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CLASS & LEVEL PLAYER NAME
Goblin Archaeologist (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
© _+5  Strength \ 7, \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ © _+4_ Dexterity
+1  Constitution +2 16 2 5 J—
+0_ Intelligence
+1 Wisdom INITIATIVE A \ HIT POINTS J
-2 Charisma / . " , \
3d10 successes O=O=0O
[ DEXTERITY
Advantage to avoid or end the FAILURES O=O=O
+ 2 charmed condition \§ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] O _+2_ Acrobatics DEX \ N - WEAPONS o=
. ) PROFICIENCY BONUS N T
+1 le _*5_ Animal Handling wis j Martial Weapons, Simple Weapons
QO +0  Arcana INT s
— i === TOOLS ===
® _*5_ Athletics STR = — Cartographer's Tools
O 2 Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
CTeLLoence) ® _*2_ History INT Common, Draconic, Goblin, Minotaur, Ogre,
O _+L Insight wis 7% N Orc
30 ft. (Walkin
+O O 2 Intimidation CHA ( 9)
O _+0_ Investigation INT
’@ O _+1_ Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
I wispom ® _+3  Perception WIS , \
QO -2 Performance CHA === ACTIONS === Fury of the Small « 2 / Long Rest
+ 1 ) Standard Actions When you damage a creature whose size is larger
O _-2_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, than you with an attack or a spell, you can deal an
L Help, Hide, Ready, Search, Use an Object, extra +2 damage.
0 ) .
O _#0_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object You can use this trait 2 times per long rest, and you
can only use it once per turn.
QO _+2  Stealth DEX === BONUS ACTIONS ===
' CHARISMA 3 . Nimble Escape: Disengage
® 2 Survival wis You can take the Disengage action as a bonus
2 O action.
@] Nimble Escape: Hide
@ o You can take the Hide action as a bonus action.
=== SPECIAL ===
\ SKILLS J ACTIONS )
r // \\
13 PASSIVE WISDOM (PERCEPTION) Lance +5 1d12+5 Piercing Martial, Reach, Special
Shortbow +4 1d6+2 Piercing  Simple, Ammunition, Range, Two-Handed, Range (80/320)
11 PASSIVE WISDOM (INSIGHT)
Whip +5 1d4+5 Slashing Martial, Finesse, Reach
PASSIVE INTELLIGENCE (INVESTIGATION . .
10 ( ) Unarmed Strike +5 4 Bludgeoning

Darkvision 60 ft.
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Goblin Archaeologist (Milestone)
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=== RANGER FEATURES ===

* Deft Explorer « TCOE 56

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

| Canny (1st Level) » TCoE 56
Choose one of your skill proficiencies. Your proficiency
bonus is doubled for any ability check you make that
uses the chosen skill.
You can also speak, read, and write two additional
languages of your choice.

* 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.

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

| Dueling « PHB
When you are wielding a melee weapon in one hand
and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.

* Spellcasting Focus « TCoE 57
You can use a druidic focus as a spellcasting focus for

your ranger spells.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 11, Spell Attack +3).

* 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
| Beast Master

* Ranger's Companion « PHB 93

You gain a beast companion that accompanies you on
your adventures and is trained to fight alongside you.
The beast obeys your commands and takes its turn on
your initiative. On your turn, you can command the
beast where to move (no action required by you) or
take the Attack, Dash, Disengage, or Help action. If
you don't issue a command, the beast takes the
Dodge action.

=== GOBLIN RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

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 * MotM 5

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

~N
* Creature Type * MotM 20

You are a Humanoid but are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 20
You are Small.

* Speed *« MotM 20
Your walking speed is 30 ft.

* Darkvision « MotM 20

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 and
discern colors in that darkness as shades of gray.

* Fey Ancestry « MotM 20
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Fury of the Small « MotM 20

When you damage a creature whose size is larger
than you with an attack or a spell, you can deal an
extra +2 damage.

You can use this trait 2 times per long rest, and you
can only use it once per turn.

| 2/ Long Rest ¢ Special
* Nimble Escape * MotM 20
You can take the Disengage or Hide action as a bonus
action on each of your turns.

| Nimble Escape: Disengage: 1 Bonus Action

| Nimble Escape: Hide: 1 Bonus Action

FEATURES & TRAITS
\
Shield 1 6 Ib. Piton 10 2.51b.
Hide 1 12 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Shortbow 1 21b. Tinderbox 1 11b.
Lance 1 6 Ib. Waterskin 1 51b.
Whip 1 31lb.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Lantern, Bullseye 1 2 lb.
WEIGHT CARRIED Pick, Miner's 1 10 Ib.
1425 Ib. Shovel 1 51b.
ENCUMBERED Tent, Two-Person 1 20 Ib.
240 Ib. Saddle, Exotic 1 40 Ib.
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
480 Ib. Hammer 1 31b.
EQUIPMENT ))




CHARACTER APPEARANCE
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Male 12 Small 111 cm 50
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Whatever helps Moss green Yellow Black
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

"

7 .
I have no qualms about stealing
from the dead.
Others tend to underestimate me.

Good.
PERSONALITY TRAITS
L~ 1

[ ~"1
Greed. | won't risk my life for nothing. | expect
some kind of payment.

IDEALS
L~ —~
[ ~"1
Mabm: my little treasure. Who's a good little
flying lizard? Yes, you are!
BONDS
L~ —~
[N "]
| don't have time for niceties.
Move it or lose it!
N FLAWS Y

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELL SAVE DC

SPELL ATTACK
BONUS

) .
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=== 1st LEVEL ===
Hunter's Mark <C>
Fog Cloud <C>
Goodberry

Speak with Animals

3 Slots 000
Ranger
Ranger

Ranger

Primal Awareness (Always Prepared)

1BA
1A
1A
1A

90 ft.

\%

120 ft./20 ft. Sphere  V/,S

Touch

Self

SPELLS

V,S,\M
V.S

Concentration, upto Lhour PHB 251
Concentration, upto Lhour PHB 243
Instantaneous ~ PHB 246

10 minutes PHB 277

Ext. D: (See Description)*, D: 1h, V

D: 1h, 20 ft. Sphere, V/S
VISIM
1/LR, D: 10m, V/S
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