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ANCESTRY BACKGROUND CLASS
Elf Scout Ranger
Heritage and Traits Size Background Notes Class Notes
Whisper EIf
ATTRIBUTES
Strength Dexterity Constitution Intelligence Wisdom Charisma
+4 OPartial Boost +2 OPartial Boost +1 OPartial Boost +3 OlPartial Boost +2 OlPartial Boost +0 O Partial Boost

DEFENSES Hl‘l‘_ POINTS
Armor Class Shield Fortitude Reflex Will Maximum Current HP Temporary HP
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. . - Skill Not
Acrobatics fLO E| 2 8 0 0 | 1l Notes None selected 1 1000
u MU' Dex Prof Item Armor M 35 feet

Arcana[ 11 |I [3-8-0|
Int  Prof Item
Athletics[ 13 |5.| 4:8:1-0]|
Str  Prof Item Armor
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Int Prof Item
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0
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0+0+0

Cha Prof Item
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Int Prof Item

Int Prof Item
2 +8+0
Wis Prof Item
2 + 8 + 0
Wis Prof Item

+0 + 0

Int Prof Item

Performance[ 0 IE [0 00|
Cha Prof Item

Religion[ 2 |E [2 00|

Wis Prof Item

3 + 8 ¢ 0

(]
Society [ 11 ] =

Stealth| 13

Int Prof Item

[2 101 - 0|
Dex Prof Item Armor

)

[oJT
Survival[ 10 ‘M
L Wis Prof Item

Thievery [ 10 |E§| 2:8:0 0]
L Dex Prof Item Armor

Wis Prof Item

Senses and Notes
Low-Light Vision

Special Movement

STRIKES
Melee Strikes
Weapon Damage o
B
+1 Striking Battle Axe G:EQ 14 10+ 1| [odg+as o3
Str Prof Item Os
’Traits and NotesSweep, Magical
Weapon Damage o
B
+1 Striking Returning @ *10+ 1| |2d6+4 S Qrp
Str Prof Item Os
]Traits and NotesAgile, Sweep, Thrown 10 ft., Magical
Weapon Damage
,, oy e —
or
Str Prof Item Os
’Traits and Notes
Ranged Strikes
Weapon Damage
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Weapon Proficiencies Critical Specializations
Unarmed Simple Martial Advanced Other
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CLASS DC REMINDERS
Proficiency Action Icons
22 Untrained +0 ¥ Single Action
Trained 2 + level P9 Two-Action Activity
Expert 4 + level ¥ Three-Action Activity
| 10-4-8-0 | Master 6 + level © Free Action
Base Key Prof Item Legendary 8 + level "D Reaction



Skill Feat

Class Feat

Bulk Light Items 10 light Bulk items = 1 Bulk

Encumbered Bulk 5 + Str

«[g IB Maximum Bulk 10 + Str

Ancestry Feat

Class Feature

Skill Feat

Class Feat

General Feat

Class Feature

Skill Feat

Boosts

Class Feat

WEALTH

Maximum Invested 10

C@sp‘G@PP‘

Gems and Artwork

Price = Bulk

ANCESTRY AND GENERAL FEATS CLASS ABILITIES INVENTORY
Ancestry and Heritage Abilities Class Feats and Features Held Items Bulk
Whisper EIf Twin Takedown
Low-Light Vision
Hunt Prey
Ancestry Feat Hunter's Edge (Flurry)
Nimble EIf
Background Skill Feat
Forager
Skill Feat Class Feat Initiate Warden
# Battle Medicine
$ General Feat Dirty Trick Class Feature Consumables Bulk
a Skill FeatFleeing Diversion Class Feat Twin Parry
a Ancestry Feat Elven Instincts Boosts Class Feature
a Skill FeatTrick Magic ltem Class Feat Skirmish Strike
a General Feat Class Feature
Skill Feat Class Feat Worn Items Invested | Bulk
+1 Shadow Scale Mail 2
Doubling Rings YES 0
a Ancestry Feat Class Feature Lifting Belt YES L
t Skill Feat Boosts | Class Feat
: General Feat Class Feature
t Skill Feat Class Feat
$Ancestry Feat Class Feature
: Skill Feat Class Feat
General Feat Boosts | Class Feature
BULK
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CHARACTER SKETCH

