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Hit Point Maximum
	 	 Strength

	 	 Dexterity

	 	 Constitution

	 	 Intelligence

	 	 Wisdom

	 	 Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

	 	 Acrobatics (Dex)

	 	 Animal Handling (Wis)

	 	 Arcana (Int)

	 	 Athletics (Str)

	 	 Deception (Cha)

	 	 History (Int)

	 	 Insight (Wis)

	 	 Intimidation (Cha)

	 	 Investigation (Int)

	 	 Medicine (Wis)

	 	 Nature (Int)

	 	 Perception (Wis)

	 	 Performance (Cha)

	 	 Persuasion (Cha)

	 	 Religion (Int)

	 	 Sleight of Hand (Dex)

	 	 Stealth (Dex)

	 	 Survival (Wis)

DEATH SAVESHIT DICE

NAME ATK BONUS DAMAGE/TYPE

Total SUCCESSES

FAILURES

IDEALS

BONDS

FLAWS

PERSONALITY TRAITS

ARMOR
CLASS

CURRENT HIT POINTS

TEMPORARY HIT POINTS

INITIATIVE SPEEDPROFICIENCY BONUS

STRENGTH

DEXTERITY

CONSTITUTION

INTELLIGENCE

WISDOM

CHARISMA

SAVING THROWS

INSPIRATION

SKILLS

+4

+2

●

+1

●

0

TODO: What does your
character believe in?

●

+1

+1

+3

Lawful good

Courtier

TODO: list the
equipment and magic
items your character
carries

●

●

+0

-1

30

+4

+3

+1
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+3

0

13

Longbow

+1

Fire Genasi

1d8+2/p

TODO: Describe what debts your character
has to pay, and other commitments or ongoing
quests they have.

+5

8d10

12

+2

+2(A)

Shortsword

Dagger

-1

+3

+0

+2

10

+4

+5

72

+5

+2

0

10

0

-1

Ben

+0

0

1d4+2/p

0

+2

TODO: Describe your
characters interesting flaws.

Armor: None
Shield: None
TODO: Describe how your
character usually attacks or
uses spells.

1d6+2/p

+0

Ranger3

+1

15

TODO: How does your
character behave? See the PHB
for examples of all the sections
below

16

0

-1

+5

+0

(See Features Page)
--Animal Companion
--Beast's Defense
--Companions Bond
--Coordinated Attack
--Court Functionary
--Darkvision (60')
--Favored Enemy
--Fighting Style (Two-Weapon
Fighting)
--Fire Resistance
--Fleet of Foot
--Greated Favored Enemy
--Natural Explorer
--Primeval Awareness
--Reach to the Blaze
=================
TODO: Describe other
features and abilities your
character has.

+3

13

+1

●

8

●

-1

Proficiencies:
Light armor, medium armor,
shields, simple weapons,
martial weapons.

Languages:
celestial, elvish, Common,
Primoridal
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SPELL
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SLOTS EXPENDEDSLOTS TOTAL

1

0

2

3 6

7

8

9

4

5

SPELLCASTING
ABILITY

SPELL SAVE DC SPELL ATTACK
BONUS

CANTRIPS

+3

●

●

●

●

0

0

0

0

0

0

0

3

●

4

Animal Friendship (V,S,M) 

Fog Cloud (V,S)  (C)

●

Barkskin (V,S,M)  (C)

Daylight (V,S) 

Stoneskin (V,S,M)  (C)

11

Tree Stride (V,S)  (C)
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Features and Magic Items

Ranger3

Subclasses

Subclass: Beast Conclave

Many rangers are more at home in the wilds than in civiliza-
tion, to the point where animals consider them kin. Rangers
of the Beast Conclave develop a close bond with a beast,
then further strengthen that bond through the use of magic.

Features

Animal Companion

Source: Revised Ranger (Animal Companion)

At 3rd level, you learn to use your magic to create a pow-
erful bond with a creature of the natural world.

With 8 hours of work and the expenditure of 50 gp worth
of rare herbs and fine food, you call forth an animal from
the wilderness to serve as your faithful companion. You
normally select you companion from among the following
animals: an ape, a black bear, a boar, a giant badger, a
giant weasel, a mule, a panther, or a wolf. However, your
DM might pick one of these animals for you, based on the
surrounding terrain and on what types of creatures would
logically be present in the area.

At the end of the 8 hours, your animal companion appears
and gains all the benefits of your Companions Bond ability.
You can have only one animal companion at a time.

If your animal companion is ever slain, the magical bond
you share allows you to return it to life. With 8 hours of
work and the expenditure of 25 gp worth of rare herbs and
fine food, you call forth your companions spirit and use your
magic to create a new body for it. You can return an animal
companion to life in this manner even if you do not possess
any part of its body.

