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CHARACTER NAME

EYES SKIN HAIR

CHARACTER APPEARANCE

Faction. You are a member of e ——————\
the Emerald Enclave,
wilderness survivalists who
preserve the natural order while
rooting out unnatural threats.

ALLIES & ORGANIZATIONS

“The wild is in my blood.”

Hailing from the northern lands,
you are a stranger to
civilization. Yet you travel
wherever need guides you,
fighting those who would
despoil the wilderness. You
have faced encroaching evil
from monsters to greedy
humans. You take what you
need, and feed the ground with
the blood of such enemies.

You grew up among tribal
nomads, far from civilization
and its comforts. You've hunted
great herds, survived extreme
weather, raided the trade of
softer folk, and protected
places sacred to your people.
At times, you've enjoyed the
solitude of being the only
sentient creature for miles in
any direction. Even in places
where the terrain is new, you
know the ways of the wild.

CHARACTER BACKSTORY

Wanderer. As a former barbarian nomad and raider, you have an
excellent memory for maps and geography, and you can always
recall the general layout of terrain, 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 enough
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Hailing from the northern lands, you are a stranger to civilization. Yet you travel wherever need guides you, fighting those who would despoil the wilderness. You have faced encroaching evil from monsters to greedy humans. You take what you need, and feed the ground with the blood of such enemies.

You grew up among tribal nomads, far from civilization and its comforts. You’ve hunted great herds, survived extreme weather, raided the trade of softer folk, and protected places sacred to your people. At times, you’ve enjoyed the solitude of being the only sentient creature for miles in any direction. Even in places where the terrain is new, you know the ways of the wild.
	Feat+Traits: Wanderer. As a former barbarian nomad and raider, you have an excellent memory for maps and geography, and you can always recall the general layout of terrain, 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 enough
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