ORIGIN AND APPEARANCE

Ethnicity Nationality Birthplace Age Gender & Pronouns Weight
Not set Not set

Appearance

PERSONALITY

Attitude Deity or Philosophy

Not set

Edicts Anathema

Likes

Dislikes

Catchphrases
CAMPAIGN NOTES
Notes Allies

Enemies
Organizations

ACTIONS AND ACTIVITIES FREE ACTIONS AND REACTIONS
Name Actions  Traits Page #| |[Name OQ Traits Page #
Battle Medicine 1 General, Healing, Manipulate 02
Effects Trigger
Prerequisites: trained in Medicine. Requirements: You're holding or
wearing a healer's toolkit. You can patch up wounds, even in Effects
combat. Attempt a Medicine check with the same DC as for Treat
\A/niinde and ractnra tha ~rarraennndina amniint nf HD: thic Anacn't
Name Actions  Traits Page #| |Name O@ Traits Page #
Dirty Trick 1 Attack, General, Manipulate, . 02
Effects Trigger
Prerequisites: trained in Thievery. Requirements: You have a hand
free and are within melee reach of an opponent. You hook a foe's Effects
bootlaces together, pull their hat over their eyes, loosen their belt, or
ntherwice canfoiind their mahilitv thratinh an 1inderhanded tactiec
Name Actions  Traits Page #| |Name o® Traits Page #
Hunt Prey 1 Concentrate, Ranger o2
Effects Trigger
You designate a single creature as your prey and focus your attacks
against that creature. You must be able to see or hear the prey, or Effects
you must be tracking the prey during exploration. You gain a +2
rirctimetancra hnaniie tn Darcantinn chanle wthan vinnt Caalz vinnir nranvy
Name Actions  Traits Page #| |[Name OQ Traits Page #
Skirmish Strike 1 Flourish 02
Effects Trigger
Your feet and weapon move in tandem. Either Step and then Strike,
or Strike and then Step. Effects




MAGICAL TRADITION SPELL SLOTS

Art.:ane OFC.U": QOPrepared Caster Spells per Daym Ej Ej Ej Ej Ej Ej Ej Ej Ej

OSpontaneous Caster
Primal \J[J Divine SpellRank 1

SPELL STATISTICS Spells Remaining

SpeII Attack Spell DC
SPELLS
M Key Prof UEL Base Key Prof Name Actions  Rank Prep| |Name Actions  Rank Prep
CANTRIPS

Cantrips per Day E:] Cantrip Rank

1/2 your level rounded up

Name Actions Prep

FoOCUsS SPELLS

Focus Points 0) (OO Focus Spell Rank | 3

1/2 your level rounded up

Focus Pool Equals the number of focus spells you have (maximum 3).
Refocus Spend 10 minutes to regain 1 Focus Point.

