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CLASS & LEVEL PLAYER NAME
Variant Human Outlander (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
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ARMOR Max HP Current HP Temp HP |
+3 18 79 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
2d12 + 6d10 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
=== LANGUAGES ===
I — Common, Draconic, Goblin, Orc, Primordial
ABILITY SAVE DC |
/ N\
35 ft. (Walking), 35 ft. (Climbing), 35 ft.
(Swimming)
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

=== BONUS ACTIONS ===
Rage * 2/ Long Rest

As a bonus action enter a rage for up to 1 minute

(10 rounds).

You gain advantage on STR checks and saving
throws (not attacks), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashina damaae. You can't cast or concentrate on

spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

=== SPECIAL ===
Colossus Slayer

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.

Favored Foe * 3/ Long Rest
When you hit a creature with an attack roll, you can
mark the taraet as vour favored enemy for 1 minute or

74

SKILLS \ ACTIONS
4 N
17 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+5 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dagger +6 1d4+5 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
11 PASSIVE WISDOM (INSIGHT)
Javelin +4 1d6+3 Piercing Simple, Thrown, Range (30/120)
10 PASSIVE INTELLIGENCE (INVESTIGATION) Net +8 Bludgeoning Martial, Special, Thrown, Range (5/15)
Shortbow +8 1d6+3 Piercing ~ simple, Ammunition, Range, Two-Handed, Range (80/320)
Spear +4 1d6+3 Piercing Simple, Thrown, Versatile, Range (20/60)
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.

| 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 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 12, Spell Attack +4).

* 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.

| Special

* 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

N

action on your turn.

=== BARBARIAN FEATURES ===
* Hit Points « PHB 47

* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 2/Long Rest ¢ 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack « PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.

* Danger Sense * PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.

FEATURES & TRAITS
\\
Shield 1 6 Ib. Candle 3 -
Dagger 1 1lb. Chalk (1 piece) 5 --
Dagger 1 1lb. Component Pouch 1 2 b.
Javelin 4 8 Ib. Grappling Hook 1 4 b.
Spear 1 3lb. Healer's Kit 1 31b.
Shortbow 1 21b. Mirror, Steel 1 0.5 1b.
Net 1 31b. Oil (flask) 3 31b.
Arrows 20 11b. Poisoner's Kit 1 2 |b.
Arrows 20 11b. Potion of Healing 3 151b.
WEIGHT CARRIED Crystal 1 1lb. Pouch 1 1lb.
145.7 Ib. Backpack 1 51b. Quiver 1 11b.
ENCUMBERED Ball Bearings (bag of 1,000) 1,000 2 lb.
195 Ib. Caltrops (bag of 20) 20 21b.
PUSH/DRAG/LIFT Clothes, Traveler's 1 4 1b.
390 Ib. Antitoxin 1 -
EQUIPMENT ))
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=== 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 ===

* Fighting Initiate « TCoE 80
You learn one Fighting Style option of your choice from
the fighter class.

| Dueling « PHB
When you are wielding a melee weapon in one hand
and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




—

Barbarian 2 / Ranger 6

wcwilson82355

Marlno Grandgraln CLASS & LEVEL PLAYER NAME
Variant Human Outlander (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
———— ——
7 N
ADDITIONAL FEATURES & TRAITS J
y \
Rope, Silk (50 feet) 1 5 lb. Waterskin 1 5Ib
Sack 1 0.5 Ib.
Sack 1 0.5 Ib.
Sack 1 0.5 Ib.
Small Knife 1 -
String 10 --
Tent, Two-Person 1 20 Ib.
Waterskin 1 51b.
Whetstone 2 21b.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
Tinderbox 1 11b.
Torch 10 10 Ib.

ADDITIONAL EQUIPMENT
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SPELLCASTING
ABILITY

SPELL SAVE DC
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=== 1st LEVEL === 4 Slots OO00
O Hunter's Mark <C> Ranger - 1BA 90 ft. \Y Concenuation, upto1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
QO Zephyr Strike <C> Ranger -- 1BA  Self \Y Concentration, wp o 1 minwte - XGtE 171 D: 1m, V
P Speak with Animals Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277 1/LR, D: 10m, V/S
===2nd LEVEL === 2 Slots OO
O Pass without Trace <C> Ranger - 1A Self V,S,M  concenration, upto 1hour  PHB 264 D: 1h, V/S/M
O Magic Weapon <C> Ranger -- 1BA Touch V.S Concenation, upto 1hour - PHB 257 D: 1h, V/S
P Beast Sense <C> Primal Awareness (Always Prepared) -- 1A Touch S Concentration, upto 1 hour  PHB 217 1/LR, D: 1h, S
SPELLS
3\ P2
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SPELL ATTACK
BONUS




