D&D
1B ENOINID)

Zilwin Thistlemane

CHARACTER NAME

o’
ﬂa +3_ Strength
©

+4  Dexterity

STRENGTH ‘

12

+2  Constitution
+0_ Intelligence

+3  Wisdom

O O0OO0O0

-1 Charisma

DEXTERITY
Advantage on INT
Advantage on WIS

7

CONSTITUTION

o’
ﬂ) +2  Acrobatics DEX
®

+5

14 ‘ Animal Handling wis
O _+0  Arcana INT
O _+1  Athletics STR
O -1  Deception CHA
(_\ O _+0_ History INT
INTELLIGENCE
O _+3  Insight wis

Intimidation CHA

Investigation INT
Medicine wis

Nature INT

+5  Perception WIS

-1 Performance CHA

17 -1 Persuasion CHA

®
©)
o
O _+0  Religion INT
:@; QO _*2_ Sleight of Hand DEX
®
®
o
O
©)

+4  Stealth DEX
[ cHARISMA ]

8

L)

+7_ Survival wis

14
Advantage on CHA 3
@ L SAVING THROWS )
[CONSTITUTION]

5

y

— —
Ranger 3 KaytoKarite
CLASS & LEVEL PLAYER NAME
Gnome Guide (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 18 28 -
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HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Cartographer's Tools
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Dwarvish, Elvish, Gnomish,
/ N Halfling
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Beast of the Land * 20 / Other
Your Beast of the Land has the following statistics:

AC 16
HP 20 (3d8)
Speed 40 ft., Climb 40 ft.

Saving Throws Str. +4, Dex. +4, Con. +4, Int. +1, Wis.
+4, Cha. +2

Senses Darkvision 60 ft., Passive Perception 14

Traits

Primal Bond. You add your Prof. Bonus (2) to any
ability check or saving throw (included above) the
beast makes.

Actions

Beast's Strike. Melee Attack Roll: +5, reach 5 ft., Hit:
1d8+5 Bludgeoning/Piercing/Slashing damage
(chosen when you summon this beast).

If the beast moved at least 20 ft. straight toward the
target before the hit, the target takes an extra 1d6
damaae of the same tvpe. and if its Larae or smaller.

74

Darkvision 60 ft.

SENSES

SKILLS ACTIONS
W <
15 s rEReETer Shillelagh +5 1d8+3 Bludgeoning  D: 1m, V/S/M
13 PASSIVE INSIGHT Unarmed Strike +3 2 Bludgeoning
Quarter+Shillelagh +5 1d8+5 Force
10 PASSIVE INVESTIGATION

'WEAPON ATTACKS & CANTRIPS
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=== RANGER FEATURES ===

* Core Ranger Traits  free-rules 119

* Spellcasting ¢ free-rules 119

* Favored Enemy e free-rules 119

You always have Hunter's Mark prepared and can cast

it without expending a spell slot 2 times per Long Rest.
| Hunter's Mark: 2 / Long Rest ¢ 1 Bonus Action

* Weapon Mastery ¢ free-rules 120

* Deft Explorer « free-rules 120
You gain Expertise with one of your skill proficiencies.

You know two languages of your choice.
* Fighting Style « free-rules 120

| Fighting Style feat ¢
* Ranger Subclass ¢ free-rules 120

| Beast Master

* Primal Companion « PHB-2024 122

You magically summon a primal beast and choose its
stat block: Beast of the Land, Beast of the Sea, or
Beast of the Sky. You determine the kind of animal it
is, choosing a kind that's appropriate to the stat block,
and whatever beast you choose, it bears primal
markings to indicate its supernatural origins.

The beast is Friendly to you and your allies, obeys
your commands, and vanishes if you die.

In Combat. In combat, the beast acts during your turn.
It can move and use its Reaction on its own, but only
takes the Dodge action unless you take a Bonus

Action to command it to use an action from its stat
block or some other other action. You can sacrifice
one of your attacks when you take the Attack action to
command the beast to take the Beast’s Strike action. If
you have the Incapacitated condition, the beast acts
on its own and isn't limited to the Dodge action.

Restoring or Replacing the Beast. If the beast died
within the last hour, you can take a Magic action to
touch it and expend a spell slot. After 1 minute, the
beast returns to life with all its HP restored.