Name Actions
Gravity Weapon 1

INNATE SPELLS
Name Actions = Freq

RITUALS

Name Rank ' Cost| |Name Rank ' Cost
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	Character Name: Galdiator Terbul
	Player Name: 
	Ancestry: Elf
	Background: Scout
	Class: Ranger
	Heritage and Traits: Whisper Elf
	Size: 
	Background Notes: 
	Class Notes: 
	Hardness Max HP: 
	Temporary HP: 
	Current HP: 
	B: Off
	P: Off
	S: Off
	B_2: Off
	P_2: Off
	S_2: Off
	B_3: Off
	P_3: Off
	S_3: Off
	B_4: Off
	P_4: Off
	S_4: Off
	B_5: Off
	P_5: Off
	S_5: Off
	Attitude: 
	Deity or Philosophy: Not set
	Edicts: 
	Anathema: 
	Likes: 
	Dislikes: 
	Catchphrases: 
	Notes: 
	Allies: 
	Enemies: 
	Organizations: 
	freeac: Off
	reactio: Off
	freeac_2: Off
	reactio_2: Off
	freeac_3: Off
	reactio_3: Off
	freeac_4: Off
	reactio_4: Off
	Magical Tradition: Off
	DEXTERITY: 2
	AC: 24
	SHIELD: 
	HP: 
	MAX HP: 
	LIGHT TRAINED: Yes
	LIGHT EXPERT: Off
	LIGHT MASTER: Off
	MEDIUM TRAINED: Yes
	MEDIUM EXPERT: Off
	MEDIUM MASTER: Off
	MEDIUM LEGENDARY: Off
	HEAVY TRAINED: Off
	HEAVY EXPERT: Off
	HEAVY MASTER: Off
	FORTITUDE: 11
	REFLEX: 12
	FORTITUDE TRAINED: Off
	FORTITUDE EXPERT: Yes
	FORTITUDE MASTER: Off
	REFLEX EXPERT: Yes
	REFLEX MASTER: Off
	WILL TRAINED: Off
	WILL EXPERT: Yes
	WILL MASTER: Off
	WILL LEGENDARY: Off
	PROFICIENCY: 10
	CONSTITUTION: 1
	WISDOM: 2
	PROFICIENCY3: 10
	WILL: 12
	WOUNDED: 
	RESISTANCE AND IMMUNITIES: 
	CONDITIONS: 
	UNARMORED TRAINED: Yes
	UNARMORED LEGENDARY: Off
	UNARMORED EXPERT: Off
	UNARMORED MASTER: Off
	ACROBATICS: 10
	ACROBATICS TRAINED: Yes
	ACROBATICS LEGENDARY: Off
	ACROBATICS EXPERT: Off
	ACROBATICS MASTER: Off
	ARCANA TRAINED: Yes
	ARCANA EXPERT: Off
	ARCANA MASTER: Off
	ARCANA: 11
	ATHLETICS: 13
	CRAFTING: 3
	DECEPTION: 10
	DIPLOMACY: 0
	INTIMIDATION: 0
	LORE1: 11
	LORE2: 
	MEDICINE: 10
	NATURE: 10
	OCCULTISM: 3
	PERFORMANCE: 0
	RELIGION: 2
	SOCIETY: 11
	STEALTH: 13
	SURVIVAL: 10
	PROFICIENCY2: 10
	ITEM2: 0
	ATHELETICS TRAINED: Yes
	ATHELETICS EXPERT: Off
	CRAFTING TRAINED: Off
	CRAFTING EXPERT: Off
	ATHELETICS MASTER: Off
	ATHELETICS LEGENDARY: Off
	DECEPTION TRAINED: Off
	DECEPTION EXPERT: Yes
	DECEPTION MASTER: Off
	DECEPTION LEGENDARY: Off
	DIPLOMACY TRAINED: Off
	DIPLOMACY EXPERT: Off
	DIPLOMACY MASTER: Off
	DIPLOMACY LEGENDARY: Off
	INTIMIDATION TRAINED: Off
	INTIMIDATION EXPERT: Off
	INTIMIDATION MASTER: Off
	INTIMIDATION LEGENDARY: Off
	LORE1 TRAINED: Yes
	LORE1 EXPERT: Off
	LORE1 LEGENDARY: Off
	LORE1 MASTER: Off
	LORE2 TRAINED: Off
	LORE2 EXPERT: Off
	LORE2 MASTER: Off
	LORE2 LEGENDARY: Off
	MEDECINE TRAINED: Off
	MEDICINE EXPERT: Off
	MEDICINE MASTER: Off
	MEDICINE LEGENDARY: Off
	NATURE TRAINED: Yes
	NATURE EXPERT: Off
