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INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
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ABILITY SAVE DC |
— — === LANGUAGES ===
Abyssal, Common, Draconic, Goblin,
7 N Infernal, Sylvan, Telepathy
35 ft. (Walking), 35 ft. (Climbing), 35 ft.
(Swimming)
A SPEED )
) PROFICIENCIES & LANGUAGES
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=== ACTIONS === As an action, you can give yourself

Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Breath Weapon (Necrotic) » 4 / Long Rest

When you take the Attack action on your turn, you
can replace one attack with a 15 ft. cone breath
weapon. Each creature must make a DEX save
<strong>(DC 15)</strong> taking
3<strong>d10</strong> necrotic damage on a fail or
half as much on a success.

Deft Explorer: Tireless « 4 / Lona Rest

<strong>1d8</strong>+2 temporary hit points
(minimum of 1 temporary hit point). You regain all
expended uses when you finish a long rest.

Drake Companion « 60 / Other

 <strong>Armor Class:</strong> 18
¢ <strong>Saving Throws:</strong> DEX +5, WIS +6
« <strong>Draconic Essence.</strong> The drake is
immune to poison damage, and deals poison damage
with its bite and Infused Strikes.
* <em><strong>Bite.</strong> Melee Weapon
Attack:</em> +7 to hit, reach 5 ft., one target.
<em>Hit:</em> <strong>1d6</strong>+4 piercing
damage + 1d6 poison damage.
« <strona>Infused Strikes.</strona> When another

\ ACTIONS J
r // \\
20 PASSIVE WISDOM (PERCEPTION) Longbow +11 1d8+5 P|erc|ng Martial, Ammunition, Heavy, Range, Two-Handed, Range (150/600)
Shortsword +9 1d6+5 Piercing Martial, Finesse, Light
16 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +4 1 Bludgeoning
9 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES g WEAPON ATTACKS & CANTRIPS /
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=== RANGER FEATURES ===

* Deft Explorer « TCOE 56

You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels.

| Canny (1st Level) » TCoE 56
Choose one of your skill proficiencies. Your proficiency
bonus is doubled for any ability check you make that
uses the chosen skill.
You can also speak, read, and write two additional
languages of your choice.

| Roving (6th Level) « TCoE 56
Your walking speed increases by 5, and you gain a
climbing speed and a swimming speed equal to your
walking speed.

| Tireless (10th Level) « TCoE 56
As an action, you can give yourself
<strong>1d8</strong>+2 temporary hit points
(minimum of 1 temporary hit point). You regain all
expended uses when you finish a long rest.
In addition, whenever you finish a short rest, your
exhaustion level, if any, is decreased by 1.

| Deft Explorer: Tireless: 4 / Long Rest * 1 Action
| Deft Explorer: Tireless (exhaustion): Special
* Hit Points « PHB 90

* Favored Foe * TCoE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d6.

| 4/ Long Rest « Special
* Proficiencies « PHB 90
* Additional Ranger Spells « TCoE 57

* 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 Focus * TCoE 57
You can use a druidic focus as a spellcasting focus for
your ranger spells.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 14, Spell Attack +6).

* Primal Awareness * TCoE 57

You learn additional spells when you reach certain
levels in this class if you don't already know them, as
shown in the Primal Awareness Spells table.

* Ranger Archetype ¢« PHB 92
| Drakewarden

* Draconic Gift « FToD 15

The bond you share with your drake grants you the
following benefits:

- <strong>Thaumaturgy.</strong> You learn the
<em>thaumaturgy</em> cantrip, which is a ranger
spell for you.

- <strong>Tongue of Dragons.</strong> You learn to
speak, read, and write Draconic or one other language
of your choice.

N

* Drake Companion ¢ FToD 15

You can magically summon the drake that is bound to
you in an unoccupied space of your choice within 30 ft.
of you. Whenever you summon the drake, you choose
a damage type from its Draconic Essence trait, and
can determine any cosmetic characteristics of the
drake. In combat it shares your initiative count and
takes its turn immediately after yours. You must take a
bonus action on your turn to command it to take an
action (either one from its statblock or some other
action), or it will take the Dodge action, though it can
move and take reactions on its own. If you are
incapacitated, it can take any action of its choice, not
just the Dodge action.

Anything the drake was wearing or carrying anything is
left behind when it vanishes. Once you summon the
drake, you can't do so again until you finish a long rest
or expend a spell slot of 1st level or higher.

| Drake Companion (Poison) ¢
| Drake Companion: 60 / Other « 1 Action

| Drake Companion: Summon: 1/ Long Rest * 1
Action

| Drake Companion: Command: 1 Bonus Action

* Martial Versatility « TCoE 57

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can replace
a fighting style you know with another fighting style
available to rangers. This replacement represents a
shift of focus in your martial practice.

* Ability Score Improvement « PHB 92

* Extra Attack « PHB 92
You can attack twice whenever you take the Attack

FEATURES & TRAITS
Studded Leather 1 13 Ib. Waterskin 1 51b.
Leather 1 10 Ib.
Shortsword 1 21b.
Shortsword 1 2 1b.
Longbow 1 2 1b.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Crowbar 1 51b.
WEIGHT CARRIED Hammer 1 31b.
95.6 Ib. Piton 10 2.51b.
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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action on your turn.

