D&D
1B ENOINID)

—

Clover Medley

CHARACTER NAME

4 Strength

4
+6  Dexterity

ﬁa
(O]

STRENGTH ‘

O _+3 Constitution
12 O -1 Intelligence
O _+2 Wisdom
O _+0_ Charisma
DEXTERITY
16
@ L SAVING THROWS )’
e~ \
CONSTITUTION O _+3  Acrobatics DEX \
16 ‘ ® _+5  Animal Handling wis
O -1 Arcana INT
® _+4  Athletics STR
O _+0  Deception CHA
— N QO _-1_ History INT
INTELLIGENCE
O _+2 Insight wis

Intimidation CHA

8 o w0

O 1
()4 (o

Investigation INT

Medicine wis
® _*2  Nature INT
WISDOM ® _+5  Perception Wis
QO _+0  Performance CHA
14 QO _+0_ Persuasion CHA
:@: O _-1  Religion INT
QO _*3  Sleight of Hand DEX
® _*9 Stealth DEX

CHARISMA QO _*2_ Survival wis
10 | [o——
O .
O

y

Ranger 5

r—

N
@ PROFICIENCY BONUS

y-

S

ABILITY SAVE DC |

)

F—
/7

/4

30 ft. (Walking)

Q SPEED J

Light Armor, Medium Armor, Shields

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

CLASS & LEVEL PLAYER NAME
Tiefling Farmer
SPECIES BACKGROUND EXPERIENCE POINTS
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HEROIC INSPIRATION
j === ARMOR ===

=== TOOLS ===
Carpenter's Tools, Cook's Utensils

=== LANGUAGES ===
Abyssal, Common, Halfling, 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

Hunter’s Sense « 2 / Long Rest

As an action, choose one creature you can see
within 60 ft. You immediately learn whether the
creature has any damage immunities, resistances, or
vulnerabilities and what they are if the creature is not
hidden from divination magic. You can use this feature
2 times per long rest.

=== 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.

Slayer's Prey

As a bonus action, you designate one creature you
can see within 60 ft. and the first time each turn that
you hit that target with a weapon attack, it takes an
extra 1d6 damage. This benefit lasts until you finish a
short or long rest or if you designate a different
creature.

74

SKILLS ACTIONS
4 N
15 PASSIVE PERCEPTION Crossbow, Hand +8 1d6+3 Piercing Martial, Ammunition, Range, Light, Loading, Vex, Range (30/120)
Scimitar +6 1d6+3 Slashing Martial, Finesse, Light, Nick
12 PASSIVE INSIGHT
Whip +6 1d4+3 Slashing Martial, Finesse, Reach, Slow
9 PASSIVE INVESTIGATION Chill Touch +5 2d10 Necrotic  V/S
Darkvision 60 ft. Unarmed Strike +4 2 Bludgeoning
SENSES g WEAPON ATTACKS & CANTRIPS /
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Ranger 5
CLASS & LEVEL PLAYER NAME
Clover Medley

Tiefling Farmer

CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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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 « br-2024
* Ranger Subclass « PHB-2024 120

| Monster Slayer (XGtE)

* Monster Slayer Magic * XGtE

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

* Hunter’s Sense * XGtE

As an action, choose one creature you can see within
60 ft. You immediately learn whether the creature has
any damage immunities, resistances, or vulnerabilities
and what they are if the creature is not hidden from
divination magic. You can use this feature 2 times per
long rest.

| 2/ Long Rest « 1 Action

* Slayer’s Prey « XGtE

As a bonus action, you designate one creature you
can see within 60 ft. and the first time each turn that
you hit that target with a weapon attack, it takes an
extra 1d6 damage. This benefit lasts until you finish a
short or long rest or if you designate a different
creature.

| 1 Bonus 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.

=== TIEFLING SPECIES TRAITS ===

* Creature Type « PHB-2024 197
You are a Humanoid.

* Size « PHB-2024
You are Medium or Small, chosen when you select this
species.

* Speed « PHB-2024 197
You have a Speed of 30 ft.

* Darkvision « PHB-2024 197
You have Darkvision with a range of 60 ft.

* Fiendish Legacy *« PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
You gain the level 1 benefit of that legacy.

| Cthonic Legacy ¢
You have resistance to Necrotic damage and you gain
the spells outlined in the Fiendish Legacies table.

