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PASSIVE WISDOM (PERCEPTION)
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Armor: Light, Medium, Shields
Weapons: All
Tools: Wooden Flute

Languages: Common, Elvish,
Halfling, Sylvan

OTHER PROFICIENCIES & LANGUAGES

~Studded Leather Armor
~Longbow + Spare String

~Explorer's Pack

~Quiver w/ Arrows (40)

~Hunting trap
~Clothing
~Belt Pouch

~Bracers of Archery
~Handy Haversack

~Potion of Healing

~Potion of Climbing
~Spare 50ft of Hemp Rope

~Climbing Spikes

EQUIPMENT

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: Archery (+2 to ATK Rolls)

-Primeval Awareness: Can communicate with
beasts and determine favored enemy locations
(see rules)

Favored Enemies: Humanoids (+2 DMG) +
advantage to track them

FEATURES & TRAITS
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Venril Dusktracker

CHARACTER NAME

46 6ft 185Ibs

AGE HEIGHT WEIGHT

Blue Fair Dark Brown
EYES SKIN HAIR

CHARACTER APPEARANCE

~On Retainer to Halcyon Kingdom
as a Bounty Tracker, Scout and
Hunter... begrudgingly

~Volunteered for Halcyon
Expedition to fill the position of
one of its official Explorers and
Scouts. Intends to stay
permanently.

~He maintains a close bond with a
Sylvan spirit that takes the form of
a Crag Cat (use Panther stat
block). They have saved each
other countless times. The spirit is
named Aine.

ALLIES & ORGANIZATIONS

Venril was born to a Human father and an Elven
mother. His mother belonged to a particularly
cloistered and xenophobic clan of Elves. The
child was thus forbidden from entering the spires
of the clan. His mother was forced to disown him
and he was left with his father; a scout and
soldier in the Halcyon army.

Venril's father taught him the basics of
wilderness survival, but was a man of too much
drink and was ashamed of his half-breed child.
Eventually abandoning him shortly before he
died in battle. Venril was left in the Crags near
the edge if the Great Drop. He spent nearly four
decades living in the badlands and forests of the
wasteland.

He became an expert tracker and wilderness
survivalist. He happened upon a wounded Crag
Cat who was being prodded to death by cruel
Humans. He killed the Humans and freed the
cat. He discovered that this cat was a Sylvan
spirit who had fled his own realm and bound
itself to a dying Crag Cat. They developed a
bond and traveled together for many years.

Venril's Half-Elven heritage extends his lifespan
to beyond that of a Human. At the age of 46 he
appears and feels like a human in his mid to late
20's. This has led him to avoid companionship
with Humans and he holds a resentment
towards Elves for robbing him of his mother.

Venril began taking work as an Auxiliary to
Halcyon army a decade ago. He fell outside the
chain of command and worked for a fee
scouting, tracking people down and guiding
contingents through dangerous parts of the
wastelands. He heard of the Expedition from a
soldier and left to sign up as soon as he could.
He hoped to find a true home in the new world
as he explores it.

CHARACTER BACKSTORY )

Beastmaster (Unearthed Arcana):

-Summon Animal Companion with 8 Hours work (See Rules)
-Companion's Bond (See Rules)

-Use Panther stat block for Crag Cat

See Unearthed Arcana Ranger PDF:
https://media.wizards.com/2016/dnd/downloads/UA_RevisedRanger.pdf

See Panther Stat Block for Animal Companion:
https://roll20.net/compendium/dnd5e/Panther#content

See DM for questions about Rangers in this campaign.

ADDITIONAL FEATURES & TRAITS

~Handy Haversack:
~Bracers of Archery: +2 Damage w/ Longbow/Shortbow

TREASURE
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	ClassLevel: Ranger 3
	Background: Outlander
	PlayerName: 
	CharacterName: Venril Dusktracker
	Race : Half-Elf
	Alignment: CG
	XP: 
	Inspiration: 
	STR: +1
	ProfBonus: +2
	AC: 15
	Initiative: +3
	Speed: 30
	PersonalityTraits : Standoffish; Prefers solitude or the company of animals/nature; Feels like an outcast; Tries to be cordial and helpful.
	STRmod: 12
	HPMax: 30
	ST Strength: +3
	DEX: +3
	HPCurrent: 30
	Ideals: I yearn to someday find a place where I truly belong or fit in; I love the thrill of the hunt.
	DEXmod : 16
	HPTemp: 
	Bonds: My animal companion is precious to me; If someone earns my loyalty it is forever.
	CON: +2
	HDTotal: 3d10
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 14
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 3d10
	Flaws: I am ignorant to the nuances of polite culture; I am suspicious of strangers and suspect the worst of them; slow to trust
	INT: 0
	ST Dexterity: +5
	ST Constitution: +2
	ST Intelligence: 0
	ST Wisdom: +2
	ST Charisma: 0
	Acrobatics: +5
	Animal: +2
	Athletics: +1
	Deception : 0
	History : 0
	Insight: +2
	Intimidation: 0
	Check Box 11: Yes
	Check Box 18: Yes
	Check Box 19: Off
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Longbow
	Wpn1 AtkBonus: +7
	Wpn1 Damage: 1d8+5 P
	INTmod: 10
	Wpn Name 2: Scimitar
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d6+3 S
	Investigation : 0
	WIS: +2
	Wpn Name 3: SSword
	Wpn3 AtkBonus  : +5
	Arcana: 0
	Wpn3 Damage : 1d6 P
	Perception : +4
	WISmod: 14
	CHA: 0
	Nature: +2
	Performance: 0
	Medicine: +2
	Religion: 0
	Stealth : +5
	Check Box 23: Yes
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Yes
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Yes
	Check Box 40: Yes
	Persuasion: 0
	SleightofHand: +3
	CHamod: 10
	Survival: +4
	AttacksSpellcasting: 
	Passive: 14
	CP: 15
	ProficienciesLang: Armor: Light, Medium, Shields

