Elf, Hunter, Level 1

Speed: 7
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PERCEPTION

Hunter's Mark: Mark a creature as your quarry for 1 day. It can't be hidden
from you, and your attacks against it gain your choice of advantage OR +1
LVL damage.

Forager: Gain advantage on skill checks to find food and water in the wild.

Lithe: Advantage on Initiative, +1 Speed. You know Elvish if your INT is not
negative.

Personal Rations: You never run out of your own personal rations. Anything
can be food if you try hard enough!

Poison Resistance: Advantage against poison saves.

Hardy Constitution: +1 max Hit Die.

Hunter's Mark: Mark a creature you can see as your quarry for 1 day (or until
you mark another creature). It can't be hidden from you, and your attacks
against it gain your choice of advantage OR +1 LVL damage (choose before
each attack).

=== INVENTORY ===
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STEALTH

O Shortbow - Damage: 1d6 + 2. Type: Piercing - Properties: 2-handed,
Range 12 - (Equipped) - A compact bow suitable for hunters and scouts.

O Cheap Hides - Armor: +3 - Max Dex: +10 - Main Armor - Properties:
Leather - (Equipped) - Poorly cured animal hides offering minimal protection.

O Dagger - Damage: 1d4 + 2. Type: Piercing - Properties: Light, Thrown 4 -
(Equipped) - A short blade perfect for close combat or throwing.

Hunting Trap - A mechanical trap with sharp teeth for catching game or
intruders.
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Hunting Trap - A mechanical trap with sharp teeth for catching game or intruders.


