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Raj

120 5'9 100

CHARACTER NAME

AGE HEIGHT WEIGHT
Brown Brown & White Feathers
EYES SKIN HAIR
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Raised in a temple to a celestial
god, Raj was blessed with natural
abilities of an Ardling. However,
when he was still a child, his home
was invaded by cultists, his family
murdered, and he was kidnapped
and taken back to the cultists lair.

Until his later years, he was trained
in dark arts, learning spells from
other schools of magic and taught
that the celestial gods were simply
puppet masters.

By the age of 16, Raj was filled with
hate towards the celestial gods for
not saving his family as well as
towrads that abyssal gods for the
hypocricy and cruelty of their cultist
followers. He escaped and from
their cluthes and has lived on his
own in the desert, trusting no one
and fending for himself for the last
100 years.

CHARACTER BACKSTORY

Favored Enemy - Celestials: 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. Celestials are creatures native to the Upper Planes. Many of them are the servants of deities, employed as messengers
or agents in the mortal realm and throughout the planes.

Natural Explorer - Desert: 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.

Fighting Style - Druidic Warrior: You adopt a particular style of fighting as your specialty. You learn two cantrips of your choice from
the druid spell list. They count as ranger spells for you, and Wisdom is your spellcasting ability for them. You can cast known ranger
spells using WIS as your spellcasting modifier (Spell DC 13, Spell Attack +5).

Ranger Archetype: Horizon Walker

~ Primeval Awareness - 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.

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

~ Detect Portal - Once per short rest, as an action, you detect the distance and direction to the closest planar portal within 1 mile of
you.

~ Planar Warrior - As a bonus action, choose one creature you can see within 30 ft. 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.
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	ChBx Acrobatics: Off
	Check Box 18: Off
	Equipment: Bell

Common Clothes

Dagger

Disguise Kit

Lamp

Robe

19 GP
	ProficienciesLang: Armor: Light Armor, Medium Armor, Shields 



Weapons: Martial Weapons, Simple Weapons



Tools: Disguise Kit



Languages: Common, Abyssal
	Features and Traits: Angelic Flight - As a Bonus Action, you sprout spectral wings for a moment and fly up to a number of feet equal to your Speed. If you are in the air at the end of this movement, you fall if nothing is holding you aloft. You can use this Bonus Action a number of times equal to your Proficiency Bonus, and you regain all expended uses when you finish a Long Rest.



Damage Resistance - You have Resistance to Radiant Damage. 



Celestial Legacy Exalted  - You are the recipient of a celestial legacy that grants you magical abilities.  You are associated with Chaotic Good planes. You gain the initial benefit of the chosen legacy: a cantrip that you learn. You have the head of a falcon and small feathers replace any hair elsewhere on your body (you don't gain wings by choosing an animal that can fly).



Starting at 3rd level and again at 5th level, you gain the ability to cast a higher-level Spellwith this trait, as shown on the table. Once you cast the Spell with this trait, you can't cast that Spell with it again until you finish a Long Rest; 

however, you can cast the Spell using any Spell Slots you have of the appropriate level. Intelligence, Wisdom, or Charisma is your spellcasting ability for the Spells you cast with this trait (choose the ability when you select the legacy).



Feat  - Magic Initiate (Arcane)



