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You summon fey spirits that take the form of
beasts and appear in unoccupied spaces that
you can see within range. Choose one of the
following options for what appears: • One
beast of challenge rating 2 or lower • Two
beasts of challenge rating 1 or lower • Four
beasts of challenge rating 1/2 or lower • Eight
beasts of challenge rating 1/4 or lower Each
beast is also considered fey, and it disappears
when it drops to 0 hit points or when the spell
ends. The summoned creatures are friendly to
you and your companions. Roll initiative for
the summoned creatures as a group, which
has its own turns. They obey any verbal
commands that you issue to them (no action
required by you). If you don't issue any
commands to them, they defend themselves
from hostile creatures, but otherwise take no
actions. The GM has the creatures' statistics.
At Higher Levels. When you cast this spell
using certain higher-level spell slots, you

Level-3 conjuration

Conjure Animals
1 act. 60 ft V,S Conc, 1 hr

Ranger DC 15 Mod +7

You briefly become one with nature and gain
knowledge of the surrounding territory. In the
outdoors, the spell gives you knowledge of the
land within 3 miles of you. In caves and other
natural underground settings, the radius is
limited to 300 feet. The spell doesn't function
where nature has been replaced by
construction, such as in dungeons and towns.
You instantly gain knowledge of up to three
facts of your choice about any of the following
subjects as they relate to the area: • terrain and
bodies of water • prevalent plants, minerals,
animals, or peoples • powerful celestials, fey,
fiends, elementals, or undead • influence from
other planes of existence • buildings For
example, you could determine the location of
powerful undead in the area, the location of
major sources of safe drinking water, and the
location of any nearby towns.

Level-5 divination

Commune with Nature
1 min Self V,S Inst

Ranger DC 15 Mod +7

You attempt to send one creature that you can
see within range to another plane of existence.
The target must succeed on a Charisma saving
throw or be banished. If the target is native to
the plane of existence you're on, you banish
the target to a harmless demiplane. While
there, the target is incapacitated. The target
remains there until the spell ends, at which
point the target reappears in the space it left
or in the nearest unoccupied space if that
space is occupied. If the target is native to a
different plane of existence than the one
you're on, the target is banished with a faint
popping noise, returning to its home plane. If
the spell ends before 1 minute has passed, the
target reappears in the space it left or in the
nearest unoccupied space if that space is
occupied. Otherwise, the target doesn't return.
At Higher Levels. When you cast this spell
using a spell slot of 5th level or higher, you can
target one additional creature for each slot

Level-4 abjuration

Banishment
1 act. 60 ft V,S,M Conc, 1 min

Ranger DC 15 Mod +7

You touch a quiver containing arrows or bolts.
When a target is hit by a ranged weapon attack
using a piece of ammunition drawn from the
quiver, the target takes an extra 1d6 fire
damage. The spell’s magic ends on the piece of
ammunition when it hits or misses, and the
spell ends when twelve pieces of ammunition
have been drawn from the quiver. At Higher
Levels: When you cast this spell using a spell
slot of 4th level or higher, the number of
pieces of ammunition you can affect with this
spell increases by two for each slot level above
3rd.

Level-3 transmutation

Flame Arrows
1 act. Touch V,S Conc, 1 hr

Ranger DC 15 Mod +7

You plant four pieces of non-magical
ammunition - arrows or crossbow bolts - in
the ground within range and lay magic upon
them to protect an area. Until the spell ends,
whenever a creature other than you comes
within 30 feet of the ammunition for the first
time on a turn or ends its turn there, one piece
of ammunition flies up to strike it. The
creature must succeed on a Dexterity saving
throw or take 1d6 piercing damage. The piece
of ammunition is then destroyed. The spell
ends when no ammunition remains. When
you cast this spell, you can designate any
creature you choose, and the spell ignores
them. At higher levels: When you cast this
spell using a spell slot of 3rd or higher, the
amount of ammunition that can be affected
increases by two for each slot level above 2nd.

