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ﬁa +9  Strength \ 7/ \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH ‘ © +u4 Dexterity
O +5 Constitution +12 30 150 S
O _+5_ Intelligence
O +5 Wisdom INITIATIVE CLASS \§ HIT POINTS /
O +8 Charisma / y , \
6d10 + 7d8 + 7d6 SUCCESSESO:O:O
[ DEXTERITY
+1 Bonus on saves FAILURES O=O=O
+2 Bonus on saves
+ 5 Advantage against being charmed, \§ DEFENSES \ HIT DICE \ DEATH SAVES /)
and magic can’t put you to sleep &
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] (@ +17  Acrobatics DEX \ N - WEAPONS o=
) ) PROFICIENCY BONUS o T
+2 | | @ & Anima Handling wis j Martial Weapons, Simple Weapons
O +2 Arcana INT =
i === TOOLS ===
O _#0_ Athletics sTR = — Herbalism Kit, Thieves' Tools, Vehicles
O _+5_ Deception CHA ABILITY SAVE DC | (Land), Woodcarver's Tools
S==x F—
O 22 History INT === LANGUAGES ===
O _+2 Insight wis 7% N Com_mon, Deep Speech, Draconic, Elvish,
O 5 Intimidat 35 ft. (Walking), 30 ft. (Flying), 35 ft. Goblin, Sylvan, Thieves’ Cant,
5 Intimidation CHA (Climbing), 35 ft. (Swimming) Undercommon
® +15 Investigation INT
O +2  Medicine wis \ SPEED /
® +8 Nature INT ) PROFICIENCIES & LANGUAGES
® +14 Perception wis , \
QO _+5  Performance CHA === ACTIONS === sorcery points as a bonus action.
+ 2 _ Standard Actions
O _*5_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Cunning Action
O +2 Religion INT Help, Hide, Ready, Search, Use an Object, You can take a bonus action on each of your turns
Q g Opportunity Attack, Grapple, Shove, Improvise, to take the Dash, Disengage, or Hide action.
> 3 ® *22 Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
Steady Aim
® 11 Stealth DEX Sorcery Points « 7 / Long Rest As a bonus action, you give yourself advantage on
U CHARISMA ) ® 8 Survival wis You have limiteduse - No limited use data available  your next attack roll on the current tum. You can use
sorcery points that you regain when you finish a long this bonus action only if you haven’'t moved during this
+5 O rest. turn, and after you use the bonus action, your speed is
- 0 until the end of the current turn.
(@) === BONUS ACTIONS ===
0 Convert Sorcery Points === REACTIONS ===
- You can use your sorcery points to gain additional Uncanny Dodge
spell slots or sacrifice spell slots to gain additional When an attacker that vou can see hits vou with an
\ SKILLS / \ ACTIONS )
r // \\
24 PASSIVE WISDOM (PERCEPTION) Dagger’ +2, of throwing +13 1d4+7 Piercing Simple, Finesse, Light, Thrown, Range (20/60), Green-Flame Blade: 3d8 Fire, 3d8+5 Fire
Dragon Slayer Scimitar +12 1d6+6 Slashing Marial, Finesse, Light, Green-Flame Blade: 3d Fire, 3d8+5 Fire
12 PASSIVE WISDOM (INSIGHT)
Giant S|ayer Shortsword +12 1d6+6 Piercing Martial, Finesse, Light, Green-Flame Blade: 3d8 Fire, 3d8+5 Fire
25 PASSIVEINTELLIGENCE (INVESTIGATION) Handaxe, +2, of Throwing +8 1d6+2 Slashing  simte. tigh. Thrown, Range (20/60), Green-Fiame Blade: 308 Fire, 348+ Fire
Darkvision 90 ft. Javelin of Lightning +6 1d6 Piercing 408 Lighing, 1 Charge, Smpl,Thown, Rang (30120, Gree Fame Blace 348 i, 30845 Fire
< Javelin of Lightning +6 1d6 Piercing 4466 Lighining, 1 Gharge, imple, Throun, Range (30120, Grer-Flame Biade: 363 Fre, 36645 e 7
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== ROGUE FEATURES ===

* Hit Points « PHB 95
* Proficiencies « PHB 95

* Expertise « PHB 96
Your proficiency bonus is doubled for any ability check
you make that uses any of the chosen proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 4d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don't have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves' cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

