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CLASS & LEVEL PLAYER NAME
Rue the Cartographer
Feral Tiefling Far Traveler (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬁa +7_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ © _+8  Dexterity
+ 1 O +2 Constitution +2 16 1 64 S
O _+2_ Intelligence
O +4 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +1 Charisma
_ / / / \
Resistances - Fire, Damage Dealt By 20d10 successes O=O=0O
Traps, Cold, Poison
DEXTERITY ! '
I N ' FAILURES
Advantage Against plants O=O=O
+ 2 that are magically created \ DEFENSES \ HIT DICE \ DEATH SAVES )
or manipulated to impede
movement
K SAVING THROWS ) A
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ﬂ) +2_ Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS N T
+2 | | o 4 Animal Handiing wis j Martial Weapons, Simple Weapons
O +2 Arcana INT =
— i === TOOLS ===
® _+7_ Athletics STR — — Cartographer's Tools, Dice Set
O +1 Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
O _#2_ History INT Common, Elvish, Infernal, Undercommon
® +10 Insight wis (7 N
30 ft. (Walkin
O +1 Intimidation CHA ( 9)
® _*8 Investigation INT
O +4 Medicine wis \ SPEED /
® +8 Nature INT ) PROFICIENCIES & LANGUAGES
® +10 Perception wis , \
O _*1_ Performance CHA === ACTIONS === mark the target as your favored enemy for 1 minute or
) Standard Actions until you lose your concentration (as if you were
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, concentrating on a spell).
O +2 Religion INT Help, Hide, Ready, Search, Use an Object, The first time on each of your turns that you hit the
'8l Opportunity Attack, Grapple, Shove, Improvise, favored enemy and deal damage to it, including when
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object you mark it, you can increase that damage by 1d8.
O _*2_ Stealth DEX === BONUS ACTIONS === Foe Slayer
U CHARISMA ) ® +16 Survival wis Vanish Once on each of your turns, you can add +4 to the
_— You can use the Hide action as a bonus action on attack roll or the damage roll of an attack you make
+ 1 (@) your turn. Also, you can’t be tracked by nonmagical against one of your favored enemies. You can choose
- means, unless you choose to leave a trail. to use this feature after the roll but before knowing its
o__ effects.
o === SPECIAL ===
N Favored Foe « 6 / Long Rest
When vou hit a creature with an attack roll, you can
\ SKILLS J ACTIONS )
7 N
20 PASSIVE WISDOM (PERCEPTION) CrOSSbOW’ Hand +8 1d6+2 Piercing Martial, Ammunition, Range, Light, Loading, Range (30/120)
The Wander's Staff +9 1d6+3 Bludgeoning  10/10 Charges, Simple, Versatile
20 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +7 2 Bludgeoning
18 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES 3

'WEAPON ATTACKS & CANTRIPS




* Deft Explorer « TCoE 56

You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels.

* Hit Points « PHB 90

* Favored Foe * TCoE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d8.

| 6 / Long Rest « Special
* Proficiencies « PHB 90

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

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 18, Spell Attack +10).

* Primal Awareness  TCoE 57

You learn additional spells when you reach certain
levels in this class if you don't already know them, as
shown in the Primal Awareness Spells table.

* Ranger Archetype « PHB 92

* Cartographer Magic ¢
* Wisdom of the Wilds «
| Survival ¢

* Arcane Cartography ¢
You can create a Master Map to map your travels with
exceptional accuracy and artistry.

* Ability Score Improvement « PHB 92

* Extra Attack « PHB 92
You can attack twice whenever you take the Attack
action on your turn.

* Cartographer's Vision ¢

By concentrating on a location on your Master Map,
you can see the chosen location as if you were
standing in that space.

* Land’s Stride « PHB 92

Moving through nonmagical difficult terrain costs you
no extra movement and you can also pass through
nonmagical plants without being slowed by them and
without taking damage from them. You have
advantage on saving throws against plants that are
magically created or manipulated to impede
movement.

