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Ranger 11 / Sorcerer 2

wcwilson82355

CLASS & LEVEL PLAYER NAME
Protector Aasimar Outlander (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
/7 \
ARMOR Max HP Current HP Temp HP |
*2 17 117 --
INITIATIVE CLASS \ HIT POINTS J
( " 11d10+2d6 | \
Resistances - Necrotic, successes OO0
Radiant FAILURES O=O=O
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Pan Flute
ABILITY SAVE DC |
P P === LANGUAGES ===
Abyssal, Celestial, Common, Draconic,
7 N Infernal
35 ft. (Walking), 35 ft. (Climbing), 35 ft.
(Swimming)
Q SPEED )
) PROFICIENCIES & LANGUAGES
N\
=== ACTIONS === Radiant Soul « 1/ Long Rest

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

Detect Portal « 1 / Short Rest

Once per short rest, as an action, you detect the
distance and direction to the closest planar portal
within 1 mile of you.

Healing Hands ¢ 1/ Long Rest
Once per long rest as an action, touch a creature
and restore 13 hit points.

[3rd] Once per long rest as an action, you can
transform, gaining glimmering eyes and two

incorporeal wings. For 1 minute or until you end it as a

bonus action, you have a flying speed (30 ft.) and

once per turn you can have one attack or spell deal 13

in additional radiant damage to one target.

Sorcery Points * 2 / 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 vour sorcery points to aain additional

74

SENSES

SKILLS \ ACTIONS
I 7 <\

21 PASSIVE WISDOM (PERCEPTION) Dagger +9 1d4+4 P|erc|ng Simple, Finesse, Light, Thrown, Range (20/60), Booming Blade: 2d8 Thunder, 3d8 Thunder
Dagger +9 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60), Booming Blade: 2d8 Thunder, 3d8 Thunder

11 PASSIVE WISDOM (INSIGHT)
Greatsword +9 2d6+4 Slashi NQ  Martial, Heavy, Two-Handed, Booming Blade: 248 Thunder, 348 Thunder
8 PASSIVEINTELLIGENCE (INVESTIGATION) Handaxe +9 1d6+4 S|ashing Simple, Light, Thrown, Range (20/60), Booming Blade: 2d8 Thunder, 3d8 Thunder
Darkvision 60 ft. Handaxe +9 1d6+4 S|ashing Simple, Light, Thrown, Range (20/60), Booming Blade: 2d8 Thunder, 3d8 Thunder
LOngbOW +7 1d8+2 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)

'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.

| 5/ 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.

| 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
| Horizon Walker

* Horizon Walker Magic * XGtE 42

You learn additional spells based on your level that
count as ranger spells but don't count against the
number of spells you know.

* Detect Portal « XGtE 42

Once per short rest, as an action, you detect the
distance and direction to the closest planar portal
within 1 mile of you.

| 1/ Short Rest » 1 Action

* Planar Warrior « XGtE 42

As a bonus action, choose one creature you can see
within 30 ft. of you. The next time you hit that creature
on this turn with a weapon attack, all damage dealt by
the attack becomes force damage, and the creature
takes an extra 2d8 force damage from the attack.

| 1 Bonus Action

* 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.

* Ethereal Step « XGtE 43

Once per short rest, as a bonus action, you can cast
the <em>etherealness</em> spell, without expending
a spell slot, but the spell ends at the end of the current
turn.

| 1/ Short Rest * 1 Bonus Action

* Land’s Stride « PHB 92

Moving through nonmagical difficult terrain costs you
no extra movement and you can also pass through
nonmagical plants without being slowed by them and
without taking damage from them. You have
advantage on saving throws against plants that are
magically created or manipulated to impede
movement.

* Nature’s Veil « TCoE 57

You draw on the powers of nature to hide yourself from
view briefly. As a bonus action, you can magically
become invisible, along with any equipment you are
wearing or carrying, until the start of your next turn.
You can use this feature 5 times, and you regain all
expended uses when you finish a long rest.

| 5/Long Rest ¢ 1 Bonus Action

* Distant Strike « XGtE 43

N

FEATURES & TRAITS
Scale Mail 1 45 Ib. Healer's Kit 1 31b.
Dagger 1 1lb. Mirror, Steel 1 0.51b.
Dagger 1 11b. 0il (flask) 3 3 1b.
Handaxe 1 2 1b. Quiver 1 11b.
Handaxe 1 2 1b. Rope, Silk (50 feet) 1 51b.
Greatsword 1 6 Ib. Sack 1 0.5 Ib.
Whip 1 31b. Sack 1 0.5 1b.
Longbow 1 21b. Sack 1 0.5 Ib.
Arrows 20 11b. Sack 1 0.5 Ib.
WEIGHT CARRIED Backpack 1 51b. Signal Whistle 1 -
164.7 Ib. Ball Bearings (bag of 1,000) 1,000 2 lb. Small Knife 1 --
ENCUMBERED Caltrops (bag of 20) 20 2 1b.
270 Ib. Chalk (1 piece) 5 -
PUSH/DRAG/LIFT Clothes, Traveler's 1 4 1b.
540 |b. Grappling Hook 1 4 1b.

