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+5  Charisma

+1 Bonus on saves
Advantage against being
charmed or frightened
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O _#1  Arcana INT

® +6 Athletics STR
® _+11 Deception CHA
O _+1  History INT

O _+2 Insight wis

O +6 Intimidation CHA
® _*6  Investigation INT
O +2  Medicine wis

® +6  Nature INT

® +12  Perception WIS
QO _+6_ Performance CHA
® _t11 Persuasion CHA
O _*1  Religion INT

O _*4  Sleight of Hand DEX
® _+9 Stealth DEX

® _+7_ Survival wis
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+2_ Animal Handling wis
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35 ft. (Walking), 35 ft. (Climbing), 35 ft.
(Swimming)
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CLASS & LEVEL PLAYER NAME

Variant Human Feylost (Milestone)
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=== ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Herbalism Kit

=== LANGUAGES ===

Common, Draconic, Elvish, Giant, 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

Sorcery Points » 9 / Long Rest

You have limiteduse - No limited use data available
sorcery points that you regain when you finish a long
rest.

=== BONUS ACTIONS ===
Convert Sorcery Points

You can use your sorcery points to gain additional
spell slots or sacrifice spell slots to aain additional

sorcery points as a bonus action.

Telepathic Speech

As a bonus action, choose one creature you can
see within 30 ft. of you. You and the chosen creature
can speak telepathically with each other while you are
within 4 miles of each other). The telepathic
connection lasts for 9 minutes.

=== SPECIAL ===
Dreadful Strikes

When you hit a creature with a weapon, you can
deal an extra 1d4 psychic damage to the target, which
can take this extra damage only once per turn.

Maaical Guidance

74

\ ACTIONS
74 <\
PASSIVE WISDOM (PERCEPTION) Giant Slayer Scimitar +10 1d6+5 Slashing Martial, Finesse, Light, Green-Flame Blade: 2d8 Fire, 2d8+4 Fire
SCImltar’ +1 +10 1d6+5 Slashing Martial, Finesse, Light, Green-Flame Blade: 2d8 Fire, 2d8+4 Fire
PASSIVE WISDOM (INSIGHT)
Eldritch Blast +9 1d10 Force Count: 3, VIS
PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Str|ke +6 2 Bludgeonmg
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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 17, Spell Attack +9).
You can use an arcane focus as a spellcasting focus.

* Sorcerous Origin « PHB 101
| Aberrant Mind

* Psionic Spells « TCoE 67

You learn additional spells when you reach certain
levels in this class, as shown on the Psionic Spells
table.

* Telepathic Speech « TCoE 67

As a bonus action, choose one creature you can see
within 30 ft. of you. You and the chosen creature can
speak telepathically with each other while you are
within 4 miles of each other). The telepathic
connection lasts for 9 minutes.

| 1 Bonus Action

* Font of Magic « PHB 101

You have 9 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: 9 / Long Rest ¢ 1 Action

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

| Subtle Spell « PHB
When you cast a spell, you can spend <strong>1
sorcery point</strong> to cast it without any S or V
components.

| Metamagic - Subtle 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

* Psionic Sorcery « TCoE 68

When you cast any spell of 1st level or higher from
your Psionic Spells feature, you can cast it by
expending a spell slot as normal or by spending a
number of sorcery points equal to the spell’s level. If
you cast the spell using sorcery points, it requires no
verbal or somatic components, and it requires no
material components, unless they are consumed by
the spell.

| Special

* Psychic Defenses « TCoE 68

You gain resistance to psychic damage, and you have
advantage on saving throws against being charmed or
frightened.

=== 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
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=== SORCERER FEATURES === | Convert Sorcery Points: 1 Bonus Action success.

