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HEROIC INSPIRATION ‘ === ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Custom Tool 1, Smith's Tools

=== LANGUAGES ===
Abyssal, Common, Elvish, Orc, Sylvan

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Hunter's Mark « 3 / Long Rest

You always have Hunter's Mark prepared and can
cast it without expending a spell slot 3 times per Long
Rest.

=== REACTIONS ===
Reactive Spell
When a creature provokes an Opportunity Attack

from you, you can take a Reaction to cast a spell at

the creature rather than making an Opportunity Attack.

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

=== SPECIAL ===
Knowledge from a Past Life « 3/ Long Rest

When you make an ability check that uses a skill,
you can roll a d6 immediately after seeing the number
on the d20 and add the number on the d6 to the
check. You can use this feature 3 times, and you
regain all expended uses when you finish a long rest.

74

SKILLS \ ACTIONS
7 N
25 PASSIVE PERCEPTION Quarterstaff, +1 +3 1d6+2 Bludgeoning  Simple, Versatile, Topple
17 PASSIVE INSIGHT Quarterstaff +1 (Shillelagh)  +8 1d10+7 Bludgeoning  D: 1m, V/S/M
Unarmed Strike +2 0 Bludgeoning
10 PASSIVE INVESTIGATION
Unknown 5 ft.
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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 3 times per Long Rest.
| Hunter's Mark: 3 / 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

| Fighting Style feat ¢
* Ranger Subclass « PHB-2024 120

| Fey Wanderer
* Dreadful Strikes « PHB-2024 124
When you hit a creature with a weapon, you can deal
an extra 1d4 Psychic damage to the target once per
turn.

| 1 Action
* Fey Wanderer Spells « PHB-2024 124
When you reach a Ranger level specified in the Fey
Wanderer Spells table, you thereafter always have the
listed spells prepared. You also possess a fey

blessing. Choose it from the Feywild Gifts table or
determine it randomly.

* Otherworldly Glamour « PHB-2024 124
Whenever you make a Charisma check, you gain a +4
bonus.

* 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.

=== REBORN SPECIES TRAITS ===

* Ability Score Increases ¢ VRGtR 15

When determining your ability scores, you increase
one of those scores by 2 and increase a different score
by 1, or you increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * VRGtR 15

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 ¢ VRGtR 21
You are a Humanoid.

* Size « VRGIR 21
You are Medium or Small. You choose the size when
you gain this lineage.

* Speed * VRGIR 21
Your walking speed is 30 feet.

* Ancestral Legacy * VRGtR 21

If you replace a race with this lineage, you can keep
the following elements of that race: any skill
proficiencies you gained from it and any climbing,
flying, or swimming speed you gained from it.

* Deathless Nature * VRGtR 21

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

You have advantage on death saving throws.

You don’t need to eat, drink, or breathe.

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if you
spend those hours in an inactive, motionless state,
during which you retain consciousness.

* Knowledge from a Past Life « VRGtR 21

When you make an ability check that uses a skill, you
can roll a d6 immediately after seeing the number on
the d20 and add the number on the d6 to the check.
You can use this feature 3 times, and you regain all
expended uses when you finish a long rest.

| 3/Long Rest ¢ Special

=== FEATS ===

* 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

N

FEATURES & TRAITS
Flame Tongue Greatsword 1 6 Ib. Backpack 1 51b.
Quarterstaff, +1 1 4 1b. Arrows 20 1lb.
Mithral Half Plate 1 40 Ib. Sprig of Mistletoe 1 --
Sentinel Shield 1 6 Ib. Oil 2 2 |b.
Potion of Comprehension 1 -- Rations 10 20 Ib.
Nature's Mantle 1 -- Rope 1 51b.
Potion of Healing 2 1lb Bedroll 1 7 Ib.
Spell Scroll LVL1: Spleep 1 -- Tinderbox 1 1lb.
Ring of Mind Shielding 1 -- Torch 10 10 Ib.
WEIGHT CARRIED Shield 1 6 Ib. Waterskin 1 51b.
146 |b. Chain Shirt 1 20 Ib. Potion of Watchful Rest 1 --
ENCUMBERED Potion of Watchful Rest 1 -
120 Ib. Scimitar 1 31b.
PUSH/DRAG/LIFT Shortsword 1 2 lb.
240 Ib. Longbow 1 2 1b.
EQUIPMENT
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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

* Dueling « PHB-2024 209

While holding a Melee weapon in one hand and no
other weapons, you gain a +2 bonus to damage rolls
with that weapon.

* Magic Initiate (Druid) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Druid 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 Druid
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 «
* Weapon Mastery « PHB-2024 120
| Club (Slow) «

Slow. If you hit a creature with a Club 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 + 3 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Slow (Club): 1 Action

| Topple (Quarterstaff): 1 Action

ADDITIONAL FEATURES & TRAITS
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=== CANTRIPS ===

Quarterstaff +1 (Shillelagh)

Guidance

=== 1st LEVEL ===
Cure Wounds
Ensnaring Strike
Absorb Elements
Charm Person

Hunter's Mark

===2nd LEVEL ===
Darkvision

Pass without Trace
Misty Step

Lesser Restoration

Misty Step

(At will)
Magic Initiate (Druid)
Magic Initiate (Druid)

4 Slots OO00
Ranger
Ranger

Magic Initiate (Druid)

Fey Wanderer Spells (Always Prepared)

Favored Enemy (Always Prepared)

2 Slots OO
Ranger
Ranger
Ranger

Ranger

Fey Wanderer Spells (Always Prepared)

WIS 15

1BA
1A

1A
1BA
1R
1A
1BA

1A
1A
1BA
1BA
1BA

Self V,S\M
Touch V,S
Touch V,S
Self \%

Self S

30 ft. V,S
90 ft. \Y
Touch V,S,\M

Self/30 ft. Emanation  V/,S,M

Self \

Touch V.S

Self \
SPELLS

1 minute

Concentration, up to 1 minute

Instantaneous
Concentration, up to 1 minute
1 round

1 hour

Concentration, up to 1 hour

8 hours
Concentration, up to 1 hour
Instantaneous
Instantaneous

Instantaneous

PHB-2024 316

PHB-2024 282

PHB-2024 259
PHB-2024 268
EE 150

PHB-2024 249

PHB-2024 287

PHB-2024 260
PHB-2024 303
PHB-2024 299
PHB-2024 291

PHB-2024 299

D: 1m, V/ISIM
D: 1m, VIS

VIS

D:1m,V

1/LR, D: 1Rnd, S

D: 1h, VIS

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

D: 8h, VISIM
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