EQUIPMENT
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When you take the Attack action, you can teleport up
to 10 ft. before each attack to an unoccupied space
you can see. If you attack at least two different
creatures with the action, you can make one additional
attack with it against a third creature.

| Special
=== 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 14, Spell Attack +6).
You can use an arcane focus as a spellcasting focus.
* Sorcerous Origin « PHB 101

| Divine Soul
* Divine Magic * XGtE 50
You can learn or replace a sorcerer cantrip or a
sorcerer spell of 1st level or higher from the cleric spell
list or the sorcerer spell list. You also learn an
additional spell based on your chosen affinity.

| Good « XGtE
* Favored by the Gods ¢ XGtE 50
Once per short rest, if you fail a saving throw or miss
with an attack roll, you can roll 2d4 and add it to the
total, possibly changing the outcome.

| 1/ Short Rest « Special

* Font of Magic « PHB 101
You have 2 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: 2 / Long Rest * 1 Action

| Convert Sorcery Points: 1 Bonus Action

=== PROTECTOR AASIMAR RACIAL TRAITS ===
* Ability Score Increase ¢ VGtM

* Age * VGtM

* Size « VGtM

* Speed * VGIM

* Darkvision ¢ VGtM
You can see in darkness (shades of gray) up to 60 ft.

* Celestial Resistance ¢« VGtM
You have resistance to necrotic damage and radiant
damage.
* Healing Hands « VGtM
Once per long rest as an action, touch a creature and
restore 13 hit points.

| 1/ Long Rest 1 Action

* Light Bearer « VGtM
You know the light cantrip (CHA).

* Languages * VGtM

* Ability Score Increase ¢ VGtM

ADDITIONAL FEATURES & TRAITS

* Radiant Soul * VGtM

[3rd] Once per long rest as an action, you can
transform, gaining glimmering eyes and two
incorporeal wings. For 1 minute or until you end it as a
bonus action, you have a flying speed (30 ft.) and once
per turn you can have one attack or spell deal 13 in
additional radiant damage to one target.

| 1/Long Rest ¢ 1 Action

=== FEATS ===

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

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

ADDITIONAL EQUIPMENT
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String 10 -

Tent, Two-Person 1 20 Ib.

Waterskin 1 51b.

Whetstone 1 11b.

Bedroll 1 7 Ib.

Mess Kit 1 11b.

Rations (1 day) 10 20 Ib.

Tinderbox 1 11b.

Torch 10 10 Ib.

Waterskin 1 51b.
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Ranger / Sorcerer

SPELL SAVE DC

SPELL ATTACK
BONUS

—

)/ \
7 Y
=== CANTRIPS === (At Will)
O Booming Blade Sorcerer +6 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Mind Sliver Sorcerer INT 14 1A 60 ft. \% Instantaneous  TCoE 108 V
O Word of Radiance Sorcerer CON 14 1A 5 ft. V.M Instantaneous  XGtE 171 V/M
O Message Sorcerer - 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
O Light Light Bearer DEX 14 1A Touch/20 ft. Sphere  \V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 4 Slots OO00
O Thunderwave Sorcerer CON 14 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Bless<C> Sorcerer - 1A 30 ft. V,S,M  concenvation, spro1minwe - PHB 219 D: 1m, V/S/M
O Protection from Evil and Good <C> Horizon Walker Magic - 1A Touch V,S\M  concenvaion,wpwo20mnwees - PHB 270 D: 10m, V/S/M
P Speak with Animals Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277 1/LR, D: 10m, V/S
O Cure Wounds Divine Magic -- 1A Touch V.S Instantaneous  PHB 230  V/S
===2nd LEVEL === 3 Slots 000
O Misty Step Horizon Walker Magic - 1BA  Self \Y Instantaneous  PHB 260 V
P Beast Sense <C> Primal Awareness (Always Prepared) -- 1A Touch S Concenration, upto 1hour - PHB 217 1/LR, D: 1h, S
===3rd LEVEL === 3 Slots 00O
O Haste <C> Horizon Walker Magic - 1A 30 ft. V,S,M  concentation. ipro1minue . PHB 250  D: 1m, V/S/M
P Speak with Plants Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277 1/LR, D: 10m, V/S
=== 7th LEVEL ===
O Etherealness Ethereal Step - 1BA  Self V.S 8 hours PHB 238  1/SR, D: 8h, VIS
SPELLS
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