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© _+6_ Strength \ /7 \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH ‘ © + Dexterity
+3 _ Constitution +2 21 40 -
+0_ Intelligence
+3  Wisdom INITIATIVE CLASS \ HIT POINTS /
+0  Charisma y . Y \
4d10 successes O=O=0O
[ DEXTERITY
Advantage to avoid or end the charmed FAILURES O=O=O
condition
Advantage against the breath weapons HIT DICE DEATH SAVES
+ 2 of creatures that have the dragon type \ DEFENSES N S /
K SAVING THROWS ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ﬂ) +2_ Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS N T
+3 | | ® +s Animal Handiing wis j Martial Weapons, Simple Weapons
O +0 Arcana INT =
— i === TOOLS ===
® _+6_ Athletics STR — — Alchemist's Supplies, Cartographer's Tools,
O _+0  Deception CHA ABILITY SAVE DC | Herbalism Kit, Vehicles (Land), Woodcarver's
pom— PN Tools
N —— O _+0_ History INT
INTELLIGENCE
O _+3  Insight wis 7% N === LANGUAGES ===
o 30 ft. (Walking), 30 ft. (Swimming) Common, Elvish, Giant, Goblin
+ ® _*2 Intimidation CHA
O _*0_ Investigation INT
’@ O +3 Medicine wis \ SPEED /
® +2 Nature INT y PROFICIENCIES & LANGUAGES
r WISDOM Y ® +7 Perception wis \
QO _+0  Performance CHA === ACTIONS === can use your reaction to take no damage.
+ 3 _ Standard Actions
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, === SPECIAL ===
O +0  Religion INT Help, Hide, Ready, Search, Use an Object, Colossus Slayer
@ g Opportunity Attack, Grapple, Shove, Improvise, Once per turn, when you hit a creature with a
> 3 O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object weapon attack, the creature takes an extra 1d8
damage if it's below its HP maximum.
® _+4 Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) ® 7 Surival wis Shield Master Shove Favored Foe ¢ 2 / Long Rest
If you take the Attack action on your turn, you can When you hit a creature with an attack roll, you can
+ O (@) use a bonus action to try to shove a creature within 5 mark the target as your favored enemy for 1 minute or
- ft. of you with your shield. until you lose your concentration (as if you were
o ___ concentrating on a spell).
o === REACTIONS === The first time on each of your turns that you hit the
JE— Shield Master Evasion favored enemy and deal damage to it, including when
If an effect allows half damaae on success. vou vou mark it, vou can increase that damaae by 1d4.
\ SKILLS / ACTIONS )
74 <\
17 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Handaxe +6 1d6+4 Slashing Simple, Light, Thrown, Range (20/60)
13 PASSIVE WISDOM (INSIGHT)
Lightbringer +7 1d6+5 Bludgeoning  Simple
10 PASSIVE INTELLIGENCE (INVESTIGATION) LOngbOW +4 1d8+2 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
Darkvision 60 ft. Morningstar, +1 +7 1d8+5 Piercing Martial
Net +4 Bludgeoning Martial, Special, Thrown, Range (5/15)
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.

* 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.

| 2/ 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 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
| 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

=== BUGBEAR 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.

N

| 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 8

You are a Humanoid. You are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed * MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed « MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky * MotM 8
You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in

FEATURES & TRAITS
\\
Belt of Many Pouches 1 51b Backpack 1 51b.
Gauntlets of Ogre Power 1 - Longbow 1 2 |b.
Shield, +1 1 6 Ib. Net 1 31b.
Morningstar, +1 1 4 1b. Quiver 1 11b.
Lightbringer 1 4 1b. Waterskin 2 10 Ib.
Dragonguard 1 20 Ib. Riding Horse 1 --
Boots of False Tracks 1 - Swiss Army Wand 1 -
Cloak of Many Fashions 1 - Antidote 2 -
Ruby of the War Mage 1 - Alchemist's Fire (flask) 3 31b.
WEIGHT CARRIED Helm of Underwater Action 1 - Ball Bearings (bag of 1,000) 1,000 2 |b.
215.2 |b. Cartographer's Map Case 1 - Caltrops (bag of 20) 20 2 |b.
ENCUMBERED Dagger 1 1lb.
570 Ib. Handaxe 1 2 1b. Gauntlets of Ogre Power 1 -
PUSH/DRAG/LIFT Scimitar 1 31b. Ruby of the War Mage 1 -
1140 |b. Whip 1 31b. Helm of Underwater Action 1 -
EQUIPMENT ))
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a space large enough for a Small creature.