* Additional Sorcerer Spells « TCoE 65 * Metamagic Options * TCoOE 66 | Special

EQUIPMENT

FEATURES & TRAITS
Belt of Many Pouches 1 51b Acid (vial) 3 31b.
Cloak of Protection 1 - Alchemist's Fire (flask) 3 31b.
Giant Slayer Scimitar 1 3lb Ball Bearings (bag of 1,000) 2,000 4 b.
Scimitar, +1 1 3lb Caltrops (bag of 20) 20 2 |b.
Boots of False Tracks 1 - Chalk (1 piece) 10 --
Clothes of Mending 1 41b Healer's Kit 1 31b.
Ruby of the War Mage 1 - Holy Water (flask) 3 31b.
Serpent Scale Armor 1 45 |b. Magnifying Glass 1 --
Backpack 1 51b Mess Kit 1 1lb.
WEIGHT CARRIED Signal Whistle 1 -- Mirror, Steel 1 0.51b.
207.75 Ib. Waterskin 1 51b Oil (flask) 3 31b.
ENCUMBERED Riding Horse 1 -
180 Ib. Saddlebags 1 81b Cloak of Protection 1 -
PUSH/DRAG/LIFT Arcane Focus 1 - Ruby of the War Mage 1 -
360 Ib. Potion of Healing (Greater) 3 151b.




—

lven Grizzlyrunner

CHARACTER NAME

Ranger 6 / Sorcerer 9

wcwilson82355

CLASS & LEVEL PLAYER NAME
Variant Human Feylost (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

7

* 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.

| Giants « PHB
Giants tower over humans and their kind. They are
humanlike in shape, though some have multiple heads
(ettins) or deformities (fomorians).

| 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.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* 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 15, Spell Attack +7).

* 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
| Fey Wanderer

* Dreadful Strikes « TCoE 58

When you hit a creature with a weapon, you can deal
an extra 1d4 psychic damage to the target, which can
take this extra damage only once per turn.

| Special

* Fey Wanderer Magic « TCoE 58

You learn an additional spell when you reach certain
levels in this class, as shown in the Fey Wanderer
Spells table.

* Otherworldly Glamour « TCoE 59
Whenever you make a CHA check, you gain a +2
bonus to the check..

* 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.

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31

You can speak, read, and write Common and one

ADDITIONAL FEATURES & TRAITS

N

extra language.

* Ability Score Increase « BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

=== FEATS ===

* Alert « PHB 165

You gain a +5 bonus to initiative, you can't be
surprised while you are conscious, and other creatures
don’t gain advantage on attack rolls against you as a
result of being unseen by you.

* Magic Initiate (Warlock) « PHB

You learn two cantrips of your choice from the warlock
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.

ADDITIONAL EQUIPMENT
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Piton 5 1.251b. Waterskin 1 51Ib
Potion of Healing 3 151b. Herbalism Kit 1 31b.
Spyglass 1 1lb. Blanket 1 31b.
Tinderbox 1 11b. Bit and Bridle 1 1lb
Whetstone 1 11b. Saddle, Riding 1 25 Ib.
String 10 --
Small Knife 1 -
Cloak of Many Fashions 1 -
Bedroll 1 7 Ib.
Fishing Tackle 1 4 1b.
Grappling Hook 1 4 1b.
Rations (1 day) 10 20 Ib.
Rope, Silk (50 feet) 1 5 lb.
Scale, Merchant's 1 31b.
Tent, Two-Person 1 20 Ib.