* Bond of Fang and Scale « FToD 16

When you summon your drake, it grows wings on its
back, gaining a flying speed equal to its walking speed.
In addition, when your drake is summoned, you and
the drake gain the following benefits:

« <strong>Drake Mount.</strong> Your drake grows to
medium and you can now ride it as a mount if your
size is Medium or smaller. While riding your drake it
can't use its flying speed (until you reach 15th level in
this class).

» <strong>Magic Fang.</strong> The drake’s Bite
attack deals an extra 1d6 damage of the type chosen
for the drake’s Draconic Essence.

« <strong>Resistance.</strong> You gain resistance
to the damage type chosen for the drake’s Draconic
Essence.

| Poison Resistance

* Land’s Stride « PHB 92

Moving through nonmagical difficult terrain costs you
no extra movement and you can also pass through
nonmagical plants without being slowed by them and
without taking damage from them. You have
advantage on saving throws against plants that are
magically created or manipulated to impede
movement.

* Nature’s Veil « TCoE 57

You draw on the powers of nature to hide yourself from
view briefly. As a bonus action, you can magically
become invisible, along with any equipment you are
wearing or carrying, until the start of your next turn.
You can use this feature 4 times, and you regain all
expended uses when you finish a long rest.

| 4/ Long Rest « 1 Bonus Action

* Drake's Breath « FToD 16

As an action, you can exhale a 30 ft. cone of damaging
breath or cause your drake to exhale it. Choose acid,
cold, fire, lightning, or poison damage (your choice
doesn’t have to match your drake’s Draconic
Essence). Each creature in the cone must make a
DEX save (DC 14) or take 8d6 damage on a failed
save, or half as much on a successful one.

You can only use this feature once per long rest unless
you expend a spell slot of 3rd level or higher to use it
again.

| 1/Long Rest ¢ 1 Action

=== GEM DRAGONBORN RACIAL TRAITS ===

* Ability Score Increases « FToD 9

When determining your character’s ability scores,
increase one of those scores by 2 and increase a
different score by 1, or increase three different scores
by 1. Follow this rule regardless of the method you use
to determine the scores, such as rolling or point buy.

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

* Languages ¢ FToD 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 « FToD 11
You are a Humanoid.

* Size « FToD 11
You are Medium.

* Speed « FToD 11
Your walking speed is 30 feet.

ADDITIONAL FEATURES & TRAITS

N

* Gem Ancestry « FToD 11

You have a gem dragon ancestor, granting you a
special magical affinity. Choose one kind of dragon
from the Gem Ancestry table. This determines the
damage type for your other traits, as shown in the
table.

| Gem Ancestry (Topaz) ¢
You have a Topaz dragon ancestor.

* Breath Weapon « FToD 11

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 4
times per long rest.

| Breath Weapon (Necrotic) *
When you take the Attack action on your turn, you can
replace one attack with a 15 ft. cone breath weapon.
Each creature must make a DEX save <strong>(DC
15)</strong> taking 3<strong>d10</strong> necrotic
damage on a fail or half as much on a success.

| 4/ Long Rest ¢ 1 Action

* Draconic Resistance * FToD 11
You have resistance to the damage type associated
with your Gem Ancestry.

| Draconic Resistance (Necrotic) ¢
You have resistance to necrotic damage.

* Psionic Mind ¢ FToD 11

You can send telepathic messages to any creature you
see within 30 ft. of you. You don’t need to share any
languages with the creature but it must be able to
understand at least one language to comprehend
these messages.

| No Action

ADDITIONAL EQUIPMENT
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* Gem Flight « FToD 11

You can use a bonus action to manifest spectral wings
for 1 minute. For the duration, you gain a flying speed
equal to your walking speed and can hover. Once you
use this trait, you can’t do so again until you finish a
long rest.

| 1/Long Rest « 1 Bonus Action

=== FEATS ===

* Piercer « TCoE 80

You gain a bonus to Strength or Dexterity. Once per
turn, you can reroll the piercing damage from an
attack. On a critical hit, you can roll one additional
damage die.

| Piercer: Reroll Damage: Special

| Piercer: Critical Hit: Special

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Thaumaturgy Draconic Gift -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Ranger - 1R Self S 1 round EE 150 D:1Rnd, S
O Entangle <C> Ranger STR14 1A 90 ft./20 ft. Square  V,S Concentration, upto 1 minute  PHB 238 D: 1m, 20 ft. Square, V/S
O Goodberry Ranger -- 1A Touch V,S,M Instantaneous PHB 246 VISIM
P Speak with Animals Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277 1/LR, D: 10m, V/S
===2nd LEVEL === 3 Slots 000
O Summon Beast <C> Ranger - 1A 90 ft. V,S,M  concentration, upto 1hour  TCOE 109  D: 1h, V/S/M
QO Silence <C> Ranger - 1A 120 ft./20 ft. Sphere  V,S Concentration, up to 10 minues  PHB 275 D: 10m, 20 ft. Sphere, VIS
QO Pass without Trace <C> Ranger - 1A Self V,S,M  Concentration, upto 1hour - PHB 264 D: 1h, VISIM
P Beast Sense <C> Primal Awareness (Always Prepared) -- 1A Touch S Concentration, upto L hour  PHB 217 1/LR, D: 1h, S
===3rd LEVEL === 3 Slots 000
O Ashardalon’s Stride <C> Ranger -- 1BA  Self V.S Concentration, upto L minute FTOD 19 D: 1m, VIS
P Speak with Plants Primal Awareness (Always Prepared) -- 1A Self V,S 10 minutes PHB 277  1/LR, D: 10m, VIS
SPELLS
3\ P2
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