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=== RANGER FEATURES ===

* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Humanoids « PHB
Humanoids are the main peoples of the world, both
civilized and savage, including humans and a
tremendous variety of other species.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn’t slow your group’s travel, your group can’t
become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Forest « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 14, Spell Attack +6).

* Ranger Archetype ¢« PHB 92
| Hunter

* Primeval Awareness * PHB 92

As an action, you can expend one ranger spell slot (1
minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn’t reveal the creatures’ location or
number.

| 1 Action

* Hunter’'s Prey « PHB 93
You gain an additional attack feature.

| Colossus Slayer « PHB
Once per turn, when you hit a creature with a weapon
attack, the creature takes an extra 1d8 damage if it's
below its HP maximum.

| Special
* Ability Score Improvement « PHB 92
* Extra Attack « PHB 92

You can attack twice whenever you take the Attack
action on your turn.
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=== TIEFLING RACIAL TRAITS ===

* Darkvision * BR 43
You can see in darkness (shades of gray) up to 60 ft.

* Hellish Resistance « BR 43
You have resistance to fire damage.

* Infernal Legacy * BR 43

You know the thaumaturgy cantrip. [3rd] You can cast
hellish rebuke (2nd) once per long rest. [5th] You can
cast darkness once per long rest. CHA is your
spellcasting ability.

FEATURES & TRAITS
\
Leather 1 10 Ib. Hunting Trap 1 25 Ib.
Spear 1 31b. Clothes, Traveler's 1 41b.
Ykiwa 1 21b.
Backpack 1 5 |b.
Crowbar 1 5 Ib.
Hammer 1 31b.
Piton 10 2.51b.
Torch 10 10 Ib.
Tinderbox 1 11b.
WEIGHT CARRIED Rations (1 day) 10 201b.
112.5 Ib. Waterskin 1 5 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
150 Ib. Longbow 1 21lb.
PUSH/DRAG/LIFT Arrows 20 11lb.
300 Ib. Quarterstaff 1 41b.
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=== CANTRIPS === (At Will)
Thaumaturgy Infernal Legacy -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
===2nd LEVEL === 2 Slots OO
Hellish Rebuke Infernal Legacy DEX 13 1R 60 ft. V,S Instantaneous  PHB 250 1/LR, VIS
Darkness <C> Infernal Legacy -- 1A 60 ft./15 ft. Sphere  \/,M Concenration, pto ominwtes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
SPELLS
3\ P2
)\ {