If you use this ability to return a former animal companion
to life while you have a current animal companion, your
current companion leaves you and is replaced by the restored
companion

Beast’s Defense

Source: Revised Ranger (Beast Conclave)

At 7th level, while your companion can see you, it has
advantage on all saving throw

Companions Bond

Source: Revised Ranger (Beast Conclave)

Your animal companion gains a variety of benefits while it
is linked to you. The animal companion loses its Multiattack
action, if it has one.

The companion obeys your commands as best it can. It
rolls for initiative like any other creature, but you determine
its actions, decisions, attitudes, and so on. If you are inca-
pacitated or absent, your companion acts on its own. When
using your Natural Explorer feature, you and your animal
companion can both move stealthily at a normal pace.

Your animal companion has abilities and game statistics
determined in part by your level. Your companion uses your
proficiency bonus rather than its own. In addition to the
areas where it normally uses its proficiency bonus, an animal
companion also adds its proficiency bonus to its AC and to
its damage rolls.

Your animal companion gains proficiency in two skills
of your choice. It also becomes proficient with all saving
throws. For each level you gain after 3rd, your animal com-
panion gains an additional hit die and increases its hit points
accordingly. Whenever you gain the Ability Score Improve-
ment class feature, your companions abilities also improve.
Your companion can increase one ability score of your choice
by 2, or it can increase two ability scores of your choice by
1. As normal, your companion cant increase an ability score
above 20 using this feature unless its description specifies
otherwise.

Your companion shares your alignment, and has a
personality trait and a flaw that you can roll for or select
from the tables below. Your companion shares your ideal,
and its bond is always,
The ranger who travels with me is a beloved companion for
whom I would gladly give my life.

Coordinated Attack

Source: Revised Ranger (Beast Conclave)

Beginning at 5th level, you and your animal companion
form a more potent fighting team. When you use the Attack
action on your turn, if your companion can see you, it can
use its reaction to make a melee attack.

Court Functionary

Source: Background (Courtier)
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Your knowledge of how bureaucracies function lets you
gain access to the records and inner workings of any no-
ble court or government you encounter. You know who the
movers and shakers are, whom to go to for the favors you
seek, and what the current intrigues of interest in the group
are.

Darkvision (60’)

Source: Race

Accustomed to life underground, you have superior vision
in dark and dim conditions. You can see in dim light within
60 feet of you as if it were bright light, and in darkness as if
it were dim light. You cant discern color in darkness, only
shades of gray.

Favored Enemy

Source: Revised Ranger

Beginning at 1st level, you have significant experience
studying, tracking, hunting, and even talking to a certain
type of enemy commonly encountered in the wilds.

Choose a type of favored enemy: beasts, fey, humanoids,
monstrosities, or undead. You gain a +2 bonus to damage
rolls with weapon attacks against creatures of the chosen
type. Additionally, you have advantage on Wisdom (Sur-
vival) checks to track your favored enemies, as well as on
Intelligence checks to recall information about them.

When you gain this feature, you also learn one language
of your choice, typically one spoken by your favored enemy
or creatures associated with it. However, you are free to
pick any language you wish to learn

Fighting Style (Two-Weapon Fighting)

Source: Ranger

When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second attack.

Fire Resistance

Source: Race (Fire Genasi)

You have resistance to fire damage.

Fleet of Foot

Source: Revised Ranger

Beginning at 8th level, you can use the Dash action as a
bonus action on your turn.

Greated Favored Enemy

Source: Revised Ranger

At 6th level, you are ready to hunt even deadlier game.
Choose a type of greater favored enemy: aberrations, ce-
lestials, constructs, dragons, elementals, fiends, or giants.
You gain all the benefits against this chosen enemy that you
normally gain against your favored enemy, including an ad-
ditional language. Your bonus to damage rolls against all
your favored enemies increases to +4.

Additionally, you have advantage on saving throws
against the spells and abilities used by a greater favored
enemy.

Natural Explorer

Source: Revised Ranger

You are a master of navigating the natural world, and you
react with swift and decisive action when attacked. This
grants you the following benefits:

–You ignore difficult terrain.

–You have advantage on initiative rolls.

–On your first turn during combat, you have advantage
on attack rolls against creatures that have not yet acted.

In addition, you are skilled at navigating the wilderness.
You gain the following benefits when traveling for an hour
or more:

–Difficult terrain doesnt slow your groups travel.

–Your group cant become lost except by magical means.

–Even when you are engaged in another activity while
traveling (such as foraging, navigating, or tracking), you
remain alert to danger.

–If you are traveling alone, you can move stealthily at a
normal pace.

–When you forage, you find twice as much food as you
normally would.