	NATURE MASTER: Off
	NATURE LEGENDARY: Off
	OCCULTISM TRAINED: Off
	PERFORMANCE TRAINED: Off
	OCCULTISM EXPERT: Off
	OCCULTISM MASTER: Off
	OCCULTISM LEGENDARY: Off
	RELIGION TRAINED: Off
	RELIGION EXPERT: Off
	RELIGION MASTER: Off
	RELIGION LEGENDARY: Off
	SOCIETY TRAINED: Yes
	SOCIETY EXPERT: Off
	SOCIETY MASTER: Off
	SOCIETY LEGENDARY: Off
	STEALTH TRAINED: Off
	STEALTH EXPERT: Yes
	STEALTH MASTER: Off
	STEALTH LEGENDARY: Off
	SURVIVAL TRAINED: Yes
	SURVIVAL EXPERT: Off
	SURVIVAL MASTER: Off
	SURVIVAL LEGENDARY: Off
	THIEVERY TRAINED: Yes
	THIEVERY EXPERT: Off
	THIEVERY MASTER: Off
	PERCEPTION: 12
	PERCEPTION TRAINED: Off
	PERCEPTION EXPERT: Yes
	PERCEPTION MASTER: Off
	PERCEPTION WISDOM: 2
	PERCEPTION PROFICIENCY: 10
	SPEED: 35
	CLASS DC: 22
	CLASS DC KEY: 4
	CLASS DC PROFICIENCY: 8
	UNARMED TRAINED: Off
	UNARMED EXPERT: Yes
	UNARMED MASTER: Off
	UNARMED LEGENDARY: Off
	SIMPLE WEAPONS TRAINED: Off
	SIMPLE WEAPONS EXPERT: Yes
	SIMPLE WEAPONS MASTER: Off
	SIMPLE WEAPONS LEGENDARY: Off
	MARTIAL WEAPONS TRAINED: Off
	MARTIAL WEAPONS EXPERT: Yes
	MARTIAL WEAPONS MASTER: Off
	ADVANCED WEAPON TRAINED: Off
	ADVANCED WEAPON EXPERT: Off
	ADVANCED WEAPON MASTER: Off
	ADVANCED WEAPON LEGENDARY: Off
	OTHER WEAPONS TRAINED: Off
	OTHER WEAPONS EXPERT: Off
	OTHER WEAPONS MASTER: Off
	WISDOM STAT: +2
	CHARISMA STAT: +0
	INTELLIGENCE STAT: +3
	CONSTITUTION STAT: +1
	DEXTERITY STAT: +2
	STRENGTH STAT: +4
	MAXIMUM HIT POINTS: 72
	AC CALCULATION 3 ITEM: 4
	AC CALCULATION 2 PROFICIENCY: 8
	AC CALCULATION 1 DEXTERITY: 2
	LIGHT LEGENDARY: Off
	FORTITUDE LEGENDARY: Off
	REFLEX TRAINED: Off
	REFLEX LEGENDARY: Off
	DEFENSE NOTES: 
	ACROBATICS ARMOR: 0
	ACROBATICS ITEM: 0
	ACROBATICS PROFICIENCY: 8
	ACROBATICS DEXTERITY: 2
	ARCANA INTELLIGENCE: 3
	ARCANA PROFICIENCY: 8
	ARCANA ITEM: 0
	ATHLETICS STRENGTH: 4
	ATHLETICS ARMOR: 0
	ATHLETICS PROFICIENCY: 8
	ATHLETICS ITEM: 1
	CRAFTING INTELLIGENCE: 3
	CRAFTING MASTER: Off
	CRAFTING LEGENDARY: Off
	CRAFTING PROFICIENCY: 0
	CRAFTING ITEM: 0
	DECEPTION CHARISMA: 0
	DECEPTION PROFICIENCY: 10
	DECEPTION ITEM: 0
	DIPLOMACY CHARISMA: 0
	DIPLOMACY PROFICIENCY: 0
	DIPLOMACY ITEM: 0
	INTIMIDATION CHARISMA: 0
	INTIMIDATION PROFICIENCY: 0
	INTIMIDATION ITEM: 0
	LORE CATAGORY 1: One Terrain
	LORE 1 INTELLIGENCE: 3
	LORE 1 PFOCIENCY: 8
	LORE 1 ITEM: 0
	LORE CATEGORY 2: 
	LORE CATEGORY 2 ITENLLIGENCE: 
	LORE 2 PROFICIENCY: 
	LORE 2 ITEM: 
	MEDICINE WISDOM: 2
	MEDICINE PROFICIENCY: 8
	MEDICINE ITEM: 0
	NATURE WISDOM: 2
	NATURE PROFICIENCY: 8
	NATURE ITEM: 0
	OCCULTISM INTELLIGENCE: 3
	OCCULTISM PROFICIENCY: 0
	OCCULTISM ITEM: 0
	PERFORMANCE CHARISMA: 0
	PERFORMANCE PROFICIENCY: 0
	PERFORMANCE ITEM: 0
	RELIGION WISDOM: 2
