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ADVENTURING MOTIVATION

| was blamed for the ill fate
that befell my home. Maybe by
adventuring, | can make things
right.

(Tribe burned by dragonfire, |
was the lone survivor.)
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(] BACKSTORY [

Homeland

NOMADIC HERITAGE: Adv checks/saves to resist weather effects. After
short rest, can remove one level of exhaustion, 1x until long rest
completed. Insight instead of Survival.

RUSTIC BACKGROUND: Acrobatics & Investigation.

ALLIES & ORGANIZATIONS

ADDITIONAL FEATURES & TRAITS

HUNTER

KILLER INSTINCT: Bonus Action: choose creature within 60' that PC can see, immediately learn creature's immunities,
resistances, vulnerabilities or if it has none. Doesn't work if creature is concealed by nondetection or similar. Can use PB
times/day.

RELENTLESS PURSUIT: When PC hits creature with weapon attack, deal extra damage if target is below its HP max. Amount
is equal to current Mystic Mark amount. Only once/turn.

*HSPELLS**

PROTECTION FROM EVIL & GOOD (HUNTER)

BURNING HANDS

1st-Circle Arcane and Primordial (Evocation)

Casting Time: 1 action; Range: Self (15-foot cone); Components: V, S; Duration: Instant

A thin sheet of flames shoots forth from your outstretched fingertips. Each creature in a 15-foot cone must make a DEX save. A
creature takes 3d6 fire damage on a failed save, or half as much damage on a successful one. The fire ignites any flammable
objects in the area that aren’t being worn or carried. At Higher Circles. When you cast this spell using a spell slot of 2nd circle
or higher, the extra damage increases by 1d6 for each circle above 1st.

CURE WOUNDS

1st-Circle Divine and Primordial (Necromancy)

Casting Time: 1 action; Range: Touch; Components: V, S; Duration: Instant

A creature you touch regains a number of hit points equal to 1d8 + your spellcasting ability modifier. This spell has no effect on
Constructs or Undead. At Higher Circles. When you cast this spell using a spell slot of 2nd circle or higher, the healing
increases by 1d8 for each slot above 1st.
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	Name: Emmert
	Class & Level: Ranger 3
	Subclass: Hunter
	XP: 
	Lineage: Human
	Heritage: Nomadic
	Background: Rustic
	Player: 
	DexSave: Yes
	ConSave: Off
	IntSave: Off
	WisSave: Off
	ChaSave: Off
	StrValue: 12
	ConValue: 12
	IntValue: 9
	WisValue: 16
	ChaValue: 9
	StrSave: Yes
	StrSaveValue: +3
	DexSaveValue: +5
	ConSaveValue: +1
	IntSaveValue: -1
	WisSaveValue: +3
	ChaSaveValue: -1
	StrMod: +1
	DexMod: +3
	ConMod: +1
	IntMod: -1
	WisMod: +3
	ChaMod: -1
	DexValue: 16
	Speed1: 30
	Speed2: 
	Speed3: 
	Initiative: +5
	Proficiency: +2
	PassiveINS: 15
	PassiveINV: 11
	PassivePER: 15
	Luck1: Off
	Luck2: Off
	Luck3: Off
	Luck4: Off
	Luck5: Off
	MaxHP: 25
	CurrentHP: 
	TempHP: 
	HDType: d10
	HDUsed: 
	HDMax: 
	ATKName1: Shortsword (2)
	ATKName4: 
	ATKName5: 
	ATKName2: Longbow
	ATKName3: 
	Bonus1: +5
	Bonus2: 
	Bonus3: 
	Bonus4: 
	Bonus5: 
	DMG2: 1d8 Piercing
	DMG3: 
	DMG4: 
	DMG5: 
	DMG1: 1d6/Piercing
	RAN/PRO1: Finesse Light
	RAN/PRO2: Ammo (150/600), Hvy, 2-Hand
	RAN/PRO5: 
	WeaponOptions1: Disarm
	WeaponOptions2: Pinning Shot
	WeaponOptions3: 
	WeaponOptions4: 
	WeaponOptions5: 
	Check Box12: Off
	Check Box13: Off
	Check Box14: Off
	Check Box15: Off
	Check Box16: Off
	Check Box17: Off
	AcroProf: Yes
	AnHaProf: Off
	ArcProf: Off
	AthProf: Yes
	DecProf: Off
	HisProf: Off
	InProf: Yes
	IntProf: Off
	InvProf: Yes
	MedProf: Off
	NatProf: Off
	SoHProf: Off
	SurProf: Yes
	ACRO: 
	ANHA: 
	ARC: 
	ATH: 
	DEC: 
	HIS: 
	INS: 
	INT: 
	INV: 
	MED: 
	NAT: 
	PER: 
	PERF: 
	PERS: 
	REL: 
	SOH: 
	STE: 
	SUR: 
	ACSH: 
	ACNS: 17
	Armor1: Scale Mail
	Armor2: 
	Armor3: 
	BAC1: 14
	BAC2: 
	BAC3: 
	ACProp1: Noisy (but armor training)
	ACProp2: 
	ACProp3: 
	Conditions: 
	EX1: Off
	EX2: Off
	EX3: Off
	EX4: Off
	EX5: Off
	EX6: Off
	Prof: 
	,Lang: 
	,Tal: Armor: 
Light, Medium, & Shields
Weapons: 
Simple & Martial
Languages: Common, Draconic
PHYSICAL FORTITUDE 
1x/turn, expend a HD to re-roll a failed STR or CON save. Must take new Result. When start turn blinded, deafened, restrained or poisoned, gain 1 luck. Advantage on checks/saves to avoid being knocked prone, pulled, or pushed.
ARMOR TRAINING (Human)
Proficient Heavy. Roll normal on Stealth in armor that causes disadv. on Stealth. Up to +3 AC for Dex.


