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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.

| 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.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* 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
| 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 +3
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.

=== SATYR RACIAL TRAITS ===

* Ability Score Increases « MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM 29
You are a Fey.

* Size « MotM 29
You are Medium.

* Speed * MotM 29
Your walking speed is 35 ft.

* Ram * MotM 29

You can use your head and horns to make unarmed
strikes. When you hit with them, you deal
<strong>1d6</strong>+1 bludgeoning damage.

| 1 Action

* Magic Resistance *« MotM 29
You have advantage on saving throws against spells.

* Mirthful Leaps * MotM 29
When you make a long or high jump, you can roll a

N

EQUIPMENT

FEATURES & TRAITS
Breastplate 1 20 Ib. Antitoxin 1 --
Dagger 1 1lb. Fishing Tackle 1 4 1b.
Handaxe 1 21b. Grappling Hook 1 4 b.
Rapier 1 2 lb. Healer's Kit 1 3b.
Rapier 1 2 1b. Herbalism Kit 1 31b.
Scimitar 1 31b. Magnifying Glass 1 --
Whip 1 31b. Mirror, Steel 1 0.5 1b.
Longbow 1 2 1b. Oil (flask) 3 31b.
Backpack 1 51b. Potion of Healing 1 0.5 Ib.
WEIGHT CARRIED Ball Bearings (bag of 1,000) 1,000 2 lb. Quiver 1 1lb.
141.16 Ib. Caltrops (bag of 20) 20 2 lb. Rope, Silk (50 feet) 1 51b.
ENCUMBERED Chalk (1 piece) 5 -
180 Ib. Clothes, Traveler's 1 4 1b.
PUSH/DRAG/LIFT Component Pouch 1 21b.
360 Ib. Pan Flute 1 2 lb.
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<strong>d8</strong> and add the result to the number
of feet you cover. This extra distance costs movement
as normal.

| Special

* Reveler « MotM 29

You have proficiency in Performance and Persuasion
and proficiency with one musical instrument of your
choice.

=== FEATS ===

* Dual Wielder « PHB 165

You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Small Knife 1 -

Soap 1 -

Spyglass 1 1lb.

String 10 -

Tent, Two-Person 1 20 Ib.

Whetstone 1 11b.

Bedroll 1 7 Ib.

Mess Kit 1 11b.

Rations (1 day) 10 20 Ib.

Tinderbox 1 11b.

Waterskin 1 51b.

Waterskin 1 51b.

Disguise Kit 1 31b.

Arrows 20 11b.
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=== 1st LEVEL === 4 Slots OO00
O Goodberry Ranger -- 1A Touch V,S,M Instantaneous PHB 246 VISIM
QO Zephyr Strike <C> Ranger -- 1BA  Self \Y Concentration, wp o 1 minwte - XGtE 171 D: 1m, V
P Charm Person Fey Wanderer Magic (Always Prepared) WIS 14 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 === 2 Slots OO
QO Silence <C> Ranger - 1A 120 ft./20 ft. Sphere  V,S Concenuration, up to 10 minues  PHB 275 D: 10m, 20 ft. Sphere, VIS
O Darkvision Ranger -- 1A Touch V,S,M 8 hours PHB 230 D: 8h, V/ISIM
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
SPELLS
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