	RELIGION PROFICIENCY: 0
	RELIGION ITEM: 0
	SOCIETY INTELLIGENCE: 3
	SOCIETY PROFICIENCY: 8
	SOCIETY ITEM: 0
	STEALTH DEXTERITY: 2
	STEALTH PROFICIENCY: 10
	STEALTH ITEM: 1
	STEALTH ARMOR: 0
	SURVIVAL WISDOM: 2
	SURVIVAL PROFICIENCY: 8
	SURVIVAL ITEM: 0
	THIEVERY: 10
	THIEVERY DEXTERITY: 2
	THIEVERY PROFICIENCY: 8
	THIEVERY ITEM: 0
	THIEVERY ARMOR: 0
	THIEVERY LEGENDARY: Off
	PERCEPTION LEGENDARY: Off
	PERCEPTION ITEM: 0
	SKILL NOTES: 
	SENSES AND NOTES: Low-Light Vision 
	LANGUAGES: None selected
	SPECIAL MOVEMENT: 
	MELEE STRIKE 1: +1 Striking Battle Axe
	MELEE STRIKE 1 ATTACK BONUS: 15
	MELEE STRIKE 1 STRENGTH: 4
	MELEE STRIKE 1 PROFICIENCY: 10
	MELEE STRIKE 1 ITEM: 1
	MELEE STRIKE 1 DAMAGE: 2d8+4 S
	MELEE STRIKE 2: +1 Striking Returning Hatchet
	MELEE STRIKE 2 ATTACK BONUS: 15
	MELEE STRIKE 2 STRENGTH: 4
	MELEE STRIKE 2 PROFICIENCY: 10
	MELEE STRIKE 2 ITEM: 1
	MELEE STRIKE 2 DAMAGE: 2d6+4 S
	MELEE STRIKE 3: 
	MELEE STRIKE 3 ATTACK BONUS: 
	MELEE STRIKE 3 ITEM BONUS: 
	MELEE STRIKE 3 STRENGTH: 
	MELEE STRIKE 3 PROFICIENCY: 
	MELEE STRIKE 3 DAMAGE: 
	RANGED STRIKE 4: 
	RANGED STRIKE 4 ATTACK BONUS: 
	RANGED STRIKE 4 DEXTERITY: 
	RANGED STRIKE 4 PROFICIENCY: 
	RANGED STRIKE 4 ITEM BONUS: 
	RANGED STRIKE 4 DAMAGE: 
	RANGED STRIKE 5: 
	RANGED STRIKE 5 ATTACK BONUS: 
	RANGED STRIKE 5 DEXTERITY: 
	RANGED STRIKE 5 PROFICIENCY: 
	RANGED STRIKE 5 ITEM: 
	RANGED STRIKE 5 DAMAGE: 
	MELEE STRIKE 1 TRAITS AND NOTES: Sweep, Magical
	MELEE STRIKE 2 TRAITS AND NOTES: Agile, Sweep, Thrown 10 ft., Magical
	MELEE STRIKE 3 TRAITS AND NOTES: 
	RANGED STRIKE 4 TRAITS AND NOTES: 
	RANGED STRIKE 5 TRAITS AND NOTES: 
	UNARMED, SIMPLE, ADVANCED, OTHER: 
	CRITICAL SPECIALIZATIONS: 
	CLASS DC ITEM: 0
	MARTIAL WEAPONS LEGEANDARY: Off
	OTHER WEAPONS LEGENDARY: Off
	ANCESTRY & HERITAGE ABILITIES: Whisper Elf
	ANCESTRY FEAT: Nimble Elf
	CLASS FEATS & FEATURES: Twin Takedown
Low-Light Vision
Hunt Prey
Hunter's Edge (Flurry)
	BACKGROUND SKILL FEAT: Forager
	XP: 
	LEVEL: 6
	SKILL FEAT 5-1: Elven Instincts
	CLASS FEAT 1-1: Initiate Warden
	HELD1: 
	HELD BULK 1: 
	HELD 2: 
	HELD BULK 2: 
	HELD 3: 
	HELD BULK 3: 
	HELD 4: 
	HELD BULK 4: 
	HELD 5: 
	HELD BULK 5: 
	HELD 6: 
	HELD BULK 6: 
	HELD 7: 
	HELD BULK 7: 
	HELD 8: 
	HELD BULK 8: 
	HELD BULK 9: 
	HELD BULK 10: 
	HELD 11: 
	HELD BULK 11: 
	CONSUMABLES 2: 
	CONSUMABLES 1: 
	CONSUMABLES BULK 2: 
	CONSUMABLES 3: 
	CONSUMABLES BULK 3: 
	CONSUMABLES 4: 
	CONSUMABLES BULK 4: 
	CONSUMABLES 5: 
	CONSUMABLES BULK 5: 
	CONSUMABLES 6: 
	CONSUMABLES BULK 6: 
	CONSUMABLES 7: 
	CONSUMABLES BULK 7: 
	CONSUMABLES 8: 
	CONSUMABLES BULK 8: 
	CONSUMABLES 9: 
	CONSUMABLES BULK 9: 
	CONSUMABLES 10: 
	CONSUMABLES BULK 10: 
	CONSUMABLES 11: 
