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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.

| Monstrosities « PHB
Monstrosities are monsters in the strictest sense --
frightening creatures that are not ordinary, not truly
natural, and almost never benign.

* 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.

| Desert « 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.

| Thrown Weapon Fighting « TCoE 57
You can draw a weapon that has the thrown property
as part of the attack you make with the weapon.
In addition, when you hit with a ranged attack using a
thrown weapon, you gain a +2 bonus to the damage
roll.

| Fighting Style: Thrown Weapon Fighting : Special

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5).

* 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 (+3) 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.

N
| Special

* Umbral Sight « XGtE 42

You gain darkvision out to a range of 60 ft. (+30 ft. if
you already have it). While in darkness, you are
invisible to any creature that relies on darkvision to see
you in that darkness.

=== THRI-KREEN RACIAL TRAITS ===

* Ability Score Increases ¢ SAIS 9

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * SAIS 9

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * SAIS 15
You are a Monstrosity.

* Size « SAIS 15
You are Medium or Small. You choose the size when
you select this race.

* Speed * SAIS 15
Your walking speed is 30 ft.

* Chameleon Carapace ¢ SAIS 15
While you're not wearing armor, your base AC is +17.

As an action, you can change the color of your
carapace to match the surroundings, giving you
advantage on Dexterity (Stealth) checks made to hide.

FEATURES & TRAITS
\\
Scale Mail 1 45 Ib. Tinderbox 1 11b.
Handaxe 1 21b. Torch 10 10 Ib.
Handaxe 1 21b. Waterskin 1 51b.
Quarterstaff 1 4 1b.
Trident 1 4 1b.
Longbow 1 2 lb.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
WEIGHT CARRIED Hunting Trap 1 25 Ib.
149 Ib. Pouch 1 11b.
ENCUMBERED Bedroll 1 7 Ib.
270 Ib. Mess Kit 1 11b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
540 |b. Rope, Hempen (50 feet) 1 10 Ib.

EQUIPMENT
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| Chameleon Carapace (Change Color): 1 Action

* Darkvision « SAIS 15

You can see in dim light within 60 ft. of you as if it were
bright light, and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Secondary Arms ¢ SAIS 15

You have two slightly smaller arms below your primary
pair of arms that can manipulate an object, open/close
a door or container, pick up or set down a Tiny object,

or wield a weapon with the light property.

* Sleepless ¢ SAIS 15

You do not require sleep and can remain conscious
during a long rest, though you must still refrain from
strenuous activity to gain the benefit of the rest.

* Thri-kreen Telepathy ¢ SAIS 15

Without magic, you can’t speak the non-thri-kreen
languages you know. Instead you can use telepathy,
magically transmitting your thoughts mentally to willing
creatures within 120 ft. of yourself. A contacted
creature doesn’t need to share a language with you,
but must be able to understand at least one language.

The telepathic link is broken if the distance between
you is more than 120 ft., if either of you are
incapacitated, or if either of you mentally breaks the
contact (no action required).

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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| watch over my friends as if they
were a litter of newborn pups.
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Greater Good. It is each person’s
responsibility to make the most
happiness for the whole tribe.
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My family, clan, or tribe is the most
important thing in my life, even
when they are far from me.
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Character Name: T'chk-T'chk€€€

Race: Thri-Kreen €Class and Sublass:
Gloomstalker Ranger €€Ability
Scores:€15€18€17€16€15@4ckground: Outlander
(his tribe may consider him a folk hero but
outlander fits the character better)€RP sample of
your character in their previous life before winding
up in Sigil: €Quietly, he took the ridge, setting up 3
quivers of arrows where he could reach them for
the ambush.€And threw a head sized rock to the
valley floor below.€Before the rock had stopped
moving, two of his foes had erupted from the sand
thinking it was prey.€Five arrows stopped the 4 ft
long scorpions in their tracks.€Another rock, a few
more scorpions.€By the end of the day the valley
floor was littered with dead scorpions.€He
recovered what arrows he could.€As soon as the
sun set, the real battle began.€The brood queen
emerged from the cave, 20 feet long with
uncounted 2 ft long babies on her back, the
mother scorpion hissed at the sight of her dead
children.€The night was a dance of firing arrows,
then running out of reach, until the mother and the
last of her children were dead.€He chose his
treasure from the cave and returned to camp.€
“Our enemies are dead or scattered.€l share the
spoils of battle.€Come to feed."€He stabbed the
stinger of the scorpion queen into the sand, and
with a clatter dropped several of the slain children
and a handful of crystalline triangles.€From camp,
multifaceted eyes and jointed limbs came to greet
the hero.€The eldest of the Thri-Kreen tribe
spoke.€“You have proven yourself in battle.€You
may choose your name and your prize.”€‘l am
T'chk-T'chk, the hunter of those who hunt our
tribe.€l choose the weapons of our ancestors and
of our foe.”€He chose three of the crystalline
triangles, leaving the rest for his kin.€And a stinger
the size of a spearhead. €The tribe feasted on
scorpion for weeks, making scorpion jerky of what
they couldn’t eat immediately.€He kept two of the
crystalline Chat'kcha and fashioned the third into
the head of a spear with the scorpions stinger on
the other end.€Backstory: T'chk-T'chk grew up in

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== 1st LEVEL === 3 Slots OO0

O Longstrider Ranger -- 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM

O Jump Ranger - 1A Touch V,S,M 1 minute PHB 254 D: 1m, V/IS/IM

O Hunter's Mark <C> Ranger -- 1BA 90 ft. \Y Concenuation, upto1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V

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