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INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Navigator's Tools, Vehicles (Space)
ABILITY SAVE DC |
P P === LANGUAGES ===
Common, Deep Speech, Draconic, Gith,
/7 N\

35 ft. (Walking), 35 ft. (Climbing), 35 ft.
(Swimming)

Q SPEED J

Goblin, Sylvan, Undercommon

4 PROFICIENCIES & LANGUAGES

=== 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

Deft Explorer: Tireless « 6 / Long Rest

As an action, you can give yourself
<strong>1d8</strong>+5 temporary hit points
(minimum of 1 temporary hit point). You regain all
expended uses when you finish a long rest.

Detect Portal « 1 / Short Rest
Once per short rest, as an action, you detect the
distance and direction to the closest planar portal

within 1 mile of you.

=== BONUS ACTIONS ===
Ethereal Step ¢ 1/ Short Rest

Once per short rest, as a bonus action, you can
cast the <em>etherealness</em> spell, without
expending a spell slot, but the spell ends at the end of
the current turn.

Great Weapon Master Attack

On your turn, when you score a critical hit with a
melee weapon or reduce a creature to 0 HP with one,
you can make one melee weapon attack as a bonus
action.

Nature’s Veil « 6 / Lona Rest

ACTIONS

74
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21 PASSIVEWISDOM (PERCEPTION) Dagger, +2, of throwing +13 1d4+7 Piercing Simple, Finesse, Light, Thrown, Range (20/60)

Javelin of Lightning +11 1d6+5 Piercing  +4ds Lightning, 1 Charge, Simple, Thrown, Range (30/120)
15 PASSIVE WISDOM (INSIGHT)

Llaw’s Halberd, +2 +13 1d10+7 Slashing Martial, Heavy, Reach, Two-Handed
11 PASSIVE INTELLIGENCE (INVESTIGATION) Longbow, +1 +9 1d8+3 Piercing  Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)

Darkvision 60 ft. Longsword, +1 +12 1d8+6 Slashing Martial, Versatile
< Unarmed Strike +11 6 Bludgeoning
SENSES g WEAPON ATTACKS & CANTRIPS /
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=== RANGER FEATURES === number.
| Aberrations « PHB

* Deft Explorer « TCOE 56 Aberrations are utterly alien beings. Many of them | 1 Action

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.

| Roving (6th Level) « TCoE 56
Your walking speed increases by 5, and you gain a
climbing speed and a swimming speed equal to your
walking speed.

| Tireless (10th Level) « TCoE 56
As an action, you can give yourself
<strong>1d8</strong>+5 temporary hit points
(minimum of 1 temporary hit point). You regain all
expended uses when you finish a long rest.
In addition, whenever you finish a short rest, your
exhaustion level, if any, is decreased by 1.

| Deft Explorer: Tireless: 6 / Long Rest * 1 Action
| Deft Explorer: Tireless (exhaustion): Special
* 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.

have innate magical abilities drawn from the creature's
alien mind rather than the mystical forces of the world.

| Dragons « PHB
Dragons are large reptilian creatures of ancient origin
and tremendous power. True dragons are highly
intelligent and have innate magic.

| Humanoids « PHB
Humanoids are the main peoples of the world, both
civilized and savage, including humans and a
tremendous variety of other species.

* Additional Ranger Spells « TCoE 57

* 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 19, Spell Attack +11).

* Ranger Archetype « PHB 92
| Horizon Walker

* 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

* Horizon Walker 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.

* Detect Portal « XGtE 42

Once per short rest, as an action, you detect the
distance and direction to the closest planar portal
within 1 mile of you.

| 1/ Short Rest « 1 Action

* Planar Warrior « XGtE 42

As a bonus action, choose one creature you can see
within 30 ft. of you. The next time you hit that creature
on this turn with a weapon attack, all damage dealt by
the attack becomes force damage, and the creature
takes an extra 2d8 force damage from the attack.

| 1 Bonus Action

* Martial Versatility « TCoE 57

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can replace
a fighting style you know with another fighting style
available to rangers. This replacement represents a
shift of focus in your martial practice.

