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Ranger 3/ Monk 3 / Wizard 4
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wcwilson82355

CLASS & LEVEL PLAYER NAME
Variant Human Far Traveler (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+8 15 73 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
3d10 + 3d8 + 4d6 SUCCESSESO:O:O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Calligrapher's Supplies, Cartographer's
ABILITY SAVE DC | Tools, Cook's Utensils, Flute, Jeweler's
p— p— Tools, Tinker's Tools
7 N === LANGUAGES ===
40 ft. (Walking), 70 ft. (Swimming) Common, Draconic, Dwarvish, Elvish, Goblin,
Sylvan
A SPEED )
i 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

=== BONUS ACTIONS ===
Flurry of Blows

After you take the Attack action on your turn, you
can spend 1 ki point to make two unarmed strikes as a
bonus action.

Patient Defense
You can spend 1 ki point to take the Dodge action
as a bonus action on your turn.

Step of the Wind

You can spend 1 ki point to take the Disengage or
Dash action as a bonus action on your turn, and your
jump distance is doubled for the turn.

Unarmed Strike

When you use the Attack action with an unarmed
strike or a monk weapon on your turn, you can make
one unarmed strike as a bonus action.

=== REACTIONS ===
Deflect Missiles

You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When vou do so. the damaae vou take from the attack

74

ACTIONS
[ N
20 PASSIVEWISDOM (PERCEPTION) Net +7 Bludgeoning Martial, Special, Thrown, Range (5/15)
Sling +7 1d4+3 Bludgeoning  Simple, Ammunition, Range, Range (30/120)
16 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +7 1d4+3 Bludgeoning
15 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strike +7 P—
Flurry of Blows +7 1d4+3 Bludgeoning
Deflect Missiles Attack +7 1d4+3
<
SENSES LN WEAPON ATTACKS & CANTRIPS "/
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=== WIZARD FEATURES ===

* Additional Wizard Spells » TCoE 75

Your Wizard has additional spells available to them, as
designated in <em>Tasha's Cauldron of
Everything</em>.

* Hit Points « PHB 113
* Proficiencies « PHB 113

* Spellcasting  PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 16, Spell Attack +8)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.

* Arcane Recovery « PHB 115

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 2, and none of the slots can be 6th
level or higher.

| 1/ Long Rest * Special
* Arcane Tradition « PHB 115
| School of Abjuration

* Abjuration Savant « PHB 115
The gold and time you must spend to copy an
abjuration spell into your spellbook is halved.

* Arcane Ward « PHB 115

Once per long rest, when you cast an abjuration spell
of 1st level or higher, you can create a magical ward
on yourself that lasts until you finish a long rest. The
ward has 12 max HP, and takes damage instead of
you until it reaches 0 HP. Whenever you cast an
abjuration spell of 1st level or higher, the ward regains

HP equal to twice the level of the spell.
| 1/Long Rest ¢ Special
| Arcane Ward - Hit Points: 12 / Other  Special

* Cantrip Formulas « TCoE 76

You have scribed a set of arcane formulas in your
spellbook that you can use to formulate a cantrip in
your mind. Whenever you finish a long rest and consult
those formulas in your spellbook, you can replace one
wizard cantrip you know with another cantrip from the
wizard spell list.

| Special
* Ability Score Improvement « PHB 115
=== 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.

* 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 14, Spell Attack +6).

* 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
| Hunter

* Hunter's Prey « PHB 93
You gain an additional attack feature.

| Colossus Slayer « PHB
Once per turn, when you hit a creature with a weapon
attack, the creature takes an extra 1d8 damage if it's
below its HP maximum.

N

FEATURES & TRAITS
Briefcase of Many Pouches 1 10 Ib. Lantern of Investigation 1 --
Weapon Case of Holding 1 15 Ib. Sling 1 -
Boots of Elvenkind 1 - Sling Bullets 20 151b.
Handy Haversack 1 51b Book 1 51b.
Glasses of Intelect 1 - Acid (vial) 5 51b.
Clothes of Mending 1 41b Alchemist's Fire (flask) 1 11b.
Arcane Grimoire, +1 1 -- Ball Bearings (bag of 1,000) 2,000 4 1b.
Quiver 1 1lb Chalk (1 piece) 10 --
Signal Whistle 1 -- Healer's Kit 1 3b
WEIGHT CARRIED Small Knife 1 - Magnifying Glass 1 --
193 |b. Cloak of the Manta Ray 1 -- Mess Kit 1 1lb
ENCUMBERED Wand of Magic Detection 1 -
150 Ib. Wand of Secrets 1 - Glasses of Intelect 1 -
PUSH/DRAG/LIFT Swiss Army Wand 1 - Arcane Grimoire, +1 1 -
300 Ib. Cloak of Many Fashions 1 -

EQUIPMENT
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| Special
=== MONK FEATURES ===
* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action

* Dedicated Weapon « TCoE 48

Whenever you finish a short or long rest, you can
touch one weapon, and then count that weapon as a
monk weapon until you use this feature again. The
weapon must be a simple or martial weapon that you
are proficient with, and must lack the heavy and
special properties.

*Ki+PHB 78
You can spend Ki Points to fuel ki features. You have
3 points per short rest and your Ki save DC is 14.

<strong>Flurry of Blows</strong> - After you take the
Attack action on your turn, you can spend 1 ki point to
make two unarmed strikes as a bonus action.

<strong>Patient Defense</strong> - You can spend 1

ki point to take the Dodge action as a bonus action on
your turn.

