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CLASS & LEVEL PLAYER NAME
Air Genasi Outlander (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
Y N
© _+4 Strength \ /7
ARMOR Max HP Current HP Temp HP
[ STRENGTH \ © _+6_ Dexterity
+ 1 O +2 Constitution +8 18 58 S
O _+0_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS
O +2 Charisma / . ,
6d10 + 1d6 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 3 \ DEFENSES \ HIT DICE \ DEATH SAVES
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] O +3 Acrobatics DEX \ N WEAPONS
. ) PROFICIENCY BONUS N T
| o 2 Anima Handling wis j Martial Weapons, Simple Weapons
O +0 Arcana INT =
=== TOOLS ===
©® _*4_ Athletics STR = = Herbalism Kit
® +7  Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
O _#0_ History INT Common, Draconic, Goblin, Orc, Primordial
O _+2 Insight wis (/ N
35 ft. (Walking), 35 ft. (Climbing), 35 ft.
4 imidati . )
O +4 Intimidation CHA (Swimming)
O _*0_ Investigation INT
O +2  Medicine wis \ SPEED /
® +3 Nature INT ) PROFICIENCIES & LANGUAGES
® _+8  Perception WIS .
\
O _+4  Performance CHA === ACTIONS === When you hit a creature with a weapon, you can
+ 2 ) Standard Actions deal an extra 1d4 psychic damage to the target, which
O _*4_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, can take this extra damage only once per turn.
O +0 Religion INT Help, Hide, Ready, Search, Use an Object,
Q g Opportunity Attack, Grapple, Shove, Improvise, Favored Foe * 3/ Long Rest
2 3 O _*3_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
® _*6_ Stealth DEX === BONUS ACTIONS === until you lose your concentration (as if you were
U CHARISMA ) ® 5 Survival wis Tempestuous Magic concentrating on a spell).
As a bonus action, you can cause gusts of air to The first time on each of your turns that you hit the
+ 2 O surround you before or after you cast a spell of 1st favored enemy and deal damage to it, including when
o - level or higher that allows you to fly up to 10 ft. without ~ you mark it, you can increase that damage by 1d6.
provoking opportunity attacks.
o__ === SPECIAL ===
Dreadful Strikes
\ SKILLS / ACTIONS )
4 N
18 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)
Dagger +6 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
PASSIVE INTELLIGENCE (INVESTIGATION . . .
10 ( ) Handaxe +4 1d6+1 Slashing Simple, Light, Thrown, Range (20/60)
Handaxe +4 1d6+1 Slashing Simple, Light, Thrown, Range (20/60)
Longbow +8 1d8+3 Piercing s
SENSES L N WEAPON ATTACKS & CANTRIPS y
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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.

| 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

* Favored Foe ¢ TCoOE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d6.

| 3/ Long Rest ¢ Special
* Proficiencies « PHB 90
* Additional Ranger Spells « TCoE 57
* Fighting Style « PHB 91
You adopt a particular style of fighting as your

specialty.

| Archery « PHB

You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5).

* 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.

=== 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 13, Spell Attack +5).
You can use an arcane focus as a spellcasting focus.
* Sorcerous Origin « PHB 101

| Storm Sorcery

* Wind Speaker « SCAG 52
You can speak, read, and write Primordial.

* Tempestuous Magic * SCAG 52

As a bonus action, you can cause gusts of air to
surround you before or after you cast a spell of 1st
level or higher that allows you to fly up to 10 ft. without
provoking opportunity attacks.

| 1 Bonus Action

=== AIR GENASI RACIAL TRAITS ===
* Ability Score Increase * EE

* Unending Breath « EE
You can hold your breath indefinitely while you're not

N

FEATURES & TRAITS
\\

Animated Shield 1 6 Ib. Sack 1 0.51b.
Breastplate 1 20 Ib. Signal Whistle 1 --
Dagger 1 1lb. Sack 1 0.51b.
Dagger 1 1lb. Sack 1 0.51b.
Dagger 1 1lb. Bedroll 1 7 Ib.
Longsword 1 31b. Clothes, Traveler's 1 4 b.
Handaxe 1 21b. Fishing Tackle 1 4 b.
Handaxe 1 21b. Grappling Hook 1 4 b.
Shortsword 1 21b. Mess Kit 1 11b.

WEIGHT CARRIED Longbow 1 21b. Rations (1 day) 10 20 Ib.
171.7 Ib. Backpack 1 5 lb. Scale, Merchant's 1 3b.
ENCUMBERED Case, Map or Scroll 1 1lb.

180 Ib. Component Pouch 1 2 1b. Animated Shield 1 6 Ib.

PUSH/DRAG/LIFT Belt of Pouches 1 10 Ib.

