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: : CLASS & LEVEL PLAYER NAME
Akki Ceniza
Human Sage (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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Y N
© _+3  Strength \ /7 \
— ARMOR Max HP Current HP Temp HP |
STRENGTH i © _+6_ Dexterity
8 O +4 Constitution +6 21 104 S
O _+0_ Intelligence
O +4 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / . , \
10d10 successes O=O=0O
[ DEXTERITY
Advantage on CON saving throws FAILURES O=O=O
that you make to maintain
14 Concentration. \{ DEFENSES \ HIT DICE \ DEATH SAVES /
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ﬂ) +2_ Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS N T
| 19 | | ® +s Animal Handiing wis j Martial Weapons, Simple Weapons
® +4 Arcana INT =
— i === TOOLS ===
O _L_ Athletics sTR = — Calligrapher's Supplies
O 40 Deception CHA ABILITY SAVE DC i
) p— P === LANGUAGES ===
® _*4_ History INT Common, Common Sign Language,
O _*4  Insight wis ( N Draconic, Elvish, Sylvan
40 ft. (Walking), 40 ft. (Climbing), 40 ft.
0 imidati . )
O +0 Intimidation CHA (Swimming)
O _*0_ Investigation INT
O +4 Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & TRAINING
® +12 Perception wis , \
QO _+0  Performance CHA === ACTIONS === Senses Darkvision 60 ft., Passive Perception 16
) Standard Actions
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, -
O +0  Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Traits
g Grapple, Shove, Improvise, Two-Weapon Fighting, Primal Bond. You add your Prof. Bonus (4) to any
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence ability check or saving throw (included above) the
beast makes.
® _+10 Stealth DEX Beast of the Land + 55 / Other
® *12 Survival wis Your Beast of the Land has the following statistics: -
e Actions
O AC 17 Beast's Strike. Melee Attack Roll: +8, reach 5 ft., Hit:
- HP 55 (10d8) 1d8+6 Bludgeoning/Piercing/Slashing damage
O Speed 40 ft., Climb 40 ft. (chosen when you summon this beast).
o If the beast moved at least 20 ft. straight toward the
_ Saving Throws Str. +6, Dex. +6, Con. +6, Int. +3, Wis. target before the hit, the target takes an extra 1d6
+6, Cha. +4 damaae of the same tvpe. and if its Larae or smaller.
\ SKILLS / \ ACTIONS )
74 <\
22 PASSIVE PERCEPTION Dagger +6 1d4+2 Piercing simple, Finesse, Light, Thrown, Nick, Range (20/60), True Strike: 1d6+4 Radiant
Longbow +6 1d8+2 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
14 PASSIVE INSIGHT
Moon Sickle, +1 +4 1d4 Slashing Simple, Light, Nick, True Strike: 1d6+4 Radiant
10 PASSIVE INVESTIGATION ; ) . ’ )
Quarterstaff +3 1d6-1 Bludgeoning  Simple, Versatile, Topple, True Strike: 1d6+4 Radiant
Shillelagh +9 1d10+4 Bludgeoning D: 1m, V/S/M
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== RANGER FEATURES ===

* Core Ranger Traits « PHB-2024 119
* Spellcasting * PHB-2024 119

* Favored Enemy « PHB-2024 119
You always have Hunter's Mark prepared and can cast
it without expending a spell slot 4 times per Long Rest.

| Hunter's Mark: 4 / Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 120

* Deft Explorer « PHB-2024 120
You gain Expertise with one of your skill proficiencies.

You know two languages of your choice.
* Fighting Style « PHB-2024 120

| Druidic Warrior « br-2024
You learn two Druid cantrips of your choice. The
chosen cantrips count as Ranger spells for you, and
Wisdom is your spellcasting ability for them. Whenever
you gain a Ranger level, you can replace one of these
cantrips with another Druid cantrip.