Level-2 transmutation

Cordon of Arrows
1 act. 5 ft V,S,M 8 hrs

Ranger DC 15 Mod +7

You fire a piece of non-magical ammunition
from a ranged weapon or throw a non-magical
weapon into the air and choose a point within
range. Hundreds of duplicates of the
ammunition or weapon fall in a volley from
above and then disappear. Each creature in a
40-foot-radius. 20-foot-high cylinder
centered on that point must make a Dexterity
saving throw. A creature takes 8d8 damage on
a failed save, or half as much damage on a
successful one. The damage type is the same as
that of the ammunition or weapon

Level-5 conjuration

Conjure Volley
1 act. 150 ft V,S,M Inst

Ranger DC 15 Mod +7

You choose a creature you can see within
range and mystically mark it as your quarry.
Until the spell ends, you deal an extra 1d6
damage to the target whenever you hit it with
a weapon attack, and you have advantage on
any Wisdom (Perception) or Wisdom
(Survival) check you make to find it. If the
target drops to 0 hit points before this spell
ends, you can use a bonus action on a
subsequent turn of yours to mark a new
creature. At Higher Levels: When you cast this
spell using a spell slot of 3rd or 4th level, you
can maintain your concentration on the spell
for up to 8 hours. When you use a spell slot of
5th level or higher, you can maintain your
concentration on the spell for up to 24 hours.

Level-1 divination

Hunter's Mark
1 b.a. 90 ft V Conc, 1 hr

Ranger DC 15 Mod +7

Choose a willing creature that you can see
within range. Until the spell ends, the target's
speed is doubled, it gains a +2 bonus to AC, it
has advantage on Dexterity saving throws,
and it gains an additional action on each of its
turns. That action can be used only to take the
Attack (one weapon attack only), Dash,
Disengage, Hide, or Use an Object action.
When the spell ends, the target can't move or
take actions until after its next turn, as a wave
of lethargy sweeps over it.

Level-3 transmutation

Haste
1 act. 30 ft V,S,M Conc, 1 min

Ranger DC 15 Mod +7

The next time you hit a creature with a ranged
weapon attack before the spell ends, this spell
creates a rain of thorns that sprouts from your
ranged weapon or ammunition. In addition to
the normal effect of the attack, the target of
the attack and each creature within 5 feet of it
must make a Dexterity saving throw. A
creature takes 1d10 piercing damage on a
failed save, or half as much damage on a
successful one. At Higher Levels: If you cast
this spell using a spell slot of 2nd level or
higher, the damage increases by 1d10 for each
slot level above 1st (to a maximum of 6d10).

Level-1 conjuration

Hail of Thorns
1 b.a. Self V Conc, 1 min

Ranger DC 15 Mod +7
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Conjure Animals
choose one of the summoning options above,
and more creatures appear: twice as many
with a 5th-level slot, three times as many with
a 7th-level slot, and four times as many with a
9th-level slot.

(reverse) Banishment
level above 4th.

(reverse)
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For the duration, you and up to six allies you
can see within range have resistance to one
damage type of your choice: acid, cold, fire,
lightning, or thunder.

Level-5 abjuration

Mass Protection from Energy
1 act. 60 ft V,S Conc, 1 hr

Ranger DC 15 Mod +7

The next time you make a ranged weapon
attack during the spell’s duration, the
weapon’s ammunition, or the weapon itself if
it’s a thrown weapon, transforms into a bolt of
lightning. Make the attack roll as normal. The
target takes 4d8 lightning damage on a hit, or
half as much damage on a miss, instead of the
weapon’s normal damage. Whether you hit or
miss, each creature within 10 feet of the target
must make a Dexterity saving throw. Each of
these creatures takes 2d8 lightning damage on
a failed save, or half as much damage on a
successful one. The piece of ammunition or
weapon then returns to its normal form. At
Higher Levels: When you cast this spell using a
spell slot of 4th level or higher, the damage for
both effects of the spell increases by 1d8 for
each slot level above 3rd.