* Ability Score Improvement « PHB 92

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

* Ethereal Step « XGtE 43
Once per short rest, as a bonus action, you can cast
the <em>etherealness</em> spell, without expending

FEATURES & TRAITS
\\
Belt of Many pouches 1 5 lb. Wand of Magic Detection 1 --
Bag of Holding 1 15 Ib. Wand of Magic Missiles 1 --
Boots of Elvenkind 1 - Wand of Secrets 1 --
Cloak of Protection 1 - Keoghtom's Ointment 1 0.5 Ib.
Ring of Protection 1 - Swiss Army Wand 1 --
Longsword, +1 1 31b. Antidote 3 --
Clothes of Mending 1 4 1b. Acid (vial) 5 51b.
Radiance 1 - Alchemist's Fire (flask) 5 51b.
Dagger, +2, of throwing 1 1lb. Ball Bearings (bag of 1,000) 3,000 6 Ib.
WEIGHT CARRIED Llaw’s Halberd, +2 1 6 Ib. Chalk (1 piece) 10 --
182.2 Ib. Serpent Scale Armor, +3 1 45 |b. Healer's Kit 1 3b.
ENCUMBERED Backpack 1 51b.
300 Ib. Quiver 1 11b. Cloak of Protection 1 -
PUSH/DRAG/LIFT Signal Whistle 1 - Ring of Protection 1 -
600 Ib. Goggles of Night 1 - Radiance 1 --
EQUIPMENT
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a spell slot, but the spell ends at the end of the current
turn.

| 1/ Short Rest « 1 Bonus Action

* 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.

* Nature’s Veil « TCoE 57

You draw on the powers of nature to hide yourself from
view briefly. As a bonus action, you can magically
become invisible, along with any equipment you are
wearing or carrying, until the start of your next turn.
You can use this feature 6 times, and you regain all
expended uses when you finish a long rest.

| 6/ Long Rest « 1 Bonus Action

* Distant Strike « XGtE 43

When you take the Attack action, you can teleport up
to 10 ft. before each attack to an unoccupied space
you can see. If you attack at least two different
creatures with the action, you can make one additional
attack with it against a third creature.

| Special
* 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

* Spectral Defense « XGtE 43

When you take damage from an attack, you can use
your reaction to give yourself resistance to all of that
attack’s damage on this turn.

| 1 Reaction

* 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 +5 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

=== GITHYANKI 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.

* Creature Type ¢ MotM 18
You are a Humanoid.

ADDITIONAL FEATURES & TRAITS

* Size « MotM 18
You are Medium.

* Speed * MotM 18
Your walking speed is 30 ft.

* Astral Knowledge « MotM 18

Whenever you finish a long rest, you gain proficiency
in one skill and one weapon or tool of your choice from
the <em>Player's Handbook</em>. These
proficiencies last until the end of your next long rest.

* Githyanki Psionics « MotM 18

You learn <em>mage hand</em> and the hand is
invisible when you cast it using this trait. At 3rd level
you can cast <em>jump</em>, and at 5th level you
can cast <em>misty step</em>, without requiring
material components. Once you cast either spell, you
can't cast that spell again until you finish a long rest.
You can also cast these spells using any spell slots
you have of the appropriate level.

Your spellcasting modifier is either Intelligence,
Wisdom, or Charisma (choose when you select this
race).

* Psychic Resilience « MotM 18
You have resistance to psychic damage.
=== FEATS ===
* Fighting Initiate « TCoE 80
You learn one Fighting Style option of your choice from
the fighter class.
| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee

weapons wielded with two hands.

* Great Weapon Master « PHB 167

N

Magnifying Glass
Mirror, Steel

Oil (flask)
Whetstone
Antitoxin

String

Small Knife

Cloak of Many Fashions
Bedroll

Caltrops (bag of 20)
Clothes, Traveler's
Fishing Tackle
Grappling Hook
Mess Kit

Rations (1 day)

1 - Rope, Silk (50 feet)
1 0.5 Ib. Scale, Merchant's
5 51b. Tinderbox

1 11b. Torch

3 - Waterskin

10 - Javelin of Lightning
1 - Longbow, +1

1 - Arrows

1 7 1b.

20 2 lb.

1 41b.

1 41b.

1 41b.

1 11b.

10 20 Ib.

