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CLASS & LEVEL PLAYER NAME
Variant Human Outlander (Milestone)
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HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
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I — Birdpipes
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— — === LANGUAGES ===
Common, Dwarvish, Elvish, Halfling
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=== 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 ===

Polearm Master - Bonus Attack

When you take the Attack action with a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of d4
(bludgeoning).

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.
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15 PASSIVE PERCEPTION Glaive +5 1d10+2 Slashing Martial, Heavy, Reach, Two-Handed, Graze
12 PASSIVE INSIGHT Javelin +5 1d6+4 Piercing Simple, Thrown, Slow, Range (30/120)
Unarmed Strike +5 3 Bludgeoning
10 PASSIVE INVESTIGATION

Polearm Master - Opportunity Attack ~ +5
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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.

| Thrown Weapon Fighting « TCoE 57
You can draw a weapon that has the thrown property
as part of the attack you make with the weapon.
In addition, when you hit with a ranged attack using a
thrown weapon, you gain a +2 bonus to the damage
roll.

| Fighting Style: Thrown Weapon Fighting : Special

* 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
| Monster Slayer

* 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

* Monster Slayer Magic « XGtE 43

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 43

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 43

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 92
* Extra Attack « PHB 92
You can attack twice whenever you take the Attack
action on your turn.
=== VARIANT HUMAN SPECIES TRAITS ===
* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.
* Ability Score Increase * BR 31
Two different ability scores of your choice increase by

1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.
=== FEATS ===

* Piercer « TCoE 80
You gain a bonus to Strength or Dexterity. Once per

N

PUSH/DRAG/LIFT

420 Ib.

FEATURES & TRAITS
Scale Malil 1 45 |b.
Glaive 1 6 Ib.
Javelin 5 10 Ib.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Pouch 1 1lb.
Bedroll 1 7 lb.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
150 Ib Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 1lb.
210 Ib. Torch 10 10 Ib.
Waterskin 1 5 lb.

EQUIPMENT
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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

* Polearm Master « PHB 168

When you take the Attack action with only a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of d4
(bludgeoning). While you are wielding a glaive,
halberd, pike, quarterstaff, or spear, other creatures
provoke an opportunity attack from you when they
enter your reach.

| Polearm Master - Bonus Attack: 1 Bonus Action

| Polearm Master - Opportunity Attack: 1 Reaction

ADDITIONAL FEATURES & TRAITS
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Briar Thornwood was born and raised in
Woodhearst, a quiet village pressed against the
eastern edge of the Enchanted Forest, where the
line between civilization and wilderness was little
more than a suggestion. Life there demanded
resilience—hunters, trackers, and wardens were
as vital as farmers—and Briar grew into all three.
They knew every path beneath the canopy, every
shift in the wind, every warning call of the forest's
creatures. To Briar, the forest was not something
to fear, but something to understand—and, when
needed, to defend.

For years, Woodhearst endured in that delicate
balance, untouched by the wider conflicts of the
world. That peace was shattered when forces from
lllyros swept across the border without warning.
The attack was swift and merciless, leaving little
time for preparation or escape. Briar fought as
best they could, guiding villagers through hidden
trails and holding back the advance where
possible, but it was not enough. Woodhearst fell,
and with it, much of the life Briar had ever known
was reduced to ash and memory.

What Briar carries now is not just grief, but a
burning, unrelenting purpose. lllyros did not simply
conquer a village—they destroyed a home, a
people, and a way of life that had stood for
generations. Briar has sworn to make them
answer for it, not out of blind rage, but with the
same patience and precision they once used to
track prey through the forest. Every step, every
strike, is deliberate. Every breath is a promise.

When Kryal called for aid against the growing
threat, Briar was among the first to answer—not
out of loyalty to the crown, but because the path
forward was clear. This is no longer just about
Woodhearst; it is about ensuring no other village
suffers the same fate. Briar Thornwood now walks
a road shaped by loss and vengeance, a hunter
turned soldier, determined to see the conflict
through to its end—no matter the cost.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Ranger -- 1R Self S 1 round EE 150 D:1Rnd, S
O Hunter's Mark Ranger -- 1BA 90 ft. \Y Concentration, upto 1 hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
O Ensnaring Strike Ranger STR13 1BA Self \Y Concentration, wp o 1 minwte - PHB 237~ D: 1m, V
QO Protection from Evil and Good Monster Slayer Magic - 1A Touch V,S,M  concenration, up o 10 minues - PHB 270 D: 10m, V/ISIM
===2nd LEVEL === 2 Slots OO
O Pass without Trace Ranger -- 1A Self V,S,M  concenration, upto 1hour  PHB 264 D: 1h, V/S/M
O Zone of Truth Monster Slayer Magic CHA 13 1A 60 ft./15 ft. Sphere  V/,S 10 minutes PHB 289  D:10m, 15 ft. Sphere, V/S
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