<strong>Step of the Wind</strong> - You can spend 1
ki point to take the Disengage or Dash action as a
bonus action on your turn, and your jump distance is
doubled for the turn.

| Ki Points: 3/ Short Rest « Special
| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action
| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.

* Ki-Fueled Attack « TCoE 48

If you spend 1 ki point or more as part of your action
on your turn, you can make one attack with an
unarmed strike or a monk weapon as a bonus action
before the end of the turn.

| Special
* Monastic Tradition « PHB 78
| Way of the Open Hand

* Deflect Missiles « PHB 78

You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +6. If you reduce damage to 0 and
have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range
20/60.

ADDITIONAL FEATURES & TRAITS

| 1 Reaction
| Deflect Missiles Attack: 1 Reaction

* Open Hand Technique « PHB 79

Whenever you hit with one of your Flurry of Blows
attacks, you can impose one of the following effects on
that target: fall prone if it fails a DEX saving throw (DC
14), get pushed up to 15 ft. if it fails a STR saving
throw (DC 14), or it can't take reaction until the end of
your next turn.

| Special

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
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 ===

* Skilled « PHB 170
You gain proficiency in any combination of three skills
or tools of your choice.

* Alert « PHB 165
You gain a +5 bonus to initiative, you can't be
surprised while you are conscious, and other creatures

Mirror, Steel

Oil (flask)

Paper (one sheet)
Scale, Merchant's
Binoculars
Tinderbox
Waterskin
Whetstone
Cartographer's Tools
Flute

String

Dagger, +1
Handaxe, +1
Scimitar, +1

Shortsword, +1

1 0.5 Ib. War Pick, +1

3 31b. War Pick

10 -- Fishing Tackle

1 3lb. Alchemist's Supplies
1 11b. Tinker's Tools

1 11b. Herbalism Kit

1 5 lb. Enduring Spellbook
1 11b. Cook's Best Friend
1 6 Ib. Net

1 11b. Bedroll

10 - Rations (1 day)

1 11b. Waterskin

1 2 1b. Longbow

1 31b. Arrows

1 2 1b. Clothes, Traveler's

ADDITIONAL EQUIPMENT

1 21b
1 21b.
1 41b.
1 81b.
1 10 Ib.
1 31b.
1 -

1 -

1 31b.
1 7 lb.
10 20 Ib.
1 5 1b.
1 2lb.
20 11lb.
1 41b.
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don't gain advantage on attack rolls against you as a
result of being unseen by you.
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Variant Human Far Traveler (Milestone)
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Ranger / Wizard

SPELL SAVE DC

SPELL ATTACK
BONUS

—

li .‘\
=== CANTRIPS === (At Will)
Q Friends <C> Wizard -- 1A Self SM Concenuation, upto 1 minuie - PHB 244 D: 1m, S/IM
O Mage Hand Wizard -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
O Mending Wizard - im Touch V,S,M Instantaneous PHB 259 VISIM
O Message Wizard - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
QO Create Bonfire <C> Swiss Army Wand DEX 17 1A 60 ft./5 ft. Cube V,S Concentration, upto Lminuie  EE 152 1 Charge (7/7), D: 1m, 5 ft. Cube, V/S
=== 1st LEVEL === 4 Slots OO00
O Cure Wounds Ranger -- 1A Touch V.S Instantaneous  PHB 230  V/S
O Hunter's Mark <C> Ranger -- 1BA 90 ft. \Y Concenuation, upto 1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
O Animal Friendship Ranger WIS15 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O Comprehend Languages [R] Wizard -- 1A Self V,S,M 1 hour PHB 224  D: 1h, VISIM
O silent Image <C> Wizard - 1A 60 ft./15 ft. Cube V,S,M  concenvaion, wprorominwes  PHB 276 D: 10m, 15 ft. Cube, V/S/M
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 Air Bubble Wizard - 1A 60 ft. S 24 hours SAIS 22 Special: 2 additional globes of fresh air*, D: 24h, S
O Darkvision Wizard - 1A Touch V,S,M 8 hours PHB 230  D: 8h, VISIM
O Hold Person <C> Wizard WIS 17 1A 60 ft. V,S,M  concentration. pro 1minwie. PHB 251 D: 1m, V/S/IM
O Phantasmal Force <C> Wizard INT17 1A 60 ft./10 ft. Cube V,S,M  concentaton, o1 mnwe  PHB 264  D: 1m, 10 ft. Cube, V/S/M
QO Spider Climb <C> Wizard - 1A Touch V,S,M  concentiation, upto 1howr - PHB 277 D: 1h, VIS/IM
O Suggestion <C> Wizard WIS 17 1A 30 ft. V,M Concentration, upto 8 hows - PHB 279 D: 8h, VIM
O Detect Thoughts <C> Wizard WIS 17 1A Self V,S,M  concentiation, o1 minwe - PHB 231 D: 1m, V/S/IM
O Alter Self <C> Wizard - 1A Self V,S Concenration, pto 1hour - PHB 211 D: 1h, V/S
O Arcane Lock Wizard - 1A Touch V,S,M Until dispelled PHB 215 D: Until Dispelled, V/S/IM
QO Continual Flame Wizard - 1A Touch V,S,M Until dispelled PHB 227  D: Until Dispelled, V/S/M
O Gift of Gab Wizard - 1R Self V,SMR Instantaneous Al 76 VISIMIR
O Levitate <C> Wizard CON 17 1A 60 ft. V,S,M  concenration. p o 10 minues - PHB 255 D: 10m, V/S/IM
O Enhance Ability <C> Wizard - 1A Touch V,S,M  cConcentration, upto 1hour  PHB 237 D: 1h, V/SIM
R SPELLS N
! /|




