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SKILLS

  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)

  Deception (Cha)

  History ( Int)

  Insight ( Wis)

  Intimidation (Cha)

  Investigation ( Int)

  Medicine ( Wis)

  Nature ( Int)

  Perception ( Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion ( Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival ( Wis)

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma
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RACE

SIZE DESCRIPTION PLAYER

LEVEL & CLASS BACKGROUND

Pre-generated character sheet prepared by joe.nittoly.ca

1 You can fire a longbow 150 ft., or up to 600 ft. 
with disadvantage on the attack roll.

2 You can wield both of your shortswords, one in 
each hand. When you do so, you can use a bonus 
action to make an extra attack, but on a hit, 
the damage roll for the extra attack does not 
include your ability modifier.

3 Your Spellcasting ability is Wisdom. When casting 
a spell that requires your target to make a 
saving throw, your Spell Save DC is 12.

Prepared Spells. You can cast Cure Wounds, 
Hail of Thorns, and speak with animals.

Darkvision. You have superior vision in dark and dim 
conditions. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it 
were dim light. you can’t discern colour in darkness, 
only shades of gray.

Fey Ancestry. You have advantage on saving throws 
against being charmed, and magic can’t put you to sleep.

Favoured Enemy. You gain a +2 bonus to weapon attack 
damage against beasts. Plus, you have advantage on 
Wisdom (Survival) checks to track beasts, as well as 
on Intelligence checks to recall information about them.

Natural Explorer. You are a master of navigating the 
natural world, gaining the following benefits: 

• You ignore difficult terrain

• You have advantage on initiative rolls

• On your first turn in combat, you have advantage on 
attack rolls against creatures that have not yet acted.

• Your group can’t become lost in the wilderness, 
except by magical means. 

• If you are traveling alone, you can move stealthily 
at your normal speed.

Fighting Style: Archery. You gain a +2 bonus to attack 
rolls made with ranged weapons (already noted in your 
character sheet).

Primeval Awareness. You have an innate ability to 
communicate with animals, and they recognize you as a 
kindred spirit. Additionally, by spending a minute in 
meditation, you can sense the number and direction of 
any beasts within 5 miles of you. 

Colossus Slayer. Once per turn, When you hit a 
creature with a weapon attack, you can deal an extra 
1d8 damage if it is below its hit point maximum.

Wanderer. You have an excellent memory for maps and 
geography and you can always recall the general 
layout of terain, 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.

Leather armour
shortswords (2)
longbow
arrows ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
          ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
Backpack
bedroll
mess kit
tinderbox
torches (10)
rations ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
waterskin
50 ft. rope
staff
hunting trap
hunting trophy
set of traveler’s clothes
belt pouch

Proficiencies. Light armour, medium armour, 
shields, simple weapons, martial weapons, 
Panflute.

Languages. Common, Elvish, Orcish, Sylvan, 
Dwarvish.
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LONGBOW 1 +7 1D8+3 PIERCING

SPELLCASTING 3 +5 VARIABLE

SHORTSWORD 2 +5 1D6+3 PIERCING

14 +3 30
FEET

I’m driven by the wanderlust that lead me 
away from home.

I watch over my friends as if they were a 
litter of newborn pups.

Change. Life is like the seasons, in constant 
change. and we must change with it.

An injury to the unspoiled wilderness of 
my home is an injury to me.

I am slow to trust members of other 
races, tribes and societies.

Spell Slots
(1ST) (1ST) (1ST)

10



Prepared Spells

Cure Wounds

1st-level evocation

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

A creature you touch regains 1d8+3 hit points.

This spell has no effect on undead or constructs.

Hail of Thorns

1st-level conjuration

Casting Time: 1 bonus action
Range: Self
Components: V
Duration: Concentration, up to 1 minute

The next time you hit a creature with a ranged 
weapon attack before the spell ends, this spell 
creates a rain of thorns that sprouts from your 
ranged weapon or ammunition. In addition to 
the normal effect of the attack, the target of the 
attack and each creature within 5 feet of it must 
make a Dexterity saving throw. A creature 
takes 1d10 piercing damage on a failed save, or 
half as much damage on a successful one.

Speak with Animals

1st-level divination (ritual)

Casting Time: 1 action
Range: Self
Components: V, S
Duration: 10 minutes

You gain the ability to comprehend and 
verbally communicate with beasts for the 
duration. The knowledge and awareness of 
many beasts is limited by their intelligence, but 
at minimum, beasts can give you information 
about nearby locations and monsters, including 
whatever they can perceive or have perceived 
within the past day. You might be able to 
persuade a beast to perform a small favor for 
you, at the GM’s discretion.


