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CLASS & LEVEL PLAYER NAME
Aarakocra Outlander (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
/7 \
ARMOR Max HP Current HP Temp HP |
+3 17 79 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
5d10 + 5d8 successes O=O=0O
FAILURES( )=( >=( )
QA DEFENSES \ HIT DICE \ DEATH SAVES /
|
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
j Martial Weapons, Simple Weapons
=== TOOLS ===
D — Drum
ABILITY SAVE DC |
r— — === LANGUAGES ===
Aarakocra, Auran, Common, Draconic,
7 N Druidic, Elvish, Goblin, Sylvan
25 ft. (Walking), 50 ft. (Flying)
A SPEED )
) 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

Wild Shape « 2 / Short Rest

As an action, you can magically assume the shape
of a beast that you have seen before twice per short
rest. [2nd] Max CR 1/4 (no flying or swimming speed)
[4th] Max CR 1/2 (no flying speed) [8th] Max CR 1

You can stay in beast shape for 2 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to O hit

points, or die).

=== BONUS ACTIONS ===
Spirit Totem ¢ 1 / Short Rest

As a bonus action, you can magically summon a
spirit to a point you can see within 60 ft. that lasts for 1
minute (or until you're incapacitated). The spirit
creates an aura in a 30-ft. radius around that point and
can be moved up to 60 ft. as a bonus action. The
spirit's aura effect depends on its type: Bear, Hawk,
Unicorn

=== SPECIAL ===
Dreadful Strikes

When you hit a creature with a weapon, you can
deal an extra 1d4 psychic damaae to the taraet. which

SKILLS \ ACTIONS )
7 N
22 PASSIVE WISDOM (PERCEPTION) Dagger +7 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
14 PASSIVEISDOM (NSIGHT) Dagger +7 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Longbow +9 1d8+3 Piercing  Martial, Ammuniion, Heavy, Range, Two-Handed, Range (150/600)
11 PASSIVE INTELLIGENCE (INVESTIGATION) Net +9 Bludgeoning Martial, Special, Thrown, Range (5/15)
Scimitar +7 1d6+3 Slashing Martial, Finesse, Light
Shortsword +7 1d6+3 Piercing Martial, Finesse, Light
i
SENSES L N WEAPON ATTACKS & CANTRIPS /
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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.

* Hit Points « PHB 90

* Favored Foe *» TCoE 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 1d4.

| 4 / 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 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
| 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 +4
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

N
You can attack twice whenever you take the Attack
action on your turn.

=== DRUID FEATURES ===

* Additional Druid Spells « TCoE 35
Your Druid has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 65
* Proficiencies « PHB 65

* Druidic « PHB 66
You know Druidic, the secret language of druids.

* Spellcasting * PHB 66

You can cast prepared druid spells using WIS as your
spellcasting modifier (Spell DC 16, Spell Attack +8)
and prepared druid spells as rituals if they have the
ritual tag. You can use a druidic focus as a spellcasting
focus.

* Wild Companion « TCoE 35

As an action, you can expend a use of your <em>Wild
Shape</em> feature to cast the find familiar spell,
without material components.

When you cast the spell in this way, the familiar is a
fey instead of a beast, and the familiar disappears after
2 hours.

| 1 Action

* Wild Shape * PHB 66
As an action, you can magically assume the shape of
a beast that you have seen before twice per short rest.

You can stay in beast shape for 2 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to O hit
points, or die).

FEATURES & TRAITS
\\
Studded Leather 1 13 Ib. Clothes, Traveler's 1 4 b.
Shield 1 6 Ib. Antitoxin 1 -
Dagger 1 1lb. Caltrops (bag of 20) 20 2 b.
Dagger 1 1lb. Chalk (1 piece) 5 --
Spear 1 31b. Component Pouch 1 2 |b.
Scimitar 1 31b. Druidic Focus 1 --
Shortsword 1 21b. Fishing Tackle 1 4 b.
Shortsword 1 21b. Grappling Hook 1 4 b.
Longbow 1 21b. Healer's Kit 1 31b.
WEIGHT CARRIED Net 1 31b. Herbalism Kit 1 31b.
110.2 Ib. Arrows 20 11b. Mirror, Steel 1 0.5 Ib.
ENCUMBERED Arrows 20 11b.
210 Ib. Alchemist's Fire (flask) 1 11b.
PUSH/DRAG/LIFT Ball Bearings (bag of 1,000) 1,000 2 lb.
420 Ib. Blanket 1 3lb.
\ EQUIPMENT ))
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| 2/ Short Rest « 1 Action
* Druid Circle « PHB 67
| Circle of the Shepherd

