



	Character Name: Darra Rivalan
	Class: RANGER
	Race: Wood Elf
	Age: 
	Background: Outlander
	XP: 
	Hair: 
	Height: 
	Weight: 
	Eyes: 
	Str Bonus: +1
	Str Save: +3
	Dex Bonus: +3
	Dex Save: +5
	Con Bonus: +2
	Int Save: -1
	Wis Bonus: +2
	Wis Save: +2
	Cha Bonus: +0
	Cha Save: +0
	Int Bonus: -1
	Inspiration: 
	Passive Perception: 14
	Proficiency Bonus: +2
	Level: 2
	Portrait: 
	Con Save: +2
	Acrobatics Tick: Off
	Acrobatics Score: +3
	Animal Handling Tick: Yes
	Animal Handling Score: +4
	Arcana Tick: Off
	Arcana Score: -1
	Athletics Tick: Yes
	Athletics Score: +3
	Deception Tick: Off
	Deception Score: +0
	History Tick: Off
	History Score: -1
	Insight Tick: Off
	Insight Score: +2
	Intimidation Tick: Off
	Intimidation Score: +0
	Investigation Tick: Off
	Investigation Score: -1
	Medicine Tick: Off
	Medicine Score: +2
	Nature Tick: Yes
	Nature Score: +1
	Religion Tick: Off
	Religion Score: +0
	Performance Tick: Off
	Performance Score: +0
	Sleight of Hand Tick: Off
	Sleight of Hand Score: -1
	Persuasion Tick: Off
	Persuasion Score: +3
	Stealth Tick: Yes
	Stealth Score: +5
	Survival Tick: Yes
	Survival Score: +4
	Perception Tick: Yes
	Perception Score: +4
	Front_AC: 14
	Front_Shield Bonus: 
	Front_Initiative: +3
	Front_Speed: 35 ft.
	Front_Max HP: 20
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: Longbow
	Front_Weapon Atk Bonus 1: 7
	Front_Weapon Damage 1: 1d8 +3 Piercing
	Front_Weapon Name 2: Shortsword
	Front_Weapon Atk Bonus 2: 5
	Front_Weapon Damage 2: 1d6 +3 Piercing
	Front_Weapon Atk Bonus 3: 3
	Front_Weapon Damage 3: 2 Bludgeoning
	Front_Weapon Name 3: Unarmed Strike
	Ammunition: Arrows (20)
	Other Combat Stuff: INVENTORY: Backpack, Bedroll, Mess Kit, Rations (1 day), Pan Flute, 50ft. Hempen Rope, Tinderbox, Torch, Waterskin



LANGUAGES: Common, Elvish, Goblin



GP:         SP:         CP:         
	Stuff I Can Do 01: MASK OF THE WILD |
You can attempt to hide even when you are only lightly obscured.

FAVOURED ENEMIES | BEASTS
You have advantage on Survival checks to track your favoured enemies, as well as on INT checks to recall information about them.

DARKVISION |
You can see in darkness (shades of grey) up to 60ft. 

FEY ANCESTRY |
You have advantage on saves against being charmed and magic can't put you to sleep. 

TRANCE |
You don't need to sleep, but meditate semiconciously for 4 hours a day. 
	Stuff I Can Do 02: FAVOURED TERRAIN | FOREST

Your proficiency bonus is doubled for proficient skills when you make an INT or WIS check related to it. While travelling for an hour or more in your chosen terrain, difficult terrain doesn't slow your group's travel, your group can't become lost except by magical means, you remain alert to danger even when you are engaged in another activity, you can move more stealthily at a normal pace (while alone), you find twice as much food while foraging, and while tracking creatures, you learn the exact number, sizes and how long ago they passed through the area. 
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	SpellSheet1_Duration 01: CONT | 1 Hour
	SpellSheet1_Components 01: V
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	SpellSheet1_Spell Effect 01: 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.
	SpellSheet1_Spell Name 02: Ensnaring Strike
	SpellSheet 1_Spells Level 02: 1
	SpellSheet1_Range 02: Self
	SpellSheet1_Casting Time 02: 1 Bonus Action
	SpellSheet1_Save 02: STR DC12
	SpellSheet1_Duration 02: CONC | 1 Min
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	SpellSheet1_Spell Effect 02: The next time you hit a creature with a weapon attack before this spell ends, a writhing mass of thorny vines appears at the point of impact, and the target must succeed on a Strength saving throw or be restrained by the magical vines until the spell ends. A Large or larger creature has advantage on this saving throw. If the target succeeds on the save, the vines shrivel away. While restrained by this spell, the target takes 1d6 piercing damage at the start of each of its turns. A creature restrained by the vines or one that can touch the creature can use its action to make a Strength check against your spell save DC. On a success, the target is freed.
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