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_+2 _ Constitution
_+0_ Intelligence
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\ O _*2_ Animal Handling wis
O _+0  Arcana INT
® _+1  Athletics STR
O _+1  Deception CHA
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® _+4  Insight wis
O +1 Intimidation CHA
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O _*2_ Medicine wis
O 0 Nature INT
® _+4  Perception WIS
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25 ft. (Walking), 25 ft. (Climbing)
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CLASS & LEVEL PLAYER NAME
Grung Inheritor (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
/7 \
ARMOR Max HP Current HP Temp HP |
+6 15 28 -
INITIATIVE CLASS \ HIT POINTS )
/4 /, / \
.. . 3d10
Immunities - Poison, successes O=O=0
Poisoned raiLures O=O=0
\ DEFENSES \ HIT DICE \ DEATH SAVES )
3
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Flute
ABILITY SAVE DC |
P === LANGUAGES ===

Common, Elvish, Grung

4 PROFICIENCIES & LANGUAGES

L SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== SPECIAL ===
Dread Ambusher

You add your WIS modifier (+2) to initiative rolls. At
the start of your first turn of each combat, your walking
speed increases by 10 ft., which lasts until the end of
that turn. If you take the Attack action on that turn, you
can make one additional weapon attack as part of that
action, dealing an extra 1d8 damage of the weapon’s
damage tvpe on a hit.

Grung Poison

You can also apply your poison to any
<em>piercing weapon</em> as part of an attack with
that weapon. The target must succeed on a DC 12
Constitution saving throw or take
<strong>2d4</strong> poison damage.

ACTIONS

74

14 PASSIVE WISDOM (PERCEPTION)
14 PASSIVE WISDOM (INSIGHT)
10 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

//

Longbow +8
Shortsword +6
Shortsword +6
Unarmed Strike +1

1d8+4 Piercing
1d6+4 Piercing

1d6+4 Piercing

Martial, Finesse, Light

Martial, Finesse, Light

0 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)

\\




CHARACTER NAME

e — —
Ranger 3 Dhosseb_33
CLASS & LEVEL PLAYER NAME
Grung Inheritor (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

7

=== 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.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Spellcasting * PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 12, Spell Attack +4).

* Ranger Archetype « PHB 92
| Gloom Stalker

* 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

* Gloom Stalker Magic « XGtE 42

You learn additional spells based on your level that
count as ranger spells but don't count against the
number of spells you know.

* Dread Ambusher « XGtE 42

You add your WIS modifier (+2) to initiative rolls. At the
start of your first turn of each combat, your walking
speed increases by 10 ft., which lasts until the end of
that turn. If you take the Attack action on that turn, you
can make one additional weapon attack as part of that
action, dealing an extra 1d8 damage of the weapon’s
damage type on a hit.

| Special

* Umbral Sight « XGtE 42
You gain darkvision out to a range of 60 ft. (+30 ft. if

~N
you already have it). While in darkness, you are
invisible to any creature that relies on darkvision to see
you in that darkness.

=== GRUNG RACIAL TRAITS ===

* Arboreal Alertness « OGA 4
You have proficiency in the Perception skill.

* Amphibious « OGA 4
You can breathe air and water.

* Poison Immunity « OGA 4
You're immune to poison damage and the poisoned
condition.

* Poisonous Skin « OGA 4

Any creature that grapples you or otherwise comes
into direct contact with your skin must succeed on a
DC 12 Constitution saving throw or become poisoned
for 1 minute.

You can also apply this poison to any piercing weapon
as part of an attack with that weapon, though when
you hit the poison reacts differently. The target must
succeed on a DC 12 Constitution saving throw or take
2d4 poison damage.

| Grung Poison: Special

* Standing Leap * OGA 4
Your long jump is up to 25 feet and your high jump is
up to 15 feet, with or without a running start.

* Water Dependency « OGA 4

If you fail to immerse yourself in water for at least 1
hour during a day, you suffer one level of exhaustion at
the end of that day. You can only recover from this
exhaustion through magic or by immersing yourself in
water for at least 1 hour.

FEATURES & TRAITS
Leather 1 10 Ib.
Shortsword 1 2 lb.
Shortsword 1 2 lb.
Longbow 1 2 lb.
Arrows 20 1lb.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Bedroll 1 7 lb.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
80 Ib Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 1lb.
120 Ib. Torch 10 10 Ib.
Waterskin 1 5 lb.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE
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GENDER AGE SIZE HEIGHT WEIGHT
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ALLIES & ORGANIZATIONS

/When | set my mind to something,
| follow through no matter what
gets in my way.

PERSONALITY TRAITS

L~ N
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Might. If | become strong, | can take

what | want—what | deserve. (Evil)

Destiny. Nothing and no one can steer
IDEALS

L~ —~
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BONDS
L~ —~
[N "]
I’'m convinced of the significance of my
destiny, and blind to my shortcomings
and the risk of failure.

\\ FLAWS //
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS

S —
)/ \
7 Y
=== 1st LEVEL === 3 Slots OO0

QO Zephyr Strike <C> Ranger - 1BA  Self \Y Concentration, wpto 1 minwte - XGtE 171 D: 1m, V

O Hunter's Mark <C> Ranger -- 1BA 90 ft. \Y Concentration, upto 1 hour - PHB 251 Ext. D: (See Description)*, D: 1h, V

O Cure Wounds Ranger - 1A Touch V,S Instantaneous  PHB 230 VIS

QO Disguise Self Gloom Stalker Magic - 1A Self V,S 1 hour PHB 233 D: 1h, VIS

SPELLS
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