ADDITIONAL EQUIPMENT

1 51Ib
1 31b.
1 11lb.
10 10 Ib.
1 51b.
1 21b.
1 21b.
20 1lb.
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On your turn, when you score a critical hit with a melee
weapon or reduce a creature to 0 HP with one, you
can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

| Great Weapon Master Attack: 1 Bonus Action

* Polearm Master « PHB 168

When you take the Attack action with only a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of d4
(bludgeoning). While you are wielding a glaive,
halberd, pike, quarterstaff, or spear, other creatures
provoke an opportunity attack from you when they
enter your reach.

| Polearm Master - Bonus Attack: 1 Bonus Action
| Polearm Master - Opportunity Attack: 1 Reaction

* Tough « PHB 170
Your HP maximum increases by 40.

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS === (At Will)
QO Create Bonfire <C> Swiss Army Wand DEX 19 1A 60 ft./5 ft. Cube V,S Concentration, upto L minute  EE 152 1 Charge (7/7), D: 1m, 5 ft. Cube, V/S
=== 1st LEVEL === 4 Slots OO00
O Goodberry Ranger - 1A Touch V,S,M Instantaneous PHB 246 VISIM
QO Zephyr Strike <C> Ranger -- 1BA  Self \% Concentration, wp o 1 minwte - XGtE 171 D: 1m, V
O Hunter's Mark <C> Ranger -- 1BA 90 ft. \% Concenuation, upto1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
O Detect Magic <C> Wand of Magic Detection -- 1A Self/30 ft. Sphere  V,S concenation, upro ominwtes - PHB 231 1 Charge (3/3), D: 10m, 30 ft. Sphere, V/S
O Magic Missile Wand of Magic Missiles -- 1A 120 ft. V.S Instantaneous  PHB 257 1 Charge (7/7), VIS
QO Protection from Evil and Good <C> Horizon Walker Magic -- 1A Touch V,S\M  concenvaion o 20mnwees - PHB 270 D: 10m, V/S/M
===2nd LEVEL === 3 Slots 000
O Pass without Trace <C> Ranger -- 1A Self V,S,M  concenration, pto 1hour  PHB 264 D: 1h, V/S/M
O Spike Growth <C> Ranger - 1A 150 ft./20 ft. Sphere  \/,S,M  concenvation, wproominwes - PHB 277 D: 10m, 20 ft. Sphere, V/S/IM
O Enhance Ability <C> Radiance - 1A Touch V,S,M  concenuation, upto1howr - PHB 237 1 Charge, D: 1h, VIS/IM
O Misty Step Horizon Walker Magic - 1BA  Self \Y Instantaneous  PHB 260 V
===3rd LEVEL === 3 Slots 000
O Ashardalon’s Stride <C> Ranger - 1BA  Self V,S Concentration, upto L minute FTOD 19 D: 1m, VIS
O Conjure Animals <C> Ranger - 1A 60 ft. V,S Concentration, upto 1hour - PHB 127 Creatures: (See Description)*, D: 1h, V/S
O Conjure Barrage Ranger DEX 19 1A Self/60 ft. Cone V,S,M Instantaneous PHB 225 60 ft. Cone, V/S/IM
O Haste <C> Horizon Walker Magic - 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 250 D: 1m, V/SIM
=== 4th LEVEL === 3 Slots 000
O Freedom of Movement Ranger - 1A Touch V,S,M 1 hour PHB 244  D: 1h, VISIM
O Guardian of Nature <C> Ranger - 1BA  Self Y, Concentiaion, pro 1minte - XGtE 157 D: 1m, V
O Banishment <C> Horizon Walker Magic CHA 19 1A 60 ft. V,S,M  concenuation, upto 1 mine PHB 217 D: 1m, V/SIM
=== 5th LEVEL === 2 Slots OO
O Steel Wind Strike Ranger +12 1A 30 ft. SM Instantaneous  XGtE 166 S/M
QO Teleportation Circle Horizon Walker Magic - im 10 ft. V.M 1 round PHB 282 D:1Rnd, V/IM
=== T7th LEVEL ===
QO Etherealness Ethereal Step -- 1BA  Self V,S 8 hours PHB 238 1/SR, D: 8h, VIS
SPELLS
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