	CONSUMABLES BULK 11: 
	WORN 1: +1 Shadow Scale Mail
	WORN 2: Doubling Rings
	WORN 3: Lifting Belt
	WORN 4: 
	WORN 5: 
	WORN 6: 
	WORN 7: 
	WORN 8: 
	WORN 9: 
	WORN 10: 
	WORN 11: 
	WORN 12: 
	WORN 13: 
	WORN 14: 
	WORN 15: 
	WORN 16: 
	WORN 18: 
	WORN 19: 
	INVESTED 1: 
	INVESTED 2: YES
	INVESTED 3: YES
	INVESTED 4: 
	INVESTED 5: 
	INVESTED 6: 
	INVESTED 7: 
	INVESTED 8: 
	INVESTED 9: 
	INVESTED 10: 
	INVESTED 11: 
	INVESTED 12: 
	INVESTED 13: 
	INVESTED 14: 
	INVESTED 15: 
	INVESTED 16: 
	INVESTED 18: 
	INVESTED 19: 
	WORN BULK 1: 2
	WORN BULK 2: 0
	WORN BULK 3: L
	WORN BULK 4: 
	WORN BULK 5: 
	WORN BULK 6: 
	WORN BULK 7: 
	WORN BULK 8: 
	WORN BULK 9: 
	WORN BULK 10: 
	WORN BULK 11: 
	WORN BULK 12: 
	WORN BULK 13: 
	WORN BULK 14: 
	WORN BULK 15: 
	WORN BULK 18: 
	WORN BULK 19: 
	CONSUMABLES BULK 1: 
	BULK TOTAL: 3
	COPPER: 0
	SILVER: 0
	GOLD: 15
	PLATINUM: 0
	GEMS & ART 2: 
	PRICE 1: 
	PRICE 2: 
	PRICE 3: 
	PRICE 4: 
	ART BULK 1: 
	ART BULK 2: 
	ART BULK 3: 
	ART BULK 4: 
	GEMS & ART 1: 
	GEMS & ART 3: 
	GEMS & ART 4: 
	Appearance: 
	ETHNICITY: 
	NATIONALITY: 
	BIRTHPLACE: 
	AGE: Not set
	GENDER & PRONOUNS: Not set
	HEIGHT: 
	WEIGHT: 
	ACTION NAME 1: Battle Medicine
	TRAIT(S)1: General, Healing, Manipulate, Skill
	PAGE1: 
	EFFECTS 1-1: Prerequisites: trained in Medicine. Requirements: You're holding or wearing a healer's toolkit. You can patch up wounds, even in combat. Attempt a Medicine check with the same DC as for Treat Wounds and restore the corresponding amount of HP; this doesn't remove the wounded condition. As with Treat Wounds, you can attempt checks against higher DCs if you have the minimum proficiency rank. The target is then immune to your Battle Medicine for 1 day. This does not make them immune to, or otherwise count as, Treat Wounds.
	REACTIONS SOURCE 1: 
	REACTIONS TRAITS 1: 
	REACTIONS PAGE 1: 
	REACTIONS TRIGGER 1-1: 
	REACTIONS TRIGGER 1-2: 
	REACTIONS EFFECTS 1-1: 
	ACTION SOURCE 1: 
	ACTION SOURCE 2: 
	TRAIT(S)2: Attack, General, Manipulate, Skill
	ACTIONS COUNT 2: 1
	ACTIONS COUNT 1: 1
	ACTION NAME 2: Dirty Trick
	EFFECTS 2-1: Prerequisites: trained in Thievery. Requirements: You have a hand free and are within melee reach of an opponent. You hook a foe's bootlaces together, pull their hat over their eyes, loosen their belt, or otherwise confound their mobility through an underhanded tactic. Attempt a Thievery check against the target's Reflex DC. Critical Success The target is clumsy 1 until they use an Interact action to end the impediment Success As critical success, but the condition ends automatically after 1 round. Critical Failure You fall prone as your attempt backfires.
	ACTIONS SOURCE 3: 
