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INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Hand Drum
ABILITY SAVE DC |
— === LANGUAGES ===

Celestial, Common, Giant, Primordial, Quori

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, D
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvi

Two-Weapon Fighting, Interact with an Object

Detect Portal « 1 / Short Rest

Once per short rest, as an action, you detect the

creature on this turn with a weapon attack, all damage

dealt by the attack becomes force damage, and the

odge,
attack.
se,

creature takes an extra 1d8 force damage from the

Tavern Brawler Grapple

When you hit a creature with an unarmed strike or
an improvised weapon on your turn, you can use a

distance and direction to the closest planar portal

within 1 mile of you.

=== BONUS ACTIONS ===
Planar Warrior

As a bonus action, choose one creature you can
see within 30 ft. of you. The next time vou hit that

ACTIONS

bonus action to attempt to grapple the target.
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PASSIVE WISDOM (PERCEPTION)

PASSIVE WISDOM (INSIGHT)
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Unarmed Strike +2

Tavern Brawler Strike +2

1d4 Bludgeoning

1d4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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=== RANGER FEATURES ===
* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Beasts « PHB
Beasts are nonhumanoid creatures that are a natural
part of the fantasy ecology. Some of them have
magical powers, but most are unintelligent and lack
any society or language.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn’t slow your group’s travel, your group can't
become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Grassland « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5).

* Ranger Archetype ¢« PHB 92
| Horizon Walker

* Primeval Awareness « PHB 92

As an action, you can expend one ranger spell slot (1
minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn’t reveal the creatures’ location or
number.

| 1 Action

* Horizon Walker Magic * XGtE 42

You learn additional spells based on your level that
count as ranger spells but don't count against the
number of spells you know.

* Detect Portal « XGtE 42

Once per short rest, as an action, you detect the
distance and direction to the closest planar portal
within 1 mile of you.

| 1/ Short Rest » 1 Action

* Planar Warrior « XGtE 42

As a bonus action, choose one creature you can see
within 30 ft. of you. The next time you hit that creature
on this turn with a weapon attack, all damage dealt by
the attack becomes force damage, and the creature

N

takes an extra 1d8 force damage from the attack.
| 1 Bonus Action

* Ability Score Improvement « PHB 92

=== KALASHTAR RACIAL TRAITS ===

* Dual Mind « ERftLW
You have advantage on all Wisdom saving throws.

* Mental Discipline « ERftLW
You have resistance to psychic damage.

* Mind Link « ERftLW

You can speak telepathically to any creature you can
see within 40 ft. of you. You don't need to share a
language with the creature for it to understand, but the
creature must be able to understand at least one
language.

As an action, when you're speaking telepathically to a
creature, you can give that creature the ability to speak
telepathically with you for the next hour, or until you
end this effect as an action.

| Mind Link Response: 1 Action

* Severed from Dreams ¢ ERftLW

You are immune to magical spells and effects that
require you to dream, like the dream spell, but not to
spells and effects that put you to sleep, like the sleep
spell.

=== FEATS ===
* Tavern Brawler « PHB 170

Increase your STR or CON score by 1. You are
proficient with improvised weapons. Your unarmed

FEATURES & TRAITS
Leather 1 10 Ib. Waterskin 1 51b.
Quarterstaff 1 4 1b.
Shortsword 1 21b.
Shortsword 1 21b.
Longbow 1 2 1b.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
WEIGHT CARRIED Bedroll 1 71b.
109.2 |b. Mess Kit 1 1 Ib.
ENCUMBERED Rations (1 day) 10 20 Ib.
150 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 1lb.
300 Ib. Torch 10 10 Ib.

EQUIPMENT
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strike uses a d4 for damage. When you hit a creature
with an unarmed strike or an improvised weapon on
your turn, you can use a bonus action to attempt to
grapple the target.

| Tavern Brawler Strike: 1 Action

| Tavern Brawler Grapple: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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