* Cunning Action « PHB 96
You can take a bonus action on each of your turns to
take the Dash, Disengage, or Hide action.

| 1 Bonus Action

* Steady Aim « TCoE 62

As a bonus action, you give yourself advantage on
your next attack roll on the current turn. You can use
this bonus action only if you haven't moved during this
turn, and after you use the bonus action, your speed is
0 until the end of the current turn.

| 1 Bonus Action
* Roguish Archetype « PHB 96
| Swashbuckler

* Fancy Footwork « SCAG 47

During your turn, if you make a melee attack against a
creature, that creature can’t make opportunity attacks
against you for the rest of your turn.

* Rakish Audacity « SCAG 47

You add your CHA modifier (+5) to your initiative rolls.
You don't need advantage on the attack roll to use
your Sneak Attack against a creature if you are within
5 ft. of it, no other creatures are within 5 ft. of you, and
you don't have disadvantage on the attack roll.

* Ability Score Improvement « PHB 96

* Uncanny Dodge * PHB 96

When an attacker that you can see hits you with an
attack, you can use your reaction to halve the attack’s
damage against you.

| 1 Reaction

* Evasion « PHB 96

When you are subjected to an effect that allows you to
make a DEX saving throw to take only half damage,
you instead take no damage if you succeed on the
saving throw, and only half damage if you fail.

=== SORCERER FEATURES ===
* Additional Sorcerer Spells « TCoE 65
Your Sorcerer has additional spells available to them,

as designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 100

* Proficiencies « PHB 100

* Spellcasting « PHB 101

You can cast known sorcerer spells using CHA as your
spellcasting modifier (Spell DC 19, Spell Attack +11).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Draconic Bloodline

* Dragon Ancestor « PHB 102

You have a specific dragon type as your ancestor. You
can speak, read, and write Draconic and you double
your proficiency bonus for CHA checks involving
dragons.

| Silver Dragon « PHB

* Draconic Resilience « PHB 102
Your max HP increases by 7. When you aren’t wearing
armor, your AC equals 18.

* Font of Magic « PHB 101

You have 7 sorcery points that you regain when you
finish a long rest. You can use your sorcery points to
gain additional spell slots or sacrifice spell slots to gain
additional sorcery points as a bonus action.

| Sorcery Points: 7 / Long Rest 1 Action
| Convert Sorcery Points: 1 Bonus Action
* Metamagic Options * TCoE 66

* Metamagic « PHB 101
You gain the ability to twist spells to suit your needs.

| Quickened Spell « PHB
When you cast a spell that has a casting time of 1
action, you can spend <strong>2 sorcery

N

EQUIPMENT

FEATURES & TRAITS
Belt of Many Pouches 1 51b. Saddlebags 1 81b
Bag of Holding 1 15 Ib. Signal Whistle 1 --
Bag of Tricks 1 0.5 Ib. Warhorse 1 --
Handy Haversack 1 5 lb. Waterskin 1 51b.
Necklace of Fireballs 1 - Dagger, +2, of throwing 1 11b.
Dragon Slayer Scimitar 1 3lb. Handaxe, +2, of Throwing 1 2 b.
Giant Slayer Shortsword 1 2 lb. Cormanthor Cloak of Arachnida 1 --
Shield, +2 1 6 Ib. Serpent Scale Armor, +3 1 45 Ib.
Whip, +1 1 3lb. Shandakul's Boots 1 --
WEIGHT CARRIED Gloves of Thievery 1 - Chime of Opening 1 11b.
295.7 Ib. Quiver of Ehlonna 1 2 1b. Cloak of the Manta Ray 1 --
ENCUMBERED Clothes of Mending 1 4 1b.
150 Ib. Ruby of the War Mage 1 - Ruby of the War Mage 1 --
PUSH/DRAG/LIFT Feather Token (Feather Fall) 1 - Cormanthor Cloak of Arachnida 1 -
300 Ib. Riding Horse 1 - Staff of Power 1 -
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points</strong> to change the casting time to 1 bonus
action for this casting.

| Metamagic - Quickened Spell: Special

| Twinned Spell « PHB
You can spend sorcery points equal to a
<strong>spell's level</strong> (1 for a cantrip) to target
a second creature in range with the same spell, as
long as the spell at the level it's being cast is incapable
of targeting more than one creature.

| Metamagic - Twinned Spell: Special

* Sorcerous Versatility « TCoE 66

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following, representing the magic within you
flowing in new ways:

- Replace one of the options you chose for the
Metamagic feature with a different Metamagic option
available to you.