* Hide in Plain Sight « PHB 92

You can spend 1 minute creating camouflage for
yourself from naturally occurring materials. Once you
are camouflaged, you can try to hide by pressing
yourself up against a solid surface to gain a +10 bonus
to Stealth checks as long as you remain there without
moving or taking actions.
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=== RANGER FEATURES === | Cartographer
| 1 Minute

* Hostile Geography
You can cause the land around you to rise up against
your foes.

* Vanish « PHB 92

You can use the Hide action as a bonus action on your
turn. Also, you can't be tracked by nonmagical means,
unless you choose to leave a trail.

| 1 Bonus Action

* Mapwalking ¢
The power of your Master Map allows you to travel
between locations as easily as folding a map.

* Feral Senses * PHB 92

When you attack a creature you can't see, you don't
have disadvantage on your attack rolls against it. As
long as you are conscious and can hear, you are also
aware of the location of any invisible creature within 30
ft. that isn’t hidden.

* Foe Slayer « PHB 92

Once on each of your turns, you can add +4 to the
attack roll or the damage roll of an attack you make
against one of your favored enemies. You can choose
to use this feature after the roll but before knowing its
effects.

| Special

=== FERAL TIEFLING RACIAL TRAITS ===

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

* Hellish Resistance « SCAG

EQUIPMENT

FEATURES & TRAITS
Glamoured Studded Leather 1 13 Ib. Calligrapher's Supplies 1 51b.
Crossbow, Hand 1 31b. Component Pouch 1 2 |b.
Potion of Climbing 1 - Dice Set 1 --
Potion of Healing (Greater) 1 0.5 Ib. Mess Kit 1 11b.
The Wander's Staff 1 - Tinderbox 1 11b.
Rue Adventuring Company Guild Signet 1 -- Rations (1 day) 10 20 Ib.
Rue's Coin of Delving 1 -- Waterskin 1 51b.
Crossbow Bolts 25 1.88 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Backpack 1 5 lb. Hammer 1 3b.
WEIGHT CARRIED Bedroll 1 7 Ib. Healer's Kit 1 31b.
96.38 Ib. Compass of Recall 1 - Navigator's Tools 1 2 |b.
ENCUMBERED Cartographer's Spyglass 1 1lb.
180 Ib. Map Case of Duplication 1 11b. The Wander's Staff 1 -
PUSH/DRAG/LIFT Starlight Ink Pot 1 - Rue Adventuring Company Guild Signet 1 -
360 Ib. Cartographer's Tools 2 12 Ib. Cartographer's Spyglass 1 1lb.
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You have resistance to fire damage.

* Infernal Legacy « SCAG

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.

=== FEATS ===

* Athlete « PHB 165

Increase your STR or DEX score by 1, and when you
are prone, standing up uses only 5 feet of your
movement. Climbing doesn't cost you extra movement,
and you can make a running long jump or a running
high jump after moving only 5 ft. on foot, rather than 10
ft.

* Dungeon Delver « PHB 166

You have advantage on Perception and Investigation
checks made to detect the presence of secret doors
and on saving throws made to avoid or resist traps.
You have resistance to the damage dealt by traps and
traveling at a fast pace doesn't impose the normal -5
penalty on your passive Wisdom (Perception) score.

* Infernal Constitution * XGtE 75

Increase your CON score by 1. You have resistance to
cold damage and poison damage, and you have
advantage on saving throws against being poisoned.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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ADDITIONAL FEATURES & TRAITS

\\

Paper (one sheet)
Sealing Wax
Signet Ring

Soap

Small Knife

25

ADDITIONAL EQUIPMENT
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Female 30 Medium 5ft 10in 135
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Faithful follower Purple Solid Black Dark Purple
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/ \ Va X\
=== Organizations === . .
ganizat | begin or end my day with small
Founding member of Rue Adventuring Company - traditional rituals that are unfamiliar
A for-hire guide, courier, & cartography company. to those around me.
The Magisterial Society of Scriveners & Sarcasm and insults are my
Cartographers - An organization that employs PERSONALITY TRAITS
scholars, librarians, cartographers, and writers to -~ ]
record the history of various lands. [ ~]
Adventure. I'm far from home, and
everything is strange and
wonderful! (Chaotic)
IDEALS
L~ 1
[ "]
I'm fascinated by the beauty and wonder of this new land.
My freedom is my most precious possession. I'll never let anyone
take it from me again.
BONDS
L~ 1
[N "]
| have a weakness for the exotic beauty of the people of
these lands.
| have a weakness for the new intoxicants and other
pleasures of this land.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
A\ T A\ T

Rue's parents have been traveling the world long
before she was born. Her mother is a renown
artist who is sought after for her amazing paintings
and her father is a retired sea captain who now
spends his days doting on his wife and manages
her financial affairs. Together they have traveled
extensively though often under disguise due to
their tiefling nature.