	PAGE3: 
	TRAIT(S)3: Concentrate, Ranger
	ACTIONS COUNT 3: 1
	ACTION NAME 3: Hunt Prey
	EFFECTS 3-1: You designate a single creature as your prey and focus your attacks against that creature. You must be able to see or hear the prey, or you must be tracking the prey during exploration. You gain a +2 circumstance bonus to Perception checks when you Seek your prey and a +2 circumstance bonus to Survival checks when you Track your prey. You also ignore the penalty for making ranged attacks within your second range increment against the prey you're hunting. You can have only one creature designated as your prey at a time. If you use Hunt Prey against a creature when you already have a creature designated, the prior creature loses the designation and the new prey gains the designation. Your designation lasts until your next daily preparations.
	ACTIONS SOURCE 4: 
	PAGE4: 
	TRAIT(S)4: Flourish
	ACTIONS COUNT 4: 1
	ACTION NAME 4: Skirmish Strike
	EFFECTS 4-1: Your feet and weapon move in tandem. Either Step and then Strike, or Strike and then Step.
	REACTIONS SOURCE 2: 
	REACTIONS PAGE 2: 
	REACTIONS TRIGGER 2-1: 
	REACTIONS TRIGGER 2-2: 
	REACTIONS EFFECTS 2-1: 
	REACTIONS SOURCE 3: 
	REACTIONS PAGE 3: 
	REACTION NAME 3: 
	REACTION NAME 2: 
	REACTION NAME 1: 
	REACTIONS TRAITS 3: 
	REACTIONS TRIGGER 3-1: 
	REACTIONS TRIGGER 3-2: 
	REACTIONS EFFECTS 3-1: 
	REACTIONS SOURCE 4: 
	REACTIONS PAGE 4: 
	REACTIONS TRAITS 4: 
	REACTION NAME 4: 
	REACTIONS TRIGGER 4-1: 
	REACTIONS TRIGGER 4-2: 
	REACTIONS EFFECTS 4-1: 
	SPELL ATTACK: 
	SPELL ATTACK TRAINED: Off
	SPELL ATTACK EXPERT: Off
	SPELL ATTACK MASTER: Off
	SPELL ATTACK KEY: 
	SPELL ATTACK PROFICIENCY: 
	SPELL SAVE DC KEY: 
	SPELL SAVE DC PROFICIENCY: 
	SPELLS PER DAY 1: 
	SPELLS PER DAY 2: 
	SPELLS PER DAY 3: 
	SPELLS PER DAY 4: 
	SPELLS PER DAY 5: 
	SPELLS PER DAY 6: 
	SPELLS PER DAY 7: 
	SPELLS PER DAY 8: 
	SPELLS PER DAY 9: 
	SPELLS PER DAY 10: 
	SPELLS REMAINING 2: 
	SPELLS REMAINING 3: 
	SPELLS REMAINING 4: 
	SPELLS REMAINING 5: 
	SPELLS REMAINING 6: 
	SPELLS REMAINING 7: 
	SPELLS REMAINING 8: 
	SPELLS REMAINING 9: 
	SPELLS REMAINING 10: 
	SPELL SAVE DC: 
	SPELLS REMAINING 1: 
	CANTRIPS PER DAY: 
	CANTRIPS RANK: 
	SPELL ATTACK LEGENDARY: Off
	SPELL SAVE DC TRAINED: Off
	SPELL SAVE DC EXPERT: Off
	SPELL SAVE DC MASTER: Off
	SPELL SAVE DC LEGENDARY: Off
	CANTRIP 1 PREPARED: Off
	CANTRIP NAME 1: 
	CANTRIP 1 ACTIONS: 
	CANTRIP NAME 6: 
	CANTRIP NAME 7: 
	CANTRIP NAME 8: 
	CANTRIP NAME 9: 
	CANTRIP NAME 10: 
	CANTRIP 6 ACTIONS: 
	CANTRIP 7 ACTIONS: 
	CANTRIP 8 ACTIONS: 
	CANTRIP 9 ACTIONS: 
	CANTRIP 10 ACTIONS: 
	CANTRIP 6 PREPARED: Off
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