* Fiendish Legacy Spells « PHB-2024 197
| Wisdom «

* Otherworldly Presence « PHB-2024 197
| Wisdom

You know the Thaumaturgy cantrip. When you cast it
with this trait, the spell uses Wisdom.

=== FEATS ===

* Crossbow Expert « PHB-2024 203
Ability Score Increase. Dex. increased by 1.

Ignore Loading. You ignore the Loading property of
crossbows. You can load ammunition into a crossbow
even if you lack a free hand.

Firing in Melee. Your crossbow attack rolls do not have
Disadvantage if you are within 5 ft. of the target.

Dual Wielding. When you make the extra attack of a
weapon with the Light property, you can add your
ability modifier to the damage of the extra attack.

* Archery « PHB-2024 209

You gain a +2 bonus to attack rolls with Ranged

weapons.

* Farmer Ability Score Improvements « PHB-2024 180
| Increase two scores (+2 / +1) ¢

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases

by 10. Whenever you gain a character level thereafter,

your HP maximum increases an additional 2 HP.

* Weapon Mastery « PHB-2024 120

FEATURES & TRAITS
Grappling Hook 1 4 1b.
Shield 1 6 Ib.
Breastplate 1 20 Ib.
Crossbow, Hand 1 31b.
Scimitar 1 31b.
Whip 1 31b.
Carpenter's Tools 1 6 Ib.
Rope 1 5 Ib.
Cook's Utensils 1 8 Ib.
WEIGHT CARRIED Crossbow Bolt Case 1 11b.
60.5 Ib. Bolts 20 151b.
ENCUMBERED
180 Ib.

PUSH/DRAG/LIFT

360 Ib.

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

| Scimitar (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.

| Vex (Hand Crossbow): 1 Action

| Nick (Scimitar): 1 Action

ADDITIONAL FEATURES & TRAITS

Ranger 5
CLASS & LEVEL PLAYER NAME
Clover Medley
Tiefling Farmer
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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ADDITIONAL EQUIPMENT




Female 21 Medium 5%6" 135
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Greyish Black Brown
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=== CANTRIPS ===
O Chill Touch

@)

Thaumaturgy

=== 1st LEVEL ===
Absorb Elements
Cure Wounds
Animal Friendship
Detect Magic [R]
Hail of Thorns
False Life

False Life

Protection from Evil and Good

TOOOOOO0OO0OOo

Hunter's Mark

===2nd LEVEL ===
Silence [R]
Ray of Enfeeblement

Ray of Enfeeblement

O0OO0O0O0

Zone of Truth

(At will)
Fiendish Legacy Spells

Otherworldly Presence

4 Slots OO00

Ranger

Ranger

Ranger

Ranger

Ranger

Fiendish Legacy Spells
Fiendish Legacy Spells
Monster Slayer Magic

Favored Enemy (Always Prepared)

2 Slots OO

Ranger

Fiendish Legacy Spells
Fiendish Legacy Spells

Monster Slayer Magic

+5

CON 13
CON 13
CHA 13

1A
1A

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

1A
1A
1A
1A

Touch V,S
30 ft. \%
Self S
Touch V,S
30 ft. V,S,\M
Self/30 ft. Sphere  V,S
Self \Y
Self V,S\M
Self V,S\M
Touch V,S,\M
90 ft. \

120 /20 ft. Sphere V/,S
60 ft. V.S
60 ft. V.S

60 ft./15 ft. Sphere  V,S

SPELLS

Instantaneous

1 minute

1 round
Instantaneous
24 hours
Concentation, up 0 10 minutes
Instantaneous
Instantaneous
Instantaneous
Concentation, up 0 10 minutes

Concentration, up to 1 hour

Concentration, up to 10 minutes
Concentration, up to 1 minute
Concentration, up to 1 minute

10 minutes

PHB-2024 249

PHB-2024 333

EE 150

PHB-2024 259
PHB-2024 239
PHB-2024 262
PHB-2024 283
PHB-2024 271
PHB-2024 271
PHB-2024 309

PHB-2024 287

PHB-2024 316
PHB-2024 311
PHB-2024 311

PHB-2024 343

VIS
D:1m,V

D: 1Rnd, S

VIS

D: 24h, VISIM

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

\%

1/LR, VISIM

VISIM

D: 10m, V/S/IM

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

D: 10m, 20 ft. Sphere, VIS
1LR, D: Im, VIS

D: 1m, VIS

D: 10m, 15 ft. Sphere, V/S
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