	Treasure & Equipment: Dungeoneer's Pack
20 Arrows
Backpack, bedroll, warm blanked, 3 candles, traveler's clothes
	Platinum: 
	Gold: 
	Silver: 20
	Copper: 
	Features: EXPLORER: Climb speed = movement.
Advantage on checks to track a creature.
Speed isn't halved when moving through magic/nonmagic difficult terrain, but suffer other penalties caused by moving through difficult terrain as normal.
MYSTIC MARK: Can mark creature PC hit with attack roll as  fave quarry. It remains marked for 1 minute, until this this is used to mark a different creature, or until you PC incapacitated. Use PB times/Day; +d4 dmg.
MARTIAL ACTION: Aim. Can take bonus action on each of your turns in combat to perform weapon option or one martial actions granted by this feature. Requires Wielding Ranged or Thrown Weapon. As bonus action, take time to increase effectiveness of next ranged weapon attack. Select one target you can see. If you make a ranged weapon attack vs. that target before end of your turn, double your PB for first attack roll.
SPELLCASTING: At 2nd level, you enhance martial prowess with ability to cast Primordial spells. 2 Known, 2 1st Circle Spell Uses/Day.

	Homeland: 
	Backstory: 
NOMADIC HERITAGE: Adv checks/saves to resist weather effects. After short rest, can remove one level of exhaustion, 1x until long rest completed. Insight instead of Survival. 
RUSTIC BACKGROUND: Acrobatics & Investigation. 
	CharacterName2: 
	Appearance: 
	Allies & Orgs: 
	Age: 22
	Height: 5' 8"
	Weight: 150
	Eyes: 
	Skin: 
	Hair: 
	Motivation: I was blamed for the ill fate that befell my home. Maybe by adventuring, I can make things right.

(Tribe burned by dragonfire, I was the lone survivor.)
	Additional Features & Traits: HUNTER
KILLER INSTINCT: Bonus Action: choose creature within 60' that PC can see, immediately learn creature's immunities, resistances, vulnerabilities or if it has none. Doesn't work if creature is concealed by nondetection or similar. Can use PB times/day.
RELENTLESS PURSUIT: When PC hits creature with weapon attack, deal extra damage if target is below its HP max. Amount is equal to current Mystic Mark amount. Only once/turn.
***SPELLS***
PROTECTION FROM EVIL & GOOD (HUNTER)
BURNING HANDS
1st-Circle Arcane and Primordial (Evocation)
Casting Time: 1 action; Range: Self (15-foot cone); Components: V, S; Duration: Instant
A thin sheet of flames shoots forth from your outstretched fingertips. Each creature in a 15-foot cone must make a DEX save. A creature takes 3d6 fire damage on a failed save, or half as much damage on a successful one. The fire ignites any flammable objects in the area that aren’t being worn or carried. At Higher Circles. When you cast this spell using a spell slot of 2nd circle or higher, the extra damage increases by 1d6 for each circle above 1st.
CURE WOUNDS
1st-Circle Divine and Primordial (Necromancy)
Casting Time: 1 action; Range: Touch; Components: V, S; Duration: Instant
A creature you touch regains a number of hit points equal to 1d8 + your spellcasting ability modifier. This spell has no effect on Constructs or Undead. At Higher Circles. When you cast this spell using a spell slot of 2nd circle or higher, the healing increases by 1d8 for each slot above 1st.
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