* Ranger Subclass « PHB-2024 120
| Beast Master

* Primal Companion « PHB-2024 122

You magically summon a primal beast and choose its
stat block: Beast of the Land, Beast of the Sea, or
Beast of the Sky. You determine the kind of animal it
is, choosing a kind that's appropriate to the stat block,
and whatever beast you choose, it bears primal
markings to indicate its supernatural origins.

The beast is Friendly to you and your allies, obeys

your commands, and vanishes if you die.

In Combat. In combat, the beast acts during your turn.
It can move and use its Reaction on its own, but only
takes the Dodge action unless you take a Bonus
Action to command it to use an action from its stat
block or some other other action. You can sacrifice
one of your attacks when you take the Attack action to
command the beast to take the Beast’s Strike action. If
you have the Incapacitated condition, the beast acts
on its own and isn’t limited to the Dodge action.

Restoring or Replacing the Beast. If the beast died
within the last hour, you can take a Magic action to
touch it and expend a spell slot. After 1 minute, the
beast returns to life with all its HP restored.

Whenever you finish a Long Rest, you can summon a
new primal beast in an unoccupied space within 5 ft. of
you. You choose its stat block and appearance, and if
you already have a beast from this feature, the old one
vanishes when the new one appears.

| Beast of the Land « PHB-2024
You magically summon the Beast of the Land.

| 55/ Other « 1 Action

| Primal Companion: Summon: Special

| Primal Companion: Restore Beast: 1 Action
* Ability Score Improvement « PHB-2024 120
* Extra Attack « PHB-2024 120
You can attack twice instead of once whenever you
take the Attack action on your turn.
* Roving « PHB-2024 121

Your speed increases by 10 ft. while you aren’t
wearing Heavy armor. You also have a Climb and

Swim Speed equal to your speed.

* Exceptional Training « PHB-2024 123

When you take a Bonus Action to command your
Primal Companion to take an action, you can also
command it to take the Dash, Disengage, Dodge, or
Help action using its Bonus Action.

Additionally, whenever it hits with an attack roll, it can
deal your choice of Force damage or its normal
damage type.

* 8: Ability Score Improvement « PHB-2024 121

* Expertise « PHB-2024 121
Choose two of your skill proficiencies with which you
lack Expertise. You gain Expertise in those skills.

* Tireless « PHB-2024 121
Primal forces now fuel you on your journey, granting
you the following benefits:

« As a Magic action, you can give yourself 1d8+4
Temp HP. You can use this 4 times per Long Rest.

« Whenever you finish a Short Rest, your
Exhaustion level, if any, reduces by 1.

| Temporary Hit Points: 4 / Long Rest 1 Action

=== HUMAN SPECIES TRAITS ===

* Creature Type « PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed « PHB-2024 194

N

EQUIPMENT

FEATURES & TRAITS
Amulet of Health 1 - Torch 10 10 Ib.
Shield, +2 1 6 Ib. Waterskin 1 51b.
Moon Sickle, +1 1 2 lb. Petrified Behold-o-Lantern Eye Stalk 1 2 1b.
Half Plate 1 40 Ib. Nature's Mantle 1 --
Longbow 1 2 1b. Shield 1 6 Ib.
Arrows 20 1lb. Dagger 1 1lb.
Backpack 1 5 lb. Club 1 2 b.
Chest 1 25 Ib. Quarterstaff 1 4 b.
Clothes, Traveler's 1 4 1b.
WEIGHT CARRIED Pouch L 11b.
154 |b. Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 11b.
0 Ib. Rations (1 day) 10 20 Ib. Amulet of Health 1 -
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib. Moon Sickle, +1 1 2 1b.
0 Ib. Tinderbox 0 --
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Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

=== FEATS ===

* Fey Touched « PHB-2024 204
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Fey Magic. Choose one level 1 spell from the
Divination or Enchantment school of magic. You
always have that spell and the Misty Step spell
prepared. Once per Long Rest, you can cast each of
these spells without expending a spell slot. You can
also cast these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

| Wisdom «

* War Caster « PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell

must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +4 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Magic Initiate (Wizard) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom «

* Sage Ability Score Improvements « PHB-2024 183

ADDITIONAL FEATURES & TRAITS

| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 120

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Quarterstaff (Topple) «
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 4 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Topple (Quarterstaff): 1 Action

| Slow (Longbow): 1 Action

N

ADDITIONAL EQUIPMENT
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=== Allies ===

Conejo : Breixo
Pato 1: Za Pato
Pato 2: Feldes Pato
Pato 3: Destapo
Pato 4: Apatita
Pato 5 : Don Pato

ALLIES & ORGANIZATIONS

/Iwatch over my friends as if they
were a litter of newborn pups.

| feel far more comfortable around
animals than people.

PERSONALITY TRAITS
|~

~
[ ~"1
Glory. | must earn glory in battle, for myself
and my clan. (Any)

IDEALS
L~

{2

[
| am the last of my tribe, and it is up to me to
ensure their names enter legend.

BONDS
L~

"
| am slow to trust members of other races,
tribes, and societies.

()

\\ FLAWS //

"

CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELL SAVE DC
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=== CANTRIPS ===
True Strike

Light

Shillelagh

O O0OO0Oo

Guidance

=== 1st LEVEL ===
Absorb Elements

Cure Wounds

Speak with Animals [R]
Detect Magic [R]
Command

Shield

TOTUTOOOOo

Hunter's Mark

===2nd LEVEL ===
Healing Spirit

Pass without Trace
Lesser Restoration

Misty Step

T OOO0OOo

Misty Step

=== 3rd LEVEL ===

o

Revivify

O Summon Fey

(At will)

Magic Initiate (Wizard)
Magic Initiate (Wizard)
Fighting Style

Fighting Style

4 Slots OO0O0

Ranger

Ranger

Ranger

Ranger

Fey Touched (Always Prepared)
Magic Initiate (Wizard)

Favored Enemy (Always Prepared)

3 Slots OO0
Ranger
Ranger
Ranger
Fey Touched

Fey Touched (Always Prepared)

2 Slots OO
Ranger

Ranger

WIS 16

1A
1A
1BA
1A

1R
1A
1A
1A
1A
1R
1BA

1BA
1A

1BA
1BA
1BA

1A
1A

Self
Touch
Self

Touch

Self

Touch

Self

Self/30 ft. Sphere
60 ft.

Self

90 ft.

60 ft./5 ft. Cube
Self/30 ft. Emanation
Touch

Self

Self

Touch

90 ft.

SPELLS

SM
WA
V,S,\M
V.S

V.S
V.S
V.S

V.S

V.S
V,S,M
V.S

\

\

V,S,\M
V,S,\M

Instantaneous
1 hour
1 minute

Concentration, up to 1 minute

1 round
Instantaneous
10 minutes
Concentaton,up 0 10 minutes
Instantaneous
1 round

Concentration, up to 1 hour

Concentation, up to 1 minute
Concentration, up to 1 hour
Instantaneous
Instantaneous

Instantaneous

Instantaneous

Concentration, up to 1 hour

PHB-2024 336
PHB-2024 292
PHB-2024 316

PHB-2024 282

EE 150

PHB-2024 259
PHB-2024 318
PHB-2024 262
PHB-2024 251
PHB-2024 316

PHB-2024 287

XGtE 157

PHB-2024 303
PHB-2024 291
PHB-2024 299

PHB-2024 299

PHB-2024 312

PHB-2024 326

SIM

D: 1h, VIM
D: 1m, V/IS/IM
D: 1m, VIS

D: 1Rnd, S

VIS

D: 10m, V/S

D: 10m, 30 ft. Sphere, V/S

1LR, V

1/LR, D: 1Rnd, V/S

Ext. D: (See Description)*, D: 1h, V

D: 1m, 5 ft. Cube, V/S

D: 1h, 30 ft. Emanation, V/S/M
VIS

LR,V

\Y

VISIM
D: 1h, VISIM

> 4

N

SPELL ATTACK
BONUS