* Speech of the Woods ¢ XGtE 23

You learn to speak, read, and write Sylvan, and beasts
can understand your speech, and you gain the ability
to decipher their noises and motions.

| Special

* Spirit Totem » XGtE 23

As a bonus action, you can magically summon a spirit
to a point you can see within 60 ft. that lasts for 1
minute (or until you're incapacitated). The spirit creates
an aura in a 30-ft. radius around that point and can be
moved up to 60 ft. as a bonus action. The spirit's aura
effect depends on its type:

<strong>Bear</strong>: 10 temp hp and advantage on
STR checks & saves.

<strong>Hawk</strong>: use your reaction to grant an
ally advantage on attack. Advantage on Perception.
<strong>Unicorn</strong>: Advantage on checks to
detect creatures. Heal spells also heal 5 hp to allies.

| 1/ Short Rest » 1 Bonus Action

* Cantrip Versatility « TCoE 36

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can replace
one cantrip you learned from this class’s Spellcasting
feature with another cantrip from the druid spell list.

* Wild Shape Improvement « PHB 66

While using your Wild Shape feature, you can
transform into beasts of CR 1/2 or lower that don't
have a flying speed.

* Ability Score Improvement « PHB 67

=== AARAKOCRA RACIAL TRAITS ===

* Flight « EE
Flying speed 50 ft. (while not wearing medium or
heavy armor)

* Talons « EE
Unarmed strikes may deal 1d4 +2 slashing damage on
a hit.

