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Advantage against being
paralyzed or poisoned.
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Acrobatics DEX \

Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT

Insight wis
Intimidation CHA
Investigation INT
Medicine wis
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis
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30 ft. (Walking)

Q SPEED J

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Club, Dagger, Dart, Javelin, Mace,
Quarterstaff, Scimitar, Sickle, Sling, Spear

CLASS & LEVEL PLAYER NAME
Autognome Astral Drifter 6,500
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ARMOR Max HP Current HP Temp HP |
+0 15 38 -
INITIATIVE CLASS \ HIT POINTS /
/. "/ 5d8 / \
Resistances - Poison successes Q=00
Immunities - Disease raiLures Q=00
\ DEFENSES \ HIT DICE \ DEATH SAVES )
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=== TOOLS ===
Alchemist's Supplies, Herbalism Kit,
Navigator's Tools

=== LANGUAGES ===

Celestial, Common, Druidic, Gnomish,
Thri-kreen

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
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

Wild Shape « 2 / Short Rest

As an action, you can magically assume the shape
of a beast that you have seen before twice per short
rest. [2nd] Max CR 1/4 (no flying or swimming speed)
[4th] Max CR 1/2 (no flying speed) [8th] Max CR 1

You can stay in beast shape for 2 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to O hit

points, or die).

=== SPECIAL ===
Built for Success ¢ 3/ Long Rest

You can add a d4 to one attack, ability check, or
saving throw you make, and can do so after seeing
the d20 roll but before the effects of the roll are
resolved. You can use this 3 times per long rest.

Unknown 5 ft.
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22 PASSIVE WISDOM (PERCEPTION) Primal Savagery +7 2d10 Acid S
17 PASSIVEISDOM (NSIGHT) Thorn Whip +7 2d6 Piercing V/ISIM
Produce Flame +7 2d8 Fire D: 10m, VIS
16 PASSIVE INTELLICENCE (INVESTICATION) Unarmed Strike +2 0 Bludgeoning
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=== DRUID FEATURES ===
* Hit Points « PHB 65
* Proficiencies « PHB 65

* Druidic « PHB 66
You know Druidic, the secret language of druids.

* Spellcasting * PHB 66

You can cast prepared druid spells using WIS as your
spellcasting modifier (Spell DC 15, Spell Attack +7)
and prepared druid spells as rituals if they have the
ritual tag. You can use a druidic focus as a spellcasting
focus.

* Wild Shape « PHB 66
As an action, you can magically assume the shape of
a beast that you have seen before twice per short rest.

You can stay in beast shape for 2 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to 0 hit
points, or die).

| 2/ Short Rest « 1 Action
* Druid Circle « PHB 67
| Circle of the Land (Grassland)

* Bonus Cantrip « PHB 68

You learn one additional druid cantrip of your choice.
This cantrip doesn’t count against the number of druid
cantrips you know.

* Natural Recovery « PHB 68

Once per long rest during a short rest, you choose
expended spell slots to recover. The spell slots can
have a combined level of up to 3, and none of the slots
can be 6th level or higher.

| 1/Long Rest

* Circle Spells « PHB 68

You gain access to circle spells for your associated
land. A circle spell counts as a druid spell, you always
have it prepared, and it doesn’t count against the
number of spells you can prepare each day.

* Wild Shape Improvement « PHB 66

While using your Wild Shape feature, you can
transform into beasts of CR 1/2 or lower that don't
have a flying speed.

* Ability Score Improvement « PHB 67

=== AUTOGNOME RACIAL TRAITS ===

* Ability Score Increases ¢ SAIS 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

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

* Languages ¢ SAIS 5

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 « SAIS 11
You are a Construct.

* Size « SAIS 11
You are Small.

* Speed « SAIS 11
Your walking speed is 30 ft.

Druid 5 HonorableBoor
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Griigan Forestward
Autognome Astral Drifter 6,500
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—————— e ——
7 N

* Armored Casing * SAIS 11
While you aren’t wearing armor, your base AC is +13.

* Built for Success ¢ SAIS 11

You can add a d4 to one attack, ability check, or
saving throw you make, and can do so after seeing the
d20 roll but before the effects of the roll are resolved.
You can use this 3 times per long rest.

| 3/ Long Rest « Special

* Healing Machine « SAIS 11

If <em>mending</em> is cast on you, you can spend
and roll a Hit Die and regain HP equal to the roll plus 2
(minimum of 1 HP). You also benefit from being healed
by spells that don’t normally affect Constructs:
<em>cure wounds</em>, <em>healing word</em>,
<em>mass cure wounds</em>, and <em>spare the
dying</em>.