Rue set out on her own at 16 years old; her love of
exploration would not be contained. By 20 years
old, she started making a name for herself as a
cartographer and guide. By 25, her mastery of
maps was nearly legendary. Though legends are
far more fanciful than reality. Rue herself is a
rough & tumble sort of character who is quick
witted and sarcastic. She tends to warm quickly to
people who show a sense of adventure and is
always happy to guide you along the path.

She is a devote follower of The Wandering
Mistress whom she says she has interacted with
on numerous occasions. Just ask her about it and
she'll start to spin you the tales as she builds a
campfire and brews some tea.

Rue is also a thrill seeker and will happily dive into
a delve with joyous enthusiasm.

Payment for her guide services is usually little
more to cover her expenses, replenish her
supplies, and enough for a few nights of drinking
at the next tavern.

To bring her into a delve or in dangerous places,
she charges double what any local guide would
and it's worth every coin.

Rue is the founding member of the Rue
Adventuring Company; a for-hire guide, courier, &
cartography service. She trains new adventurers,
courier, cartographers, and guides. She also gets
lots of requests to obtain information, update
maps, procure exotic items, etc. and is always

CHARACTER BACKSTORY

Rue's Coin of Delving:

This scintillating brass coin sheds dim light in a
5-foot radius. If dropped a distance greater than 5
feet, the coin issues a melodious ringing sound when
it hits a surface. Any creature that can hear the
chime can determine the distance the coin dropped
based on the tone. Once the tone rings out, the coin
magically returns to your hand ready to be used
again.

The coin itself is a brass compass star surrounded
by leaves and can be worn on a chain or cord.

Compass of Recall:

An ordinary pocket compass on a chain that will
always lead you to a place you are familiar with.
Once per long rest you can meditate on the compass
for a minute in the spot you want to return to. When
you need to find it again, hold the compass and
follow the needle to that destination.

Cartographer's Spyglass:

This mini spyglass packs a punch! Fits in the palm of
your hand but once attuned, you can use this
spyglass to see in the dark as if you had darkvision
up to 60ft. so long as you keep it to your eye. Also,
once per long rest, the spyglass can be used in the
following manners:

You can enact a 1 minute ritual to see an area up to
three miles away with amazing clarity.

You can use the spyglass to reveal a path of glowing
lights that will lead you to the nearest point of
civilization. The lights remain as long as you
concentrate on this power, as if you were
concentrating on a spell. These glowing lights are
only visible to you and only if you are looking through
the spyglass.

Each of these abilities requires 50gp in sapphire
dust.

Map Case of Duplication:
Once per long rest, you can place any map in this

case and concentrate for 10 minutes to create a
duplicate to add to your collection. If the original map
has any magical properties, they are not transferred
to the copy, only the visible designs on it. Doing so
consumes 5 sheets of paper, 1/2 ounce of ink, and
25g pieces.

Starlight Ink Pot:

This never ending pot of ink can be used to mark any
map with whatever the writer wishes and have it fade
away shortly thereafter. The ink reappears to anyone
who reads celestial or when held under
moon/starlight.