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Mending Sorcerer -- im Touch V,S,M Instantaneous PHB 259 VISIM
QO Control Flames Sorcerer -- 1A 60 ft./5 ft. Cube S Instantaneous  EE 152 5 ft. Cube, S
O Mold Earth Sorcerer - 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Message Sorcerer - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
QO Eldritch Blast Magic Initiate (Warlock) +9 1A 120 ft. V.S Instantaneous  PHB 237  Count: 3, V/S
O Green-Flame Blade Magic Initiate (Warlock) +9 1A Self/5 ft. Sphere  S,M Instantaneous ~ SCAG 142 5 ft. Sphere, S/IM
P Mind Sliver Psionic Spells (Always Prepared) INT 17 1A 60 ft. \ Instantaneous  TCoE 108 V
=== 1st LEVEL === 4 Slots OO0O0
O Goodberry Ranger -- 1A Touch V,S,M Instantaneous PHB 246  V/S/M
O Hunter's Mark <C> Ranger -- 1BA 90 ft. \Y Concenuation, upto 1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
O Witch Bolt <C> Sorcerer +9 1A 30 ft. V,S,M  concentration, upto 1minute - PHB 289 D: 1m, V/SIM
O Thunderwave Sorcerer CON17 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Hex<C> Magic Initiate (Warlock) - 1BA 90 ft. V,S,M  concentration, o 1howr - PHB 251 1/LR, D: 1h, V/ISIM
P Charm Person Fey Wanderer Magic (Always Prepared) WIS 15 1A 30 ft. V.S 1 hour PHB 221  D:1h,V/S
P Speak with Animals Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277  1/LR, D: 10m, VIS
P Arms of Hadar Psionic Spells (Always Prepared) STR 17 1A Self/10 ft. Sphere  V,S Instantaneous  PHB 215 10 ft. Sphere, V/S
P Dissonant Whispers Psionic Spells (Always Prepared) WIS 17 1A 60 ft. \% Instantaneous  PHB 234 V
===2nd LEVEL === 3 Slots 000
O Darkvision Ranger - 1A Touch V,S,M 8 hours PHB 230 D: 8h, V/SIM
QO Pass without Trace <C> Ranger - 1A Self V,S,M  concenuation. upro1howr - PHB 264  D: 1h, V/S/M
QO Scorching Ray Sorcerer +9 1A 120 ft. V,S Instantaneous  PHB 273 VIS
O Snilloc’s Snowball Swarm Sorcerer DEX 17 1A 90 ft./5 ft. Sphere V,S,M Instantaneous EE 165 5 ft. Sphere, V/S/IM
P Misty Step Fey Wanderer Magic (Always Prepared) -- 1BA  Self \Y Instantaneous  PHB 260 V
P Beast Sense <C> Primal Awareness (Always Prepared) - 1A Touch S concentaton, wpto thow PHB 217 1/LR, D: 1h, S
P Calm Emotions <C> Psionic Spells (Always Prepared) CHA 17 1A 60 ft./20 ft. Sphere  V/,S Concenuation, po 1minte - PHB 221 D: 1m, 20 ft. Sphere, V/S
P Detect Thoughts <C> Psionic Spells (Always Prepared) WIS 17 1A Self V,S,M  concentration, oo 1minute - PHB 231 D: 1m, V/S/M
=== 3rd LEVEL === 3 Slots OO0
O Haste <C> Sorcerer - 1A 30 ft. V,S,M  concentation, pto 1minute - PHB 250 D: 1m, V/SIM
O Melf's Minute Meteors <C> Sorcerer DEX 17 1A Self V,S,M  concentration, upto 10 minutes EE 161 D: 10m, V/S/IM
P Hunger of Hadar <C> Psionic Spells (Always Prepared) DEX 17 1A 150 ft./20 ft. Sphere \/,S,M  concentration, w01 minwe - PHB 251 D: 1m, 20 ft. Sphere, V/S/M
P Sending Psionic Spells (Always Prepared) -- 1A Unlimited V,S,M 1 round PHB 274  D: 1Rnd, V/S/IM
=== 4th LEVEL === 3 Slots OO0
QO Fire Shield Sorcerer -- 1A Self V,S,M 10 minutes PHB 242 D: 10m, V/S/IM
O Storm Sphere <C> Sorcerer STR17/+9 1A 150ft/20ft Sphere VS Concenvaionpoiminue EE 166 D: 1m, 20 ft. Sphere, VIS
P Evard's Black Tentacles <C> Psionic Spells (Always Prepared) DEX 17 1A 90 ft/20 ft. Square  V/,S,M  Concentation.wpro1mine - PHB 238 D: 1m, 20 ft. Square, V/S/M
P Summon Aberration <C> Psionic Spells (Always Prepared) -- 1A 90 ft. V,S,M  Concentration, upto 1hour  TCOE 109  sveca us e her 0. vism
=== 5th LEVEL === 2 Slots 00
O Synaptic Static Sorcerer INT17 1A 120 ft/20 ft. Sphere  V/,S Instantaneous  XGtE 167 20 ft. Sphere, V/S
O Bigby's Hand <C> Sorcerer -- 1A 120 ft. V,S,M  concenvation, spro1minwe - PHB 218 D: 1m, V/S/M
P Rary's Telepathic Bond Psionic Spells (Always Prepared) -- 1A 30 ft. V,S,M 1 hour PHB 270 D: 1h, VISIM
P Telekinesis <C> Psionic Spells (Always Prepared) -- 1A 60 ft. V,S Concentration, up o 10minutes - PHB 280 D: 10m, VIS
SPELLS
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