| 1 Action

=== FEATS ===

* Sharpshooter « PHB 170

Attacking at long range doesn't impose disadvantage
on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged
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.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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(L ADDITIONAL FEATURES & TRAITS J
/,
Oil (flask) 3 3lb. Whetstone 2 21b
Potion of Healing 3 1.51b.
Pouch 1 11b.
Quiver 1 1lb.
Rope, Silk (50 feet) 1 5 lb.
Sack 1 0.5 Ib.
Sack 1 0.5 Ib.
Sack 1 0.5 Ib.
Sack 1 0.5 Ib.
Scale, Merchant's 1 31b.
Signal Whistle 1 -
Small Knife 1 -
String 10 --
Tent, Two-Person 1 20 Ib.
Waterskin 1 51b.
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
— —
li .‘\
=== CANTRIPS === (At Will)
O Magic Stone Druid +8 1BA  Touch V,S 1 minute EE 160 D: 1m, VIS
QO Shillelagh Druid +8 1BA  Touch V,S,M 1 minute PHB 275 D: 1m, V/SIM
O Guidance <C> Druid - 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
=== 1st LEVEL === 4 Slots OO00
O Goodberry Ranger -- 1A Touch V,S,M Instantaneous PHB 246 VISIM
O Absorb Elements Ranger - 1R Self S 1 round EE 150 D: 1Rnd, S
O Cure Wounds Druid - 1A Touch V.S Instantaneous  PHB 230  V/S
O Faerie Fire <C> Druid DEX 16 1A 60 ft./20 ft. Cube V Concenuation, upto tmine - PHB 239 D: 1m, 20 ft. Cube, V
O Thunderwave Druid CON16 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Animal Friendship Druid WIS 16 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O Charm Person Druid WIS 16 1A 30 ft. V.S 1 hour PHB 221  D:1h,VIS
O Create or Destroy Water Druid -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
O Detect Magic [R]<C> Druid - 1A+ 10m  Self/30 ft. Sphere V,S concentraion,po tomnues - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Druid - 1A+10m  Self/30 ft. Sphere V/,S,M  concenvaion.wpoomnwes  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Entangle <C> Druid STR16 1A 90 ft./20 ft. Square  V/,S Concenuation, po 1minte - PHB 238 D: 1m, 20 ft. Square, V/S
O Fog Cloud <C> Druid - 1A 120 ft/20 ft. Sphere  V/,S Concentration, upto 1hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Goodberry Druid - 1A Touch V,S,M Instantaneous PHB 246  V/S/M
O Healing Word Druid - 1BA 60 ft. \% Instantaneous  PHB 250 V
O Jump Druid - 1A Touch V,S,M 1 minute PHB 254  D:1m, VISIM
O Longstrider Druid - 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM
QO Purify Food and Drink [R] Druid - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Speak with Animals [R] Druid - 1a+1om  Self V.S 10 minutes PHB 277  D:10m, V/S
O Absorb Elements Druid - 1R Self S 1 round EE 150 D:1Rnd, S
O BeastBond <C> Druid - 1A Touch V,S,M  concentraion. up o 10 minwtes - EE 150 D: 10m, V/SIM
O Earth Tremor Druid DEX 16 1A 10 ft. V,S Instantaneous  EE 155 VIS
O Ice Knife Druid DEX16/+8 1A 60 ft./5 ft. Sphere S,M Instantaneous  EE 157 5 ft. Sphere, SIM
QO Snare Druid DEX 16 1m Touch SM 8 hours XGtE 165 D: 8h, S/IM
P Charm Person Fey Wanderer Magic (Always Prepared) WIS 16 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, V/S
===2nd LEVEL === 3 Slots OO0
O Magic Weapon <C> Ranger -- 1BA Touch V,S Concentration, upto 1hour - PHB 257 D: 1h, V/S
O Darkvision Ranger - 1A Touch V,S,M 8 hours PHB 230 D: 8h, V/SIM
O Hold Person <C> Druid WIS 16 1A 60 ft. V,S,M  concentration, pto 1 minute - PHB 251 D: 1m, V/SIM
O Dust Devil <C> Druid STR 16 1A 60 ft./5 ft. Cube V,S,M  concenuation, pto 1minue  EE 154 D: 1m, 5 ft. Cube, V/S/IM
O Spike Growth <C> Druid - 1A 150 ft./20 ft. Sphere  V/,S,M  concentration, upto 10 minutes - PHB 277 D: 10m, 20 ft. Sphere, V/SIM
O Animal Messenger [R] Druid -- 1a+1om 30 ft. V,S,M 24 hours PHB 212 D: 24h, VISIM
O Barkskin <C> Druid -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 217 D: 1h, V/SIM
O Darkvision Druid - 1A Touch V,S,M 8 hours PHB 230 D: 8h, VISIM
O Enhance Ability <C> Druid - 1A Touch V,S,M  concentation, upto 1hour  PHB 237 D: 1h, V/ISIM
O Find Traps Druid -- 1A 120 ft. V,S Instantaneous  PHB 241 VIS
O Flame Blade <C> Druid +8 1BA  Self V,S,M  concenvation, up o 10minwtes - PHB 242 D: 10m, V/S/IM
O Flaming Sphere <C> Druid DEX 16 1A 60 ft./5 ft. Sphere V,S,M  concenvation.wpo1minwe  PHB 242 D: 1m, 5 ft. Sphere, V/S/IM
O Gust of Wind <C> Druid STR16 1A Self V,S,M  concentation, upto 1minwie - PHB 248 D: 1m, VISIM
O Heat Metal <C> Druid -- 1A 60 ft. V,S,M  concentation, upto 1minwie - PHB 250 D: 1m, VISIM
O Lesser Restoration Druid -- 1A Touch V.S Instantaneous  PHB 255  V/S
O Locate Animals or Plants [R] Druid -- 1a+1m  Self V,S,M Instantaneous PHB 256  V/SIM
O Locate Object <C> Druid -- 1A Self V,S,M  concenvation, po 1ominwes - PHB 256 D: 10m, V/S/M
R SPELLS N
! /|
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SPELL SAVE DC