–While tracking other creatures, you also learn their exact
number, their sizes, and how long ago they passed through
the area.

Primeval Awareness

Source: Revised Ranger

Beginning at 3rd level, your mastery of ranger lore allows
you to establish a powerful link to beasts and to the land
around you.

You have an innate ability to communicate with beasts,
and they recognize you as a kindred spirit. Through sounds
and gestures, you can communicate simple ideas to a beast
as an action, and can read its basic mood and intent. You
learn its emotional state, whether it is affected by magic of
any sort, its short-term needs (such as food or safety), and
actions you can take (if any) to persuade it to not attack.

You cannot use this ability against a creature that you
have attacked within the past 10 minutes.

Additionally, you can attune your senses to determine if
any of your favored enemies lurk nearby. By spending 1
uninterrupted minute in concentration (as if you were con-
centrating on a spell), you can sense whether any of your
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favored enemies are present within 5 miles of you. This fea-
ture reveals which of your favored enemies are present, their
numbers, and the creatures general direction and distance
(in miles) from you.

If there are multiple groups of your favored enemies within
range, you learn this information for each group.

Reach to the Blaze

Source: Race (Fire Genasi)

You know the produce flame cantrip. Once you reach 3rd
level, you can cast the burning hands spell once with this
trait as a 1st-level spell, and you regain the ability to cast
it this way when you finish a long rest. Constitution is your
spellcasting ability for these spells.

Magic Items
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Spell Descriptions

Ranger3

Animal Friendship

Enchantment Level 1

Casting Time: 1 action
Duration: Instantaneous
Range: 30 feet
Components: V, S, M (A morsel of food)

This spell lets you convince a beast that you mean it no
harm. Choose a beast that you can see within range. It
must see and hear you. If the beasts Intelligence is 4 or
higher, the spell fails. Otherwise, the beast must succeed
on a Wisdom saving throw or be charmed by you for the
spells duration. If you or one of your companions harms the
target, the spell ends.

At Higher Levels: When you cast this spell using a spell
slot of 2nd level or higher, you can affect one additional
beast for each slot level above 1st.

Barkskin

Transmutation Level 2 (concentration)

Casting Time: 1 action
Duration: Concentration, up to 1 hour
Range: Touch
Components: V, S, M (A handful of oak bark)

You touch a willing creature. Until the spellends, the tar-
gets skin has a rough, bark-like appearance, and the targets
AC cant be less than 16, regardless of what kind of armor
it is wearing.

Daylight

Evocation Level 3

Casting Time: 1 action
Duration: 1 hour
Range: 60 feet
Components: V, S

A 60-foot-radius sphere of light spreads out from a point
you choose within range. The sphere is bright light and
sheds dim light for an additional 60 feet.

If you chose a point on an object you are holding or one
that isnt being worn or carried, the light shines from the
object with and moves with it. Completely covering the
affected object with an opaque object, such as a bowl or a
helm, blocks the light.

If any of this spells area overlaps with an area of darkness
created by a spell of 3rd level or lower, the spell that created
the darkness is dispelled.

Fog Cloud

Conjuration Level 1 (concentration)
Casting Time: 1 action
Duration: Concentration, up to 1 hour
Range: 120 feet
Components: V, S

You create a 20-foot-radius sphere of fog centered on a
point within range. The sphere spreads around corners, and
its area is heavily obscured, It lasts for the duration or until
a wind of moderate or greater speed (at least 10 miles per
hour) disperses it.

At Higher Levels: When you cast this spell using a spell
slot of 2nd level or higher, the radius of the fog increases by
20 feet for each slot level above 1st.

Stoneskin

Abjuration Level 4 (concentration)
Casting Time: 1 action
Duration: Concentration, up to 1 hour
Range: Touch
Components: V, S, M (Diamond dust worth 100 gp, which
the spell consumes)

This spell turns the flesh of a willing creature you touch as
hard as stone. Until the spell ends, the target has resistance
to nonmagical bludgeoning, piercing, and slashing damage.

Tree Stride

Conjuration Level 5 (concentration)
Casting Time: 1 action
Duration: Concentration, up to 1 minute
Range: Self
Components: V, S

You gain the ability to enter a tree and move from inside it
to inside another tree of the same kind within 500 feet. Both
trees must be living and at least the same size as you. You
must use 5 feet of movement to enter a tree. You instantly
know the location of all other trees of the same kind within
500 feet and, as part of the move used to enter the tree, can
either pass into one of those trees or step out of the tree
youre in. You appear in a spot of your choice within 5 feet
of the destination tree, using another 5 feet of movement. If
you have no movement left, you appear within 5 feet of the
tree you entered.

You can use this transportation ability once per round for
the duration. You must end each turn outside a tree.
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