- Replace one cantrip you learned from this class’s
Spellcasting feature with another cantrip from the
sorcerer spell list.

* Ability Score Improvement « PHB 102

* Magical Guidance  TCoE 66

When you make an ability check that fails, you can
spend 1 sorcery point to reroll the d20, and you must
use the new roll, potentially turning the failure into a
success.

| Special

* Elemental Affinity (Cold) « PHB 102

When you cast a spell that deals damage of the type
associated with your draconic ancestry, you can add
+5 to one damage roll of that spell. At the same time,
you can spend 1 sorcery point to gain resistance to

that damage type for 1 hour.
| Elemental Affinity: Special
=== 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.

| 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.

* 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.

| Aberrations « PHB
Aberrations are utterly alien beings. Many of them
have innate magical abilities drawn from the creature's
alien mind rather than the mystical forces of the world.

| Humanoids « PHB
Humanoids are the main peoples of the world, both

ADDITIONAL FEATURES & TRAITS

Half-Elf Folk Hero (Milestone)
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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 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 16, Spell Attack +8).

* 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
| Gloom Stalker

* 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 (+2) 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

Elemental Gem (Blue Sapphire)
Eyes of Minute Seeing

Potion of Climbing

Potion of Heroism

Potion of Water Breathing

Wand of Magic Detection

Wand of Magic Missiles

Wand of Secrets

Elemental Gem (Yellow Diamond)
Elemental Gem (Red Corundum)
Elemental Gem (Emerald)
Potion of Healing (Greater)
Potion of Healing (Superior)
Potion of Fire Resistance

Elixir of Health

1 - Keoghtom's Ointment
1 - Keoghtom's Ointment
1 - Keoghtom's Ointment
1 - Keoghtom's Ointment
1 - Keoghtom's Ointment
1 - Swiss Army Wand

1 - Cloak of Many Fashions
1 - Antidote

1 -- Pixie Dust

1 -- Pixie Dust

1 -- Pixie Dust

5 251b. Pixie Dust

5 251b. Pixie Dust

1 - Lantern of Investigation
1 - Acid (vial)

ADDITIONAL EQUIPMENT

1 0.5 Ib.
1 0.5 Ib.
1 0.5 Ib.
1 0.5 Ib.
1 0.5 Ib.
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action, dealing an extra 1d8 damage of the weapon’s
damage type on a hit.

| 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.

* 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.

=== HALF-ELF RACIAL TRAITS ===

* Ability Score Increase ¢ BR 39

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

* Languages ¢ BR 39

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Chill Touch Sorcerer +13 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
O Dancing Lights <C> Sorcerer -- 1A 120 ft. V,S,M  concentation, pto 1 minue - PHB 230 D: 1m, V/SIM
QO Green-Flame Blade Sorcerer +13 1A Self/5 ft. Sphere  S,M Instantaneous  SCAG 142 5 ft. Sphere, SIM
O Mending Sorcerer - im Touch V,S,M Instantaneous PHB 259 VISIM
O Ray of Frost Sorcerer +13 1A 60 ft. V,S Instantaneous  PHB 271 VIS
QO Create Bonfire <C> Swiss Army Wand DEX 19 1A 60 ft./5 ft. Cube V,S Concentration, up to 1 minute  EE 152 1 Charge (7/7), D: 1m, 5 ft. Cube, VIS