Weapons: All

Tools: Wooden Flute

Languages: Common, Elvish, Halfling, Sylvan
	SP: 15
	EP: 
	GP: 10
	PP: 
	Equipment: ~Studded Leather Armor
~Longbow + Spare String
~Explorer's Pack
~Quiver w/ Arrows (40)
~Hunting trap
~Clothing
~Belt Pouch
~Bracers of Archery
~Handy Haversack
~Potion of Healing
~Potion of Climbing
~Spare 50ft of Hemp Rope
~Climbing Spikes
	Features and Traits: Half-Elf:
  -Darkvision (60ft)
  -Immune to magical sleep, advantage on saves vs charm
  -Can hide while slightly obscured by natural phomena

Outlander:
  -You always remember the layout of a region's geographical features; Can usually find food/water for 6.

Ranger:
  -Natural Explorer:
    -Ignore difficult terrain
    -Advantage on Initiative roll
    -On your first turn of combat, you have advantage on attack rolls against creatures that have not yet acted.
    -When traveling an hour or more:
      -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: Archery (+2 to ATK Rolls)
  -Primeval Awareness: Can communicate with beasts and determine favored enemy locations (see rules)

Favored Enemies: Humanoids (+2 DMG) + advantage to track them
	CharacterName 2: Venril Dusktracker
	Age: 46
	Height: 6ft
	Weight: 185lbs
	Eyes: Blue
	Skin: Fair
	Hair: Dark Brown
	Faction Symbol Image: 
	Allies: ~On Retainer to Halcyon Kingdom as a Bounty Tracker, Scout and Hunter... begrudgingly

~Volunteered for Halcyon Expedition to fill the position of one of its official Explorers and Scouts. Intends to stay permanently.

~He maintains a close bond with a Sylvan spirit that takes the form of a Crag Cat (use Panther stat block). They have saved each other countless times. The spirit is named Aine.
	FactionName: 
	Backstory: Venril was born to a Human father and an Elven mother. His mother belonged to a particularly cloistered and xenophobic clan of Elves. The child was thus forbidden from entering the spires of the clan. His mother was forced to disown him and he was left with his father; a scout and soldier in the Halcyon army.

Venril's father taught him the basics of wilderness survival, but was a man of too much drink and was ashamed of his half-breed child. Eventually abandoning him shortly before he died in battle. Venril was left in the Crags near the edge if the Great Drop. He spent nearly four decades living in the badlands and forests of the wasteland.

He became an expert tracker and wilderness survivalist. He happened upon a wounded Crag Cat who was being prodded to death by cruel Humans. He killed the Humans and freed the cat. He discovered that this cat was a Sylvan spirit who had fled his own realm and bound itself to a dying Crag Cat. They developed a bond and traveled together for many years.

Venril's Half-Elven heritage extends his lifespan to beyond that of a Human. At the age of 46 he appears and feels like a human in his mid to late 20's. This has led him to avoid companionship with Humans and he holds a resentment towards Elves for robbing him of his mother.

Venril began taking work as an Auxiliary to Halcyon army a decade ago. He fell outside the chain of command and worked for a fee scouting, tracking people down and guiding contingents through dangerous parts of the wastelands. He heard of the Expedition from a soldier and left to sign up as soon as he could. He hoped to find a true home in the new world as he explores it.
	Feat+Traits: Beastmaster (Unearthed Arcana):

-Summon Animal Companion with 8 Hours work (See Rules)
-Companion's Bond (See Rules)
-Use Panther stat block for Crag Cat

See Unearthed Arcana Ranger PDF: https://media.wizards.com/2016/dnd/downloads/UA_RevisedRanger.pdf

See Panther Stat Block for Animal Companion:

https://roll20.net/compendium/dnd5e/Panther#content

See DM for questions about Rangers in this campaign.
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