Level-3 transmutation

Lightning Arrow
1 b.a. Self V,S Conc, 1 min

Ranger DC 15 Mod +7

You create a bow or crossbow out of moonlight
or sunlight--choose when you cast this spell.
You may use it yourself or hand it to another
person. If you wield it yourself, you are
considered to have proficiency in it and you
fire it at advantage. When you draw the
bowstring back, a white, glowing arrow
coalesces, ready for you to fire. On a successful
hit, it does 2d10 piercing damage plus 1d10
radiant damage. It also has an additional
effect, depending on whether you chose the
moonbow or sunbow.  Moonbow. The bow is
made of glowing white crystal and has a thin
beam of silver light as the bowstring. If you hit
an undead creature or a shapechanger, it takes
another 3d10 radiant damage and outlines the
undead with a pale, flickering moonlight that
acts identically to faerie fire.  Sunbow. The
bow is made of glowing yellow amber and has
a thin beam of scarlet light as the bowstring. If
you hit a creature with either the Sunlight

Level-5 conjuration

Lightbow
1 act. Self V,S,M Conc, 1 min

Ranger DC 15 Mod +7

As you cast the spell, you draw a
10-foot-diameter circle on the ground
inscribed with sigils that link your location to
a permanent teleportation circle of your
choice whose sigil sequence you know and
that is on the same plane of existence as you. A
shimmering portal opens within the circle you
drew and remains open until the end of your
next turn. Any creature that enters the portal
instantly appears within 5 feet of the
destination circle or in the nearest unoccupied
space if that space is occupied. Many major
temples, guilds, and other important places
have permanent teleportation circles
inscribed somewhere within their confines.
Each such circle includes a unique sigil
sequence—a string of magical runes arranged
in a particular pattern. When you first gain the
ability to cast this spell, you learn the sigil
sequences for two destinations on the Material
Plane, determined by the GM. You can learn

Level-5 conjuration

Teleportation Circle
1 min 10 ft V,M 1 rnd

Ranger DC 15 Mod +7

Until the spell ends, one willing creature you
touch is protected against certain types of
creatures: aberrations, celestials, elementals,
fey, fiends, and undead. The protection grants
several benefits. Creatures of those types have
disadvantage on attack rolls against the target.
The target also can't be charmed, frightened,
or possessed by them. If the target is already
charmed, frightened, or possessed by such a
creature, the target has advantage on any new
saving throw against the relevant effect.

Level-1 abjuration

Protection from Evil and Good
1 act. Touch V,S,M Conc, 10 mins

Ranger DC 15 Mod +7

Briefly surrounded by silvery mist, you
teleport up to 30 feet to an unoccupied space
that you can see.

Level-2 conjuration

Misty Step
1 b.a. Self V Inst

Ranger DC 15 Mod +7

You move like the wind. Until the spell ends,
your movement doesn’t provoke opportunity
attacks. Once before the spell ends, you can
give yourself advantage on one weapon attack
roll on your turn. That attack deals an extra
1d8 force damage on a hit. Whether you hit or
miss, your walking speed increases by 30 feet
until the end of that turn.

Level-1 transmutation

Zephyr Strike
1 b.a. Self V Conc, 1 min

Ranger DC 15 Mod +7
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Teleportation Circle
additional sigil sequences during your
adventures. You can commit a new sigil
sequence to memory after studying it for 1
minute. You can create a permanent
teleportation circle by casting this spell in the
same location every day for one year. You
need not use the circle to teleport when you
cast the spell in this way.

(reverse)

Lightbow
Sensitivity or Sunlight Hypersensitivity trait,
it inflicts an additional 3d10 fire damage and
blinds the creature for the duration.  At Higher
Levels. If you cast this spell with a slot of 6th
level or higher, it inflicts an additional 1d10
radiant damage for each slot level above 5th. 
The bow has a range of 250/800. You can’t use
it to fire arrows other than the ones it
creatues.

(reverse)
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	faction-name: 
	treasure: 
	character-name-2: Earil Silver-Frost
	age: 19
	height: 7'0"
	weight: 124 lbp
	eyes: Topaz
	skin: Golden
	hair: Silver
	backstory: Earil was a Aasimar from the far and wild north of Faerun. He fell deeply in love with a Tiefling named Aeneas Graeme. In an encounter with the god Talos, He prayed to any god who might here him for the power to protect his lover. In response he was changed into an angle by Torm.
	features-and-traits-2: ---------------Actions--------------
Divine Sense. Within 60 ft., detect presense of undead, celestial, or fiend. Also detect consecrated or desecrated object or place (use 3 times/long rest).

