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ﬂa +1_ Strength \ 7/ \
D e ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity
8 O _+2  Constitution +3 13 2 O _
O -1 Intelligence
O +3 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / / ~a10 , S
—— Resistances - Acid, Poison successes OO0
DEXTERITY O=O=O
) FAILURES
Advantage against
1 7 being poisoned \§ 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) +3  Acrobatics DEX \ N o WEAPONS ==
. ) PROFICIENCY BONUS N T
14 | o0 +3 Animal Handiing wis j Martial Weapons, Simple Weapons
O -1 Arcana INT -
=== TOOLS ===
® _*1 Athletics STR = = Thieves' Tools
O _+0  Deception CHA ABILITY SAVE DC |
) p— — === LANGUAGES ===
ee—— O L History INT Common, Common Sign Language,
® _+5 Insight wis 7 N Thri-kreen, Undercommon
30 ft. (Walkin
8 O +0 Intimidation CHA ( 9)
O _-1  Investigation INT
@ O +3  Medicine wis \ SPEED )
O -1 Nature INT ) PROFICIENCIES & TRAINING
I wispom ® _+5_ Perception WIS , \
O _+0  Performance CHA === ACTIONS === can use the pseudopod to manipulate an object,
l 6 ) Standard Actions open/close a door or container, or pick up/set down a
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Tiny object. The pseudopod doesn’'t have sensory
O 1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, organs, can't attack, activate magic items, or lift more
g Grapple, Shove, Improvise, Two-Weapon Fighting, than 10 Ibs.
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence
=== SPECIAL ===
® _*7_ Stealth DEX === BONUS ACTIONS === Hold Breath
U CHARISMA 5 ) Hunter’s Mark « 2 / Long Rest You can hold your breath for 1 hour.
® 5 Survival wis You always have Hunter's Mark prepared and can
1 O O cast it without expending a spell slot 2 times per Long
I Rest.
o__
o Shape Self (Pseudopod)
JE— You can extrude a pseudopod that's up to 6 inches
wide, and 10 ft. lona or reabsorb it into vour body. You
\N SKILLS J ACTIONS )
7 N
15 PASSIVE PERCEPTION Primal Savagery +5 1d10 Acid S
Unarmed Strike +1 0 Bludgeoning
15 PASSIVE INSIGHT
9 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES L 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 2 times per Long Rest.
| Hunter's Mark: 2 / 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.

=== PLASMOID SPECIES TRAITS ===

* Languages ¢ SAIS 9

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 * SAIS 14
You are an Ooze.

* Size « SAIS 14
You are Medium or Small. You choose the size when

you select this race.

* Speed « SAIS 14
Your walking speed is 30 ft.

* Amorphous ¢ SAIS 14

While you're not wearing or carrying anything, you can
squeeze through a space as narrow as 1 inch wide.
You have advantage on ability checks to initiate or
escape a grapple.

* Darkvision ¢ SAIS 14

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, only
discerning colors in that darkness as shades of gray.

* Hold Breath « SAIS 14
You can hold your breath for 1 hour.

| Special

* Natural Resilience « SAIS 14

You have resistance to acid and poison damage, and
you have advantage on saving throws against being
poisoned.

* Shape Self « SAIS 14

As an action, you can reshape your body to give
yourself a head, one or two arms, one or two legs,
makeshift hands and feet, or you can revert to a
limbless blob. While you have a humanoid shape, you
can wear clothing and armor made for a humanoid of
your size.

As a bonus action you can extrude a pseudopod that's
up to 6 inches wide, and 10 ft. long or reabsorb it into
your body. You can use the pseudopod to manipulate
an object, open/close a door or container, or pick
up/set down a Tiny object. The pseudopod doesn’t
have sensory organs, can't attack, activate magic
items, or lift more than 10 Ibs.

AN
| Shape Self (Reshape Body): 1 Action

| Shape Self (Pseudopod): 1 Bonus Action

=== FEATS ===

* 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 «

* Wayfarer Ability Score Improvements « PHB-2024
185

| Increase two scores (+2 / +1) ¢
* Weapon Mastery « PHB-2024 120
| Dagger (Nick) ¢
Nick. When you make the extra attack of the Light

property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can

FEATURES & TRAITS
\
Studded Leather 1 13 Ib. Quoits 0 -
Dagger 1 1lb. (e]] 2 2 b.
Dagger 1 1lb. Rations 10 20 Ib.
Scimitar 1 31b. Rope 1 51b.
Shortsword 1 2 1b. Bedroll 1 7 Ib.
Longbow 1 21b. Tinderbox 1 11b.
Backpack 1 5 lb. Torch 10 10 Ib.
Pouch 1 11b. Waterskin 1 51b.
Pouch 1 11b.
WEIGHT CARRIED Quiver L 11b.
93 Ib. Bedroll 1 7 Ib.
ENCUMBERED Thieves' Tools 1 11b.
120 Ib. Arrows 20 11b.
PUSH/DRAG/LIFT Sprig of Mistletoe 1 -
240 |b. Traveler's Clothes 1 4 1b.

EQUIPMENT
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only be made once per turn.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack

roll against that creature before the end of your next
turn.

| Nick (Dagger): 1 Action

| Vex (Shortsword): 1 Action

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT

\\
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PERSONALITY TRAITS
L~ 1
[ ~"1]
IDEALS
L~ —~
[ ~"1]
BONDS
L~ —~
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CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
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CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS ===
Minor lllusion

Acid Splash

Primal Savagery

Infestation

=== 1st LEVEL ===
Snare

Fog Cloud

Disguise Self

Hunter's Mark

(At will)

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

Fighting Style

2 Slots OO
Ranger
Ranger

Magic Initiate (Wizard)

Favored Enemy (Always Prepared)

-- 1A
DEX 13 1A
+5 1A
CON13 1A
DEX 13 1m
-- 1A
-- 1A
- 1BA

30 ft./5 ft. Cube S,M

60 ft./5 ft. Sphere V,S

Self
30 ft.

Touch

S
V,S,\M

SM

120 ft./20 ft. Sphere  V,S

Self
90 ft.

SPELLS

V.S
A\

1 minute
Instantaneous
Instantaneous

Instantaneous

8 hours

Concentration, up to 1 hour

1 hour

Concentration, up to 1 hour

PHB-2024 298 D: 1m, 5 ft. Cube, S/IM
PHB-2024 239 5 ft. Sphere, V/S
XGtE163 S

XGtE 158 V/SIM

XGtE 165 D: 8h, S/IM
PHB-2024 276 D: 1h, 20 ft. Sphere, VIS
PHB-2024 262 1/LR, D: 1h, V/S

PHB-2024 287 Ext. D: (See Description)*, D: 1h, V

> 4

N




