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\k )/ 1 Longbow
‘1 20 Arrows (20)
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Crowbar (BP)
Hammer (BP)

10_Piton (BP)
10_Torch (BP)

1

Tinderbox (BP)

10 Rations (BP)

1
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Waterskin (BP)

50' Hemp Rope (BP)
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Clothes Common
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Darkvision
60' Darkvision

Fey Ancestry
Advantage against Charm and immune to
Magical Sleep

Trance
only require 4 hours of meditation a night

Fleet of Foot
base speed 35'

FEATURES & TRAITS

Mask of Wild

Can attempt to hide when lightly obscured by
foliage, heavy rain, falling snow, mist and other
natural phenomena

Favored Enemy

You have advantage on Wisdom (Survival)
checks to track your favored enemies (Human
and Goblinoids), as well as on Intelligence
checks to recall information about them. When
you gain this feature, you also learn one
language of your choice that is spoken by your
favored enemies, if they speak one at all.

City Secrets

You know the secret patterns and flow to cities
and can find passages through the urban
sprawl that others would miss. When you are
not in combat, you (and companions you lead)
can travel between any two locations in the
city twice as fast as your speed would normally
allow.
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