ranged weapons. 
 
Defense 
While you are wearing armor, you gain a +1 bonus to AC. 
 
Dueling 
When you are wielding a melee weapon in one hand and no other weapons, you gain a +2
bonus to damage rolls with that weapon. 
 
Two-Weapon Fighting 
When you engage in two-weapon fighting, you can add your ability modifier to the damage of
the second attack.
Primeval Awareness. You can use your action and expend one ranger spell slot to focus your
awareness on the region around you. For 1 minute per level of the spell slot you expend, you
can sense whether the following types of creatures are present within 1 mile of you (or within
up to 6 miles if you are in your favored terrain): aberrations, celestials, dragons, elementals,
fey, fiends, and undead. This feature doesn’t reveal the creatures’ location or number.
Extra Attack (Ranger). You can attack twice, instead of once, whenever you take the Attack
action on your turn.
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Male
GENDER AGE HEIGHT WEIGHT

EYES SKIN HAIR

APPEARANCE
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