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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

| Fighting Style feat ¢
* 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.

| 20 / Other « 1 Action

| Primal Companion: Summon: Special

| Primal Companion: Restore Beast: 1 Action
=== BARBARIAN FEATURES ===
* Core Barbarian Traits « PHB-2024 51
* Rage * PHB-2024 51
You can take a Bonus action to enter Rage if you
aren’t wearing Heavy Armor. You can use Rage 3
times per Long Rest, and regain one expended use
when you finish a Short Rest.
Activate Rage by clicking on this feature and selecting

the drop down called Activate Rage. Deselect it to stop
Raging.

| Rage (Enter): 3/ Long Rest « 1 Bonus Action

* Unarmored Defense « PHB-2024 51
While not wearing armor, your base AC equals 14 +
any Shield bonus.

* Weapon Mastery « PHB-2024 52

You are able to use the mastery properties of 2 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

* Danger Sense * PHB-2024 52
You have Advantage on Dex. saving throws unless
you have the Incapacitated condition.

* Reckless Attack « PHB-2024 52

When you make your first attack roll on your turn, you
can decide to attack recklessly, giving you Advantage
on attack rolls using Str. until the start of your next
turn, but attacks against you have Advantage during
that time.

* Barbarian Subclass « PHB-2024 52
| Path of the Wild Heart

* Primal Knowledge « PHB-2024 52
You gain proficiency in another Barbarian skill of your
choice.

While Raging, whenever you make an ability check
using one of the following skills, you can make it as a
Str. check even if it normally uses a different ability:
Acrobatics, Intimidation, Perception, Stealth, or
Survival.

* Animal Speaker « PHB-2024 55

You can cast the Beast Sense and Speak with Animals
spells but only as Rituals using Wisdom as your
spellcasting ability for them.

FEATURES & TRAITS
Studded Leather 1 13 Ib. Rations 10 20 Ib.
Shortbow 1 21b. Rope 1 51b.
Scimitar 1 31b. Bedroll 1 7 Ib.
Shortsword 1 2 1b. Tinderbox 1 11b.
Longbow 1 2 1b. Torch 10 10 Ib.
Backpack 1 5 lb. Waterskin 1 51b.
Quiver 1 11b.
Cartographer's Tools 1 6 Ib.
Bedroll 1 7 Ib.
WEIGHT CARRIED Tent L 20 Ib.
117 Ib. Arrows 20 11b.
ENCUMBERED Arrows 20 11b.
180 Ib. Sprig of Mistletoe 1 -
PUSH/DRAG/LIFT Traveler's Clothes 1 4 1b.
360 Ib. Qil 2 2 1b.

EQUIPMENT
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* Weapon Mastery « PHB-2024 52 spell list.

* Rage of the Wilds « PHB-2024 55

Whenever you activate your Rage, you can tap into the
primal power of animals and gain one option of your
choice.

=== 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
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 ===

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +3 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.

| Shortbow (Vex)
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Spear (Sap) ¢
Sap. If you hit a creature with a Spear, that creature
has Disadvantage on its next attack roll before the
start of your next turn.

| Sap (Spear): 1 Action
| Vex (Shortbow): 1 Action
* 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.
* Guide Ability Score Improvements « PHB-2024 181
| Increase two scores (+2 / +1) ¢
* 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

ADDITIONAL FEATURES & TRAITS

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

| 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
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 EQUIPMENT
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=== CANTRIPS === (At Will)
O Druidcraft Magic Initiate (Druid) -- 1A 30 ft. V,S Instantaneous ~ PHB-2024 266 /S
O Mending Magic Initiate (Druid) - im Touch V,S,M Instantaneous  PHB-2024297 V/S/M
=== 1st LEVEL === 3 Slots OO0
O BeastBond Ranger - 1A Touch V,S,M  concentration, upto 10 minutes - EE 150 D: 10m, V/ISIM
O Animal Friendship Ranger WIS 14 1A 30 ft. V,S,M 24 hours PHB-2024 239 D: 24h, V/S/M
O Goodberry Ranger -- 1A Self V,S,M 24 hours PHB-2024 280 D: 24h, V/S/IM
O Zephyr Strike Ranger -- 1BA  Self \Y Concentration, wp o 1 minwte - XGtE 171 D: 1m, V
O Jump Magic Initiate (Druid) -- 1BA  Touch V,S,M 1 minute PHB-2024 290 1/LR, D: 1m, V/S/IM
P Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \% Concentration, up to 1 hour - PHB-2024 287  Ext. D: (See Description)*, D: 1h, V
O Speak with Animals [R] Animal Speaker -- 1a+10m  Self V.S 10 minutes PHB-2024 318 D: 10m, V/S
===2nd LEVEL ===
O Beast Sense [R] Animal Speaker - a+10m  Touch S Concentration, up to L hour - PHB-2024 245 D: 1h, S
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