ADDITIONAL NOTES




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
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=== CANTRIPS === (At Will)
O Thaumaturgy Infernal Legacy -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
=== 1st LEVEL === 4 Slots OO00
O Jump Ranger - 1A Touch V,S,M 1 minute PHB 254 D: 1m, V/ISIM
O Animal Friendship The Wander's Staff WIS 18 1A 30 ft. V,S,M 24 hours PHB 212 1 Charge (10/10), D: 24h, V/ISIM
O Speak with Animals The Wander's Staff -- 1A Self V.S 10 minutes PHB 277 1 Charge (10/10), D: 10m, V/S
O Expeditious Retreat <C> Rue Adventuring Company Guild Signet  -- 1BA  Self V.S Concenuaion, po 10minies - PHB 238 1 Charge (3/3), D: 10m, V/S
P Entangle <C> Cartographer Magic (Always Prepared) STR 18 1A 90 ft./20 ft. Square  V,S Concentration, p o 1 minwte - PHB 238 D: 1m, 20 ft. Square, V/S
P Speak with Animals Primal Awareness (Always Prepared) -- 1A Self V.S 10 minutes PHB 277  1/LR, D: 10m, VIS
===2nd LEVEL === 3 Slots 000
O Cordon of Arrows Ranger DEX 18 1A 5 ft. V,S,M 8 hours PHB 228  D:8h, V/ISIM
O Pass without Trace <C> Ranger -- 1A Self V,S,M  concenuation. upro1hour - PHB 264  D: 1h, VISIM
O Aid Ranger - 1A 30 ft. V,S,M 8 hours PHB 211  D:8h, VISIM
O Barkskin <C> The Wander's Staff - 1A Touch V,S,M  concenuation, upro1howr  PHB 217 2 Charges (10/10), D: 1h, V/ISIM
O Locate Animals or Plants The Wander's Staff - 1A Self V,S,M Instantaneous PHB 256 2 Charges (10/10), V/S/IM
O Pass without Trace <C> The Wander's Staff - 1A Self V,S,M  concenration, upto 1hour  PHB 264 D: 1h, V/SIM
O Hellish Rebuke Infernal Legacy DEX 15 1R 60 ft. V,S Instantaneous  PHB 250  1/LR, V/S
O Darkness <C> Infernal Legacy - 1A 60 ft./15 ft. Sphere  V/,M concenraion,po 1omnutes - PHB 230 1/LR, D: 10m, 15 ft. Sphere, VIM
P Skywrite <C> Cartographer Magic (Always Prepared) -- 1A Sight V,S Concentration, upto 1hour  EE 165 D: 1h, VIS
P Beast Sense <C> Primal Awareness (Always Prepared) -- 1A Touch S Concenration, upto 1hour - PHB 217 1/LR, D: 1h, S
=== 3rd LEVEL === 3 Slots 000
O Water Breathing Ranger - 1A 30 ft. V,S,M 24 hours PHB 287 D: 24h, VISIM
O Speak with Plants The Wander's Staff - 1A Self V,S 10 minutes PHB 277 3 Charges (10/10), D: 10m, V/S
P Speak with Plants Cartographer Magic (Always Prepared) -- 1A Self V,S 10 minutes PHB 277  D:10m, VIS
P Speak with Plants Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277 1/LR, D: 10m, VIS
=== 4th LEVEL === 3 Slots OO0
O Freedom of Movement Ranger - 1A Touch V,S,M 1 hour PHB 244 D: 1h, V/ISIM
P Hallucinatory Terrain Cartographer Magic (Always Prepared) -- 10m 300 ft/150 ft. Cube \V/,S,M 24 hours PHB 249  D: 24h, 150 ft. Cube, V/ISIM
P Locate Creature <C> Primal Awareness (Always Prepared) -- 1A Self V,S,M  concentration, upto 1hour  PHB 256 1/LR, D: 1h, V/SIM
=== 5th LEVEL === 2 Slots OO
O Awaken The Wander's Staff - 8h Touch V,S,M Instantaneous PHB 216 5 Charges (10/10), V/SIM
P Tree Stride <C> Cartographer Magic (Always Prepared) -- 1A Self V,S Concentration, upto 1 minute - PHB 283 D: 1m, VIS
P Commune with Nature Primal Awareness (Always Prepared) - im  Self V.S Instantaneous  PHB 224  1/LR, V/S
=== 6th LEVEL ===
O Wwall of Thorns <C> The Wander's Staff DEX 18 1A 120 ft. V,S,M  concentration, up o 10 minues - PHB 287 6 Charges (10/10), D: 10m, V/S/M
R SPELLS N
! /|