Background Cultist: You scarcely recall what drove you into the service of the otherworldly being. Those memories were blotted out long ago by recurrent dreams of midnight gatherings round the obsidian pillar in the glade. By the light of each waning moon, the hierophants instructed you in the being’s creed and the rudiments of the arcane arts. When you came of age, you were ordered to blend in among the nonbelievers and await whatever mission the Great One has in store for you.
	AttacksSpellcasting: 
	Passive: 15
	SavingThrows6: +2
	Persuasion: +2
	CHA: +2
	Race : Ardling
	Background: Cultist
	ClassLevel: Ranger 3
	CHamod: 14
	Survival: +5
	Perception: +5
	WIS: +3
	WISmod: 17
	Religion: +4
	Nature: +2
	Wpn3 Damage : 1d6+5 Piercing
	Wpn3 AtkBonus  : +6
	Wpn Name 3: Shortsword
	Investigation: +2
	ChBx Religion: Yes
	INT: +2
	Wpn2 Damage : 1d6+4 Piercing
	Wpn2 AtkBonus : +6
	Wpn Name 2: Shortsword
	ChBx Persuasion: Off
	ChBx Performance: Off
	ChBx Intimidation: Off
	ChBx Deception: Off
	ST Charisma: Off
	ChBx Survival: Yes
	ChBx Perception: Yes
	ChBx Investigation: Off
	ChBx Insight: Off
	ChBx Animal: Off
	ST Wisdom: Off
	History: +3
	Arcana: +4
	SavingThrows4: +2
	ST Dexterity: Yes
	Wpn1 Damage: 1d8+4 Piercing
	Wpn1 AtkBonus: +6
	Wpn Name: Longbow
	ChBx History: Off
	ChBx Athletics: Yes
	ST Strength: Yes
	Performance: +2
	Intimidation: +2
	Deception: +2
	Medicine: +3
	Animal Handling: +3
	SavingThrows5: +3
	CON: +2
	HD: 
	Check Box 17: Off
	Check Box 16: Off
	Check Box 15: Off
	SavingThrows3: +2
	CONmod: 15
	Check Box 14: Off
	Check Box 13: Off
	Check Box 12: Off
	HPTemp: 
	DEX: +4
	INTmod: 14
	Stealth: +4
	SleightofHand: +4
	Flaws: 
	Acrobatics: +4
	HDTotal: 
	ChBx Stealth: Off
	Bonds: 
	ChBx Sleight: Off
	ChBx Arcana: Yes
	SavingThrows2: +6
	ST Intelligence: Off
	ST Constitution: Off
	ChBx Nature: Off
	XP: 
	Alignment: Chaotic Neutral
	CharacterName: Raj
	PlayerName: 
	DEXmod : 19
	Ideals: 
	HPCurrent: 28
	STR: +2
	Athletics: +4
	HPMax: 28
	SavingThrows: +4
	STRmod: 14
	PersonalityTraits : 
	Speed: 30
	Initiative: +4
	ProfBonus: 
	AC: 16
	Inspiration: +2
	CHARACTER IMAGE: 
	Treasure: 
	Feat+Traits: Favored Enemy - Celestials: 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. Celestials are creatures native to the Upper Planes. Many of them are the servants of deities, employed as messengers or agents in the mortal realm and throughout the planes. 



Natural Explorer - Desert: 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. 



Fighting Style - Druidic Warrior: You adopt a particular style of fighting as your specialty. You learn two cantrips of your choice from the druid spell list. They count as ranger spells for you, and Wisdom is your spellcasting ability for them. You can cast known ranger spells using WIS as your spellcasting modifier (Spell DC 13, Spell Attack +5).



Ranger Archetype: Horizon Walker

~ Primeval Awareness - 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. 



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



~ Detect Portal - Once per short rest, as an action, you detect the distance and direction to the closest planar portal within 1 mile of you. 



~ Planar Warrior - As a bonus action, choose one creature you can see within 30 ft. 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.
	Backstory: Raised in a temple to a celestial god, Raj was blessed with natural abilities of an Ardling. However, when he was still a child, his home was invaded by cultists, his family murdered, and he was kidnapped and taken back to the cultists lair.



Until his later years, he was trained in dark arts, learning spells from other schools of magic and taught that the celestial gods were simply puppet masters.



By the age of 16, Raj was filled with hate towards the celestial gods for not saving his family as well as towrads that abyssal gods for the hypocricy and cruelty of their cultist followers. He escaped and from their cluthes and has lived on his own in the desert, trusting no one and fending for himself for the last 100 years.
	FactionName: 
	Allies: 
	Faction Symbol Image: 
	Hair: Brown & White Feathers
	Skin: 
	Eyes: Brown
	Weight: 100
	Height: 5'9
	Age: 120
	CharacterName 2: Raj
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