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+1 Arcana
INTELLIGENCE +4  Athletics
+1 -1 Deception
_+1_ History
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-1 Intimidation
WISDOM +1_ Investigation
2 +2_ Medicine
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Sleight of Hand
Stealth

Survival
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L Favored Enemy. Beasts. You have
shortsword +4 1d6 + 2 plercing advantage on Wisdom (Survival) checks to
o track your favored enemies, as well as on
longbow +7 1d8 + 3 piercing Intelligence checks to recall information

Spell Save DC: 12
Spell Attack Modifier: +4
Spell Slots: 1st-level (2)

ATTACKS & SPELLCASTING
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PASSIVE WISDOM (PERCEPTION)

leather armor
2 shortswords

Common, Goblin

light armor, medium armor,
shields

simple weapons, martial
weapons

OTHER PROFICIENCIES & LANGUAGES

longbow and 20 arrows
a backpack

a bedroll

a mess kit

a tinderbox

10 torches

10 days of rations

a waterskin

50 feet of hempen rope
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about them.

Natural Explorer. Underdark. You are
particularly familiar with one type of natural
environment and are adept at traveling and
surviving in such regions. 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.

Fighting Style. At 2nd level, you adopt a
particular style of fighting as your specialty.
Archery. You gain a +2 bonus to attack rolls
you make with ranged weapons.

FEATURES & TRAITS
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

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 in dim light. You discern colors in that darkness
only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end
the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and
the creature's size is larger than yours, you can cause the attack or spell to deal
extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus,
regaining all expended uses when you finish a long rest, and you can use it no
more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action
on each of your turns.

ADDITIONAL FEATURES & TRAITS

TREASURE
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“ Wizard
Range Touch Bard
. Cleric
Duration Instant
Druid |
Casting Time 1 action  Sorcerer
Warlock

’ 8 i} Ranger |
) Paladin

Up to ten berries appear in your hand and
are infused with magic for the duration. A
creature can use its action to eat one berry.
Eating a berry restores 1 hit point, and the
berry provides enough nourishment to
sustain a creature for one day.

The berries lose their potency if they have
not been consumed within 24 hours of the
casting of this spell.
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"2 HUNTER'S MARK ~ Lv 1

Wizard
Range 90 ft Bard
. Cleric

Dur 1 hour
uration Q S
Casting Time Bonus Sorcerer
Warlock

")) Paladlin

Used to cost 0 mana

You choose a creature you can see within range and
mystically mark it as your quarry. Until the spell ends, you
deal an extra 1d6 damage to the target whenever you hit it
with a weapon attack, and you have advantage on any
Wisdom (Perception) or Wisdom (Survival) check you
make to find it. If the target drops to 0 hit points before
this spell ends, you can use a bonus action on a subsequent
turn of yours to mark a new creature.

At Higher Levels. When you cast this spell using a spell
slot of 3rd or 4th level, you can maintain your
concentration on the spell for up to 8 hours. When you use
a spell slot of 5th level or higher, you can maintain your
concentration on the spell for up to 24 hours.
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