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra
<strong>2d6</strong> damage.

| Special

=== FEATS ===

* Shield Master « PHB 170

If you take the Attack action on your turn, you can use
a bonus action to try to shove a creature within 5 ft. of
you with your shield. If you aren't incapacitated, you
can add your shield's AC bonus to any DEX saving
throw you make against effects that target only you,
and if an effect allows half damage on success, you
can use your reaction to take no damage.

| Shield Master Shove: 1 Bonus Action
| Shield Master Evasion: 1 Reaction

* 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.

* Magic Initiate (Druid) « PHB

You learn two cantrips of your choice from the druid
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.
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Chalk (1 piece)
Magnifying Glass
Mirror, Steel

Oil (flask)

Potion of Healing
Soap

Spyglass
Whetstone
Antitoxin

Ink (1 ounce bottle)
Ink (1 ounce bottle)
Ink (1 ounce bottle)
Ink (1 ounce bottle)
Ink (1 ounce bottle)

Paper (one sheet)

10

10

0.5 Ib.
51b.
0.5 Ib.

1lb.
1lb.

Cartographer's Tools

Little Bag of Sand

Heward’s Handy Spice Pouch

Cook's Best Friend
Bedroll

Blanket

Clothes, Common
Fishing Tackle
Grappling Hook
Mess Kit

Pot, Iron

Rations (1 day)
Rope, Silk (50 feet)
Scale, Merchant's

Tent, Two-Person

ADDITIONAL EQUIPMENT

7 Ib.
31b.
31b.
4 1b.
4 1b.
1lb.
10 Ib.
20 Ib.
51Ib.
31b.
20 Ib.
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=== Organizations ===

The Shields, Inc.
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Found as an infant by a wandering ranger, he was
brought to a mixed racial village the ranger knew
of. He was raised in the village learning Goblin
and woodcraft from his “father” . Using his skills he
spotted an Orc attack on his village in time to warn
the village so they could prepare. In the battle he
was able to defend several of the village children
and help defeat the attack. Sadly, in the battle his
“father” was killed. He (the father) was surrounded
by a group of orcs with a flying snake tattoo. A
separate group within the orc band seemed to
have focused on him under the guise of the village
raid. All of them seem to have been killed in the
battle. Since then he has headed out. He was
hired by a merchant to guard and protect him and
was doing so along with another Bugbear
adventurer when they ran into the Shield, Inc party
who took down the merchant and then offered
them a position assisting the party. Weeks and a
series of adventures later, the other bugbear
“retired” to being the team’s major domo and
“office manager” of their (dragon)Shield franchise.
( think Aquisitions Inc. modified) while Kaddish has
become their rear guard and henchman. They
have managed to clear Wavesong Cave and are
staring to look into other problem in the Phandalin/
Lurien region.

\ CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELL SAVE DC
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=== CANTRIPS === (At Will)
O Dancing Lights <C> Swiss Army Wand -- 1A 120 ft. V,S,M  concentation, oo 1minie - PHB 230 1 Charge (7/7), D: 1m, V/ISIM
O Mending Swiss Army Wand - im Touch V,S,M Instantaneous PHB 259 1 Charge (7/7), VISIM
QO Prestidigitation Swiss Army Wand -- 1A 10 ft. V,S 1 hour PHB 267 1 Charge (7/7), D: 1h, VIS
QO Create Bonfire <C> Swiss Army Wand DEX 13 1A 60 ft./5 ft. Cube V,S Concentration, upto Lminute  EE 152 1 Charge (7/7), D: 1m, 5 ft. Cube, VIS
O Druidcraft Magic Initiate (Druid) -- 1A 30 ft. V.S Instantaneous  PHB 236  V/S
QO Primal Savagery Magic Initiate (Druid) +5 1A Self S Instantaneous ~ XGtE 163 S
=== 1st LEVEL === 3 Slots 000
O Hunter's Mark <C> Ranger -- 1BA 90 ft. \Y Concenuation, upto 1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
QO Zephyr Strike <C> Ranger - 1BA  Self \% Concenuaiion, upto tminte - XGtE 171 D: 1m, V
O Goodberry Ranger -- 1A Touch V,S,M Instantaneous PHB 246  V/S/M
O Alarm Swiss Army Wand -- im 30 ft. V,S,M 8 hours PHB 211 2 Charges (7/7), D: 8h, VISIM
O Faerie Fire <C> Magic Initiate (Druid) DEX 13 1A 60 ft./20 ft. Cube V Concentration, wpo 1 minwte - PHB 239 1/LR, D: 1m, 20 ft. Cube, V
P Speak with Animals Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277  1/LR, D: 10m, VIS
R SPELLS N
)\ {

SPELL ATTACK
BONUS