Lay on Hands. You have a healing pool of 5 HPs, with it you can heal a creature or expend 5 points to cure disease or neutralize poison (use 5 times/long rest).

Primeval Awareness. Spend an X-level spell slot, for X minutes, you sense the types of creatures within 1 mile(6 if arctic, grassland, and desert.

-----------Other Traits------------
Alert. You can’t be surprised while you are conscious.
Other creatures don’t gain advantage on attack rolls against you as a result of being hidden from you.

Archery Fighting Style. You gain a +2 bonus to attack rolls you make with ranged weapons.

Channel Divinity. Your oath provides specific options (use once/rest).

Detect Portal. At 3rd level, you gain the ability to magically sense the presence of a planar portal. As an action, you detect the distance and direction to the closest planar portal within 1 mile of you.
Once you use this feature, you can’t use it again until you finish a short or long rest.
See the “Planar Travel” section in chapter 2 of the Dungeon Master’s Guide for examples of planar portals.

Distant Strike. At 11th level, you gain the ability to pass between the planes in the blink of an eye. When you take the Attack action, you can teleport up to 10 feet before each attack to an unoccupied space you can see.
If you attack at least two different creatures with the action, you can make one additional attack with it against a third creature. .

Ethereal Step. At 7th level, you learn to step through the Ethereal Plane. As a bonus action, you can cast the etherealness spell with this feature, without expending a spell slot, but the spell ends at the end of the current turn.
Once you use this feature, you can’t use it again until you finish a short or long rest. .

Favored Enemy. You have advantage on survival checks to track fiend, undead, and aberration creatures and on INT checks to recall info about them.

Feral Senses. No disadvantage on attacks against creature you can't see, you know location of invisible creatures within 30 ft.

Foe Slayer. Add 0 to an attack or damage roll (use once/turn).

Healing touch. As an action you can touch a creature. The target magically regains 1d8 hit points, and is freed from any poison, blindness, or deafness. You must finish a long rest before you can use this again.

Hide in Plain Sight. Spend 1 minute camouflaging yourself to gain +10 to Stealth checks when you don't move.

Immortal. Your body and soul are one and the same. When you die, you return to the Outer Plane of your deity, leaving no body behind. You can still be subject to the raise dead, Resurrection or wish spells, representing the caster appealing to your deity for your return.

Land's Stride. Moving through nonmagical difficult terrain costs no extra movement, pass through nonmagical plants without being slowed by them and without taking damage from them.

Natural Explorer. Your favored terrain types are arctic, grassland, and desert. Related to the terrain types: 2X proficiency bonus for INT and WIS checks for which you are proficient, difficult terrain doesn't slow your group, always alert for danger, can move stealthily alone at normal pace, 2x food when foraging, while tracking learn exact number, size, and when they passed through.

Perfect Mind. You have advantage on saving throws against being charmed or frightened.

Planar Warrior. At 3rd level, you learn to draw on the energy of the multiverse to augment your attacks.
As a bonus action, choose one creature you can see within 30 feet 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 takes an extra 1d8 force damage from the attack. When you reach 11th level in this class, the extra damage increases to 2d8. .

Researcher. When you attempt to learn or recall a piece of lore, if you do not know that information, you often know where and from whom you can obtain it. Usually, this information comes from a library, scriptorium, university, or a sage or other learned person or creature. Your DM might rule that the knowledge you seek is secreted away in an almost inaccessible place. or that it simply cannot be found. Unearthing the deepest secrets of the multiverse can require an adventure or even a whole campaign. .

Sharpshooter. Attacking at long range doesn't impose disadvantage on your ranged weapon attack rolls.
Your ranged weapon attacks ignore half cover and three-quarters cover.
Before you make an attack with a ranged weapon that you are proficient with, you can choose to take a -5 penalty to the attack roll. If the attack hits, you add +10 to the attack’s damage.

Spectral Defense. At 15th level, your ability to move between planes enables you to slip through the planar boundaries to lessen the harm done to you during battle. When you take damage from an attack, you can use your reaction to give yourself resistance to all of that attack’s damage on this turn.

Vanish. Hide action as a bonus action. You also can't be non-magically tracked.


