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Shields

Undercommon

Tool Proficiencies: Flute
Weapon Proficiencies: Martial; Simple

Armor Proficiencies: Light; Medium;

Language Proficiencies: Common;
Draconic; Elvish; Sylvan;

OTHER PROFICIENCIES & LANGUAGES

Arrow (20); Leather
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Rations (1 day) (10);
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FEATURES & TRAITS

Archery Fighting Style. You gain a +2 bonus to attack rolls you make with ranged weapons.

Favored Enemy. You have advantage on survival checks to track fey creatures and on INT checks to recall
info about them.

Fey Ancestry. Advantage on charmed saves and immune to sleep magic.

Mask of the Wild. You can try to hide when lightly obscured by foliage, heavy rain, falling snow, mist, and
other natural phenomena.

Natural Explorer. Your favored terrain type is forest. Related to the terrain type: 2X proficiency bonus for
INT and WIS checks for which you are proficient, difficult terrain doesn't slow your group, always alert for
danger, can move stealthily alone at normal pace, 2x food when foraging, while tracking learn exact
number, size, and when they passed through.

Trance. Trance 4 hrs. instead of sleep 8.

Wanderer. You have an excellent memory for maps and geography, and you can always recall the general
layout of terrain, settlements, and other features around you. in addition, you can find food and fresh water
for yourself and up to five other people each day, provided that the land offers berries, small game, water,
and so forth.

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.

Ranger's Companion. Choose a beast that is no larger than Medium and that has a challenge rating of 1/4
or lower. Add your proficiency bonus to the beast’s AC, attack rolls, and damage rolls, as well as to any
saving throws and skills it is proficient in. Its hit point maximum equals its normal maximum or four times
your ranger level, whichever is higher.

- The beast obeys your commands as best as it can. It takes its turn on your initiative, though it doesn’t
take an action unless you command it to. On your turn, you can verbally command the beast where to
move (no action required by you). You can use your action to verbally command it to take the Attack, Dash,
Disengage, Dodge, or Help action. Once you have the Extra Attack feature, you can make one attack
yourself and you can command the beast to take an Attack action.

- While traveling through your favored terrain with only the beast, you can move stealthily at a normal
pace. If the beast dies, you can obtain another one by spending 8 hours magically bonding with another
beast that isn’t hostile to you, either the same type of beast as before or a different one.

- Like any creature, the beast can spend Hit Dice during a short rest. If you are incapacitated or absent,
the beast acts on its own, focusing on protecting you and itself. It never requires your command to use its
reaction, such as when making an opportunity attack. If you don't issue a command, the beast takes the
Dodge action.
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Archery Fighting Style. You gain a +2 bonus to attack rolls you make with ranged weapons.

Favored Enemy. You have advantage on survival checks to track fey creatures and on INT checks to recall info about them.

Fey Ancestry. Advantage on charmed saves and immune to sleep magic.

Mask of the Wild. You can try to hide when lightly obscured by foliage, heavy rain, falling snow, mist, and other natural phenomena.

Natural Explorer. Your favored terrain type is forest. Related to the terrain type: 2X proficiency bonus for INT and WIS checks for which you are proficient, difficult terrain doesn't slow your group, always alert for danger, can move stealthily alone at normal pace, 2x food when foraging, while tracking learn exact number, size, and when they passed through.

Trance. Trance 4 hrs. instead of sleep 8.

Wanderer. You have an excellent memory for maps and geography, and you can always recall the general layout of terrain, settlements, and other features around you. in addition, you can find food and fresh water for yourself and up to five other people each day, provided that the land offers berries, small game, water, and so forth.

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.

Ranger's Companion.  Choose a beast that is no larger than Medium and that has a challenge rating of 1/4 or lower. Add your proficiency bonus to the beast’s AC, attack rolls, and damage rolls, as well as to any saving throws and skills it is proficient in. Its hit point maximum equals its normal maximum or four times your ranger level, whichever is higher.

 - The beast obeys your commands as best as it can. It takes its turn on your initiative, though it doesn’t take an action unless you command it to. On your turn, you can verbally command the beast where to move (no action required by you). You can use your action to verbally command it to take the Attack, Dash, Disengage, Dodge, or Help action. Once you have the Extra Attack feature, you can make one attack yourself and you can command the beast to take an Attack action.

 - While traveling through your favored terrain with only the beast, you can move stealthily at a normal pace. If the beast dies, you can obtain another one by spending 8 hours magically bonding with another beast that isn’t hostile to you, either the same type of beast as before or a different one.

 - Like any creature, the beast can spend Hit Dice during a short rest. If you are incapacitated or absent, the beast acts on its own, focusing on protecting you and itself. It never requires your command to use its reaction, such as when making an opportunity attack. If you don't issue a command, the beast takes the Dodge action.