360 Ib. Quiver 1 11lb.
\ EQUIPMENT ))
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incapacitated.

* Mingle with the Wind « EE
You can cast levitate (w/o material components) once
per long rest. CON is your spellcasting ability.

=== 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.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Spikes, Iron (10)
Tent, Two-Person
Torch

Waterskin
Herbalism Kit
Stake (Wooden)
Ball Bearings (bag of 1,000)
Caltrops (bag of 20)
Chalk (1 piece)
Healer's Kit

Holy Water (flask)
Mirror, Steel

Potion of Healing
Rope, Silk (50 feet)

Tinderbox

10

10

1,000
20

51b.
20 Ib.
10 Ib.
10 Ib.
31b.

21b.
21b.
31b.
11b.
0.5 Ib.
1.51b.
51b.
1lb.

Whetstone
String
Small Knife

Arrows

ADDITIONAL EQUIPMENT

40
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Female 25 Medium 6’ 165
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Blue-white Dark blue wild silver whi
ALIGNMENT FAITH SKIN EYES HAIR
—— —
L \ \
/ \ // \\
I’'m driven by a wanderlust that led
me away from home.
| watch over my friends as if they
were a litter of newborn pups.
PERSONALITY TRAITS
L~ 1
[ "]
Nature. The natural world is more
important than all the constructs of
civilization. (Neutral)
IDEALS
L~ 1
[ "]
An injury to the unspoiled wilderness of my
home is an injury to me.
BONDS
L~ 1
[N "]
There’s no room for caution in a life lived
to the fullest.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { {
/
Aviate’s parents (a ranger and a druid) were minor
good aligned (Harper) agents stationed in the
(Desertmouth) Mountains to watch for activities
from evil groups. She was raised as a mountain
ranger, and when grown began patrolling along
with them. She was caught in a massive storm in
the high peaks. The energies of the storm
triggered her latent magical talents and she
worked to master them gaining control over her
sorcerous powers. While she enjoys the
mountains her parents
suggested that she move down to the more
populated areas and see the rest of the world via
adventuring to gain further experience. As she
traveled she accidentally stepped through a fey
veil into the Feywild and adventured and traveled
there for several years before stepping back out
leaving her a Fey
Wanderer. When she stepped out of the Feywild it
was actually into a different world where
extradimensional humanoid aliens ruled major
sections. She adventured there for a while growing
in skill as a ranger with a touch of sorcery until she
became trapped in an amber like substance that
placed her into a state of suspended animation for
over 1000 years. The party she is now with
recently freed her and she has helped them. They
were going to stop an interdimensional portal from
being used by passing a sphere of annihilation
through the portal. She found that the ancient
aliens were no longer around but
the city she had known under their control still was
— albet altered some by time. Her knowledge was
helpful in getting the party into the city where the
portal turned out to be the alien’s portal from
ancient times. Part way to the portal
they were met by a young man who told them it
was too late and to go back but they proceeded
onwards precipitating a fight. The young man
proved to have some resistance to the nonmagical
CHARACTER BACKSTORY ADDITIONAL NOTES




Ranger / Sorcerer

SPELL SAVE DC

li ‘\
=== CANTRIPS === (At Will)
O Chill Touch Sorcerer +5 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
O Ray of Frost Sorcerer +5 1A 60 ft. V,S Instantaneous  PHB 271 VIS
O Thunderclap Sorcerer CON 13 1A 5 ft. S Instantaneous  EE 168 S
O Message Sorcerer - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
=== 1st LEVEL === 4 Slots OO00
O Hunter's Mark <C> Ranger - 1BA 90 ft. \Y Concenuation, upto 1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
O Goodberry Ranger -- 1A Touch V,S,M Instantaneous PHB 246  V/SIM
O Thunderwave Sorcerer CON13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Witch Bolt <C> Sorcerer +5 1A 30 ft. V,S,M  concentation, spro1minwe - PHB 289 D: 1m, V/S/M
P Charm Person Fey Wanderer Magic (Always Prepared) WIS 13 1A 30 ft. V.S 1 hour PHB 221  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 Summon Beast <C> Ranger - 1A 90 ft. V,S,M  concenuation, upto 1houwr - TCOE 109  D: 1h, V/IS/M
O Magic Weapon <C> Ranger - 1BA  Touch V,S Concentration, upto 1hour - PHB 257 D: 1h, VIS
O Levitate <C> Mingle with the Wind CON 13 1A 60 ft. V,S,M  concenation.wpro0mnues - PHB 255 1/LR, D: 10m, V/S/M
P Misty Step Fey Wanderer Magic (Always Prepared)  -- 1BA  Self \ Instantaneous  PHB 260 V
P Beast Sense <C> Primal Awareness (Always Prepared) -- 1A Touch S Concentration, upto 1 hour  PHB 217 1/LR, D: 1h, S
SPELLS

> 4

N

SPELL ATTACK
BONUS