SPELL ATTACK
BONUS

—

li .‘\
O Moonbeam <C> Druid CON 16 1A 120 ft/5 ft. Cylinder \/,S,M  Concentration, upto 1 minwte - PHB 261 D: 1m, 5 ft. Cylinder, V/S/M
QO Pass without Trace <C> Druid -- 1A Self V,S,M  concentration, upto 1hour  PHB 264 D: 1h, V/ISIM
QO Protection from Poison Druid -- 1A Touch V,S 1 hour PHB 270 D: 1h, VIS
O Beast Sense [R]<C> Druid - 1a+10m  Touch S Concentration, upto Lhour  PHB 217 D: 1h, S
O Earthbind <C> Druid STR16 1A 300 ft. \% Concentration, up o Lminute  EE 154 D:1m,V
O Skywrite [R]<C> Druid -- 1a+10m  Sight V.S Concentration, upto 1 hour -~ EE 165 D: 1h, VIS
O Warding Wind <C> Druid - 1A Self/10 ft. Sphere Concentration,up o 0 minues EE 170 D: 10m, 10 ft. Sphere, V
O Healing Spirit <C> Druid - 1BA 60 ft/5 ft. Cube V,S Concentration, wp o 1 minwte - XGtE 157 D: 1m, 5 ft. Cube, VIS
O Summon Beast <C> Druid - 1A 90 ft. V,S,M  cConcenuation. upto1howr - TCOE 109  D: 1h, V/IS/M
P Misty Step Fey Wanderer Magic (Always Prepared) - 1BA  Self A\ 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
===3rd LEVEL === 3 Slots 000
O Flame Arrows <C> Druid - 1A Touch V.S Concentration, upto L hour - EE 156 D: 1h, VIS
O Dispel Magic Druid - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
O Conjure Animals <C> Druid - 1A 60 ft. V,S Concentration, upto 1hour - PHB 127 Creatures: (See Description)*, D: 1h, V/S
O Call Lightning <C> Druid DEX 16 1A 120 t/60 ft. Cylinder  V/,S concenration,po 10mies - PHB 220 D: 10m, 60 ft. Cylinder, V/S
O Daylight Druid - 1A 60ft/60ft. Sphere V,S 1 hour PHB 230  D: 1h, 60 ft. Sphere, V/S
O Meld into Stone [R] Druid - 1a+1m  Touch V,S 8 hours PHB 259 D:8h, VIS
O Plant Growth Druid - S 150 ft. V.S Instantaneous  PHB 266 VIS
QO Protection from Energy <C> Druid - 1A Touch V,S Concentration, pto 1hour - PHB 270 D: 1h, V/S
O Sleet Storm <C> Druid DEX 16 1A 150 ft/40 ft. Cylinder V/,S,M  concenuation, upto 1minwte - PHB 276 D: 1m, 40 ft. Cylinder, V/S/M
O Speak with Plants Druid - 1A Self V,S 10 minutes PHB 277  D:10m, VIS
O Water Breathing [R] Druid - 1+10m 30 ft. V,S,M 24 hours PHB 287 D: 24h, VISIM
O Water Walk [R] Druid - 1+10m 30 ft. V,S,M 1 hour PHB 287  D: 1h, VISIM
O Wind Wall <C> Druid STR16 1A 120 ft. V,S,M  concentation, ipro1mine - PHB 288 D: 1m, V/SIM
O Feign Death [R] Druid - 1+10m Touch V,SM 1 hour PHB 240  D: 1h, VISIM
QO Erupting Earth Druid DEX 16 1A 120 ft/20 ft. Cube V,S,M Instantaneous EE 155 20 ft. Cube, V/ISIM
O Tidal Wave Druid DEX 16 1A 120 ft. V,S,M Instantaneous EE 168 VISIM
O Wall of Water <C> Druid - 1A 60 ft. V,S,M  concentration, upto 10 minues EE 170 D: 10m, V/S/IM
O Summon Fey <C> Druid - 1A 90 ft. V,S,M  concentration,upto 1hour - TCOE 112  D: 1h, V/IS/IM
SPELLS
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