Whenever you finish a Long Rest, you can summon a
new primal beast in an unoccupied space within 5 ft. of
you. You choose its stat block and appearance, and if
you already have a beast from this feature, the old one
vanishes when the new one appears.

| Beast of the Land ¢
You magically summon the Beast of the Land.

| 20 / Other « 1 Action
| Primal Companion: Summon: Special

| Primal Companion: Restore Beast: 1 Action

=== GNOME SPECIES TRAITS ===

* Creature Type « PHB-2024 191
You are a Humanoid.

* Size « PHB-2024 191
You are Small.

* Speed « PHB-2024 191
Your Speed is 30 ft.

* Darkvision « PHB-2024 191
You have Darkvision with a range of 60 ft.

* Gnomish Cunning * PHB-2024 191
You have Advantage on Intelligence, Wisdom, and
Charisma saving throws.

* Gnomish Lineage * PHB-2024 191
| Forest Gnome ¢

* Gnomish Lineage Spells « PHB-2024 191
| Forest Gnome - Wisdom ¢

* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Dueling « PHB-2024 209
You gain +2 bonus to damage with one-handed Melee
weapons when holding no other weapons.

* Guide Ability Score Improvements « PHB-2024 181
| Increase two scores (+2 / +1) ¢

* Magic Initiate (Druid) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Druid spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Druid
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots

N

FEATURES & TRAITS
Scale Mail 1 45 Ib. Ink Pen 1 --
Shield 1 6 Ib. Ink 1 -
Backpack 1 51b. Map or Scroll Case 1 11b.
Special Robe 1 4 1b.
Cartographer's Tools 1 6 Ib.
Wooden Staff 1 4 1b.
Oil 2 2 1b.
Paper 10 --
Rations 10 20 Ib.
WEIGHT CARRIED Rope 1 5lb.
156 Ib. Bedroll 1 7 Ib.
ENCUMBERED Tinderbox 1 11b.
180 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 2 10 Ib.
360 Ib. Military Saddle 1 30 Ib.

EQUIPMENT
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you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom ¢
* Weapon Mastery « PHB-2024 120

| Club (Slow) «
Slow. If you hit a creature with a Club and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Quarterstaff (Topple) ¢
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 2 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Slow (Club): 1 Action

| Topple (Quarterstaff): 1 Action

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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Zilwin lives in some pine woods near the
drakeclaw mountains with his partner Trixi
Wildcollar (jeweler). To make a living he became a
ranger to help guide travelers, merchants, and
others to travel around the mountains, wetlands to
and from Lumen. He also maps the terrain and
sells maps of the surrounding area. Zilwin
periodically ventures to other regions based on his
escort jobs and to scope out the terrain to continue
making maps for sale.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS ===
Shillelagh
Druidcraft

Minor lllusion

=== 1st LEVEL ===
Jump

Goodberry

Create or Destroy Water
Speak with Animals
Speak with Animals

Hunter's Mark

(At will)
Magic Initiate (Druid)
Magic Initiate (Druid)

Gnomish Lineage Spells

3 Slots OO0

Ranger

Ranger

Magic Initiate (Druid)
Gnomish Lineage Spells

Gnomish Lineage Spells

Favored Enemy (Always Prepared)

1BA  Self
1A 30 ft.
1A 30 ft./5 ft. Cube

1BA  Touch
1A Self
1A 30 ft./30 ft. Cube

1A Self
1A Self
1BA 90ft.
SPELLS

V,S.\M
V.S
SM

V,S,\M
V,S,\M
V,S,\M
V.S
V.S
A\

1 minute
Instantaneous

1 minute

1 minute

24 hours
Instantaneous
10 minutes

10 minutes

free-rules 316 D: 1m, V/S/M
free-rules 266 /S

free-rules 298 D: 1m, 5 ft. Cube, S/IM

free-rules 290 D: 1m, V/S/M
free-rules 280 D: 24h, V/S/M
free-rules 258 1/LR, 30 ft. Cube, V/S/IM
free-rules 318 1 Use (2/2), D: 10m, V/S

free-rules 318 D: 10m, V/S

Concentration, up to 1 hour  free-rules 287 Ext. D: (See Description)*, D: 1h, V

> 4
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SPELL ATTACK
BONUS