=== 1st LEVEL === 4 Slots OO00
O Goodberry Ranger -- 1A Touch V,S,M Instantaneous PHB 246  V/SIM
O Hunter's Mark <C> Ranger - 1BA 90 ft. \% Concenuation, upto 1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
O Chromatic Orb Sorcerer +13 1A 90 ft. V,S\M Instantaneous PHB 221  V/S/M
O Thunderwave Sorcerer CON19 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Detect Magic <C> Wand of Magic Detection - 1A Self/30 ft. Sphere  V,S concenaiion, upto 0minutes - 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
O Magic Missile Staff of Power - 1A 120 ft. V,S Instantaneous  PHB 257 1 Charge (20/20), VIS
O Disguise Self Gloom Stalker Magic -- 1A Self V.S 1 hour PHB 233 D:1h, VIS
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 Pass without Trace <C> Ranger - 1A Self V,S,M  concentration, upto 1hour - PHB 264~ D: 1h, VIS/M
O Spike Growth <C> Ranger - 1A 150 ft./20 ft. Sphere V,S,M  concenaion. o tominwes - PHB 277 D: 10m, 20 ft. Sphere, V/IS/M
O Rime’s Binding Ice Sorcerer CON19 1A Self/30 ft. Cone  S,M Instantaneous  FToD 21 30 ft. Cone, SIM
O Snilloc’s Snowball Swarm Sorcerer DEX 19 1A 90 ft./5 ft. Sphere  V,S,M Instantaneous EE 165 5 ft. Sphere, V/S/IM
O Levitate <C> Staff of Power CON19 1A 60 ft. V,S,M  concentation.wpo0minues PHB 255 2 Charges (20/20), D: 10m, V/S/M
O Ray of Enfeeblement <C> Staff of Power conig/+13 A 60 ft. V,S Concenuation, po1mine - PHB 271 1 Charge (20/20), D: 1m, V/S
O Rope Trick Gloom Stalker Magic - 1A Touch V,S,M 1 hour PHB 272  D: 1h, V/ISIM
P Beast Sense <C> Primal Awareness (Always Prepared) - 1A Touch S concentaton, wpto thow PHB 217 1/LR, D: 1h, S

=== 3rd LEVEL === 3 Slots OO0
O Haste <C> Sorcerer - 1A 30 ft. V,S,M  concentration, pto 1minute - PHB 250 D: 1m, V/SIM
O Dispel Magic Sorcerer -- 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, VIS
O Fireball Necklace of Fireballs DEX 15 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous PHB 241 1 Charge (9/9), 20 ft. Sphere, V/SIM

=== 4th LEVEL === 3 Slots OO0
O Ice Storm Sorcerer DEX 19 1A 300ft/20 ft. Cylinder V,S,M  Instantaneous = PHB 252 20 ft. Cylinder, V/SIM
O Dimension Door Sorcerer - 1A 500 ft. \% Instantaneous PHB 233 V

=== 5th LEVEL === 2 Slots OO
O Conjure Elemental <C> Elemental Gem (Blue Sapphire) -- im 90 ft. V,S,M  concenration, upro 1hour - PHB 225 1 Charge, Special: (See Description)*, D: 1h, V/S/IM
O Conjure Elemental <C> Elemental Gem (Yellow Diamond) -- im 90 ft. V,S,M  concenration, upro 1howr - PHB 225 1 Charge, Special: (See Description)*, D: 1h, V/S/IM
QO Conjure Elemental <C> Elemental Gem (Red Corundum) -- im 90 ft. V,S,M  concenration, upro 1hour - PHB 225 1 Charge, Special: (See Description)*, D: 1h, V/S/M
O Conjure Elemental <C> Elemental Gem (Emerald) -- im 90 ft. V,S,M  concenration, upro 1hour  PHB 225 1 Charge, Special: (See Description)*, D: 1h, V/S/M
O Cone of Cold Staff of Power CON 19 1A Self/60 ft. Cone V,S,M Instantaneous PHB 224 5 Charges (20/20), 60 ft. Cone, V/S/M
O Fireball Staff of Power DEX19 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous PHB 241 5 Charges (20/20), 20 ft. Sphere, V/S/M
O Hold Monster <C> Staff of Power WIS19 1A 90 ft. V,S,M  concenvation, so1minwe - PHB 251 5 Charges (20/20), D: 1m, V/S/IM
QO Lightning Bolt Staff of Power DEX 19 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 5 Charges (20/20), 100 ft. Line, V/S/M
O Wall of Force <C> Staff of Power -- 1A 120 ft. V,S\M  concenvaion, oo 0mnues - PHB 285 5 Charges (20/20), D: 10m, V/IS/M

=== 6th LEVEL ===

SPELLS

> 4
L
Y
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O Globe of Invulnerability <C>

Staff of Power

1A

Self/10 ft. Sphere V,S,M

SPELLS

Concentration, upto 1minue PHB 245

6 Charges (20/20), Special: (See Description)*, D: 1m, 10 ft. Sphere, V/IS/M

> 4

N