* Mechanical Nature * SAIS 11

You have resistance to poison damage and immunity
to disease, and have advantage on saving throws
against being paralyzed or poisoned. You don’t need
to eat, drink, or breathe.

* Sentry’s Rest « SAIS 11

When you take a long rest, you spend at least 6 hours
in an inactive, motionless state, instead of sleeping. In
this state, you appear inert, but you remain conscious.

* Specialized Design * SAIS 11

You gain two tool proficiencies of your choice, selected
from the <em>Player's Handbook</em>.

=== FEATS ===

FEATURES & TRAITS
Hat of Vermin 1 - Herbalism Kit 1 31b.
Shield 1 6 Ib.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Component Pouch 1 2 lb.
Pouch 1 11b.
Pouch 1 11b.
Wooden Staff 1 4 1b.
Quarterstaff 1 4 1b.
WEIGHT CARRIED Bedroll 1 7lb.
58.54 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Alchemist's Supplies 1 8 Ib.
120 Ib. Navigator's Tools 1 2 1b.
PUSH/DRAG/LIFT Ink (1 ounce bottle) 1 -
240 Ib. Ink Pen 1 -

EQUIPMENT
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* Observant « PHB 168

Increase your INT or WIS score by 1. If you can see a
creature's mouth while it is speaking a language you
understand, you can interpret what it's saying by
reading its lips. You have a +5 bonus to your passive
Perception and passive Investigation scores.

* Magic Initiate (Cleric) « PHB

You learn two cantrips of your choice from the cleric
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.

ADDITIONAL FEATURES & TRAITS

e — —
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GENDER AGE
Chaotic Good
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Small 3" 86
SIZE HEIGHT WEIGHT
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"I have no memory of my creator or my intended
purpose. | know am designed to be helpful, and in
tune with nature! For as long as | can remember |
have been a traveler. | have been going to many
new and exciting places for a long time, like here
on the Sword Coast! Many people are ready to
accept my help. Some people do not like the help
that | provide.

How can | help?"

Griigan does not know how old he is. He has
been traveling Astral Space for at least a decade,
but as far as he knows it's been as long as
hundreds of years. Griigan has a good sense of
what time and season it is now and will be coming
up, but an extremely bad sense of time overall. It
is no more functionally relevant to his nature to
mark the passing of time as it is for a beast of the
wild.

He was created by an extremely brilliant Rock
Gnome inventor, but was created for a terrible
purpose he can no longer remember. His inventor
was either evil, or had been forced to do the
bidding of some sort of evil creature. Griigan was
used as a way to gain some sort of control over
nature by a creature that was fundamentally
forbidden or incapable of gaining that control on its
own. He was made to be in tune with nature, so
that it could access his druidic power, but was
made to be helpful so that he could be
manipulated to evil ends. Griigan’s intended
purpose was at least partly successful and it
committed a terrible act against nature, along the
lines of Saruman’s attack on the forests and lands
of Isengard. After this Griigan may have run away,
or attacked its master or creator and then run
away, or perhaps it was rescued by divine
intervention.

Regardless, having committed this terrible
crime broke Griigan’s heart and the sheer size of
its immeasurable grief attracted the attention of a
benevolent deity. However he was freed, Griigan
was eventually made to visit this god in Astral
Space and received its Divine Contact background

CHARACTER BACKSTORY

Griigan is a druid construct made from Blueleaf
wood, naturally blue wood treated with spells by
Volodni craftsfolk to make it as strong as steel and
half the weight.

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Thorn Whip Druid +7 1A 30 ft. V,S,M Instantaneous PHB 282 VISIM
QO Primal Savagery Druid +7 1A Self S Instantaneous  XGtE 163 S
QO Druidcraft Druid - 1A 30 ft. V,S Instantaneous  PHB 236 VIS
O Guidance <C> Magic Initiate (Cleric) -- 1A Touch V.S Concenuaiion, upto tminte - PHB 248 D: 1m, V/S
O Mending Magic Initiate (Cleric) -- im Touch V,S,M Instantaneous PHB 259  V/S/M
O Produce Flame Bonus Cantrip +7 1A Self V,S 10 minutes PHB 269 D: 10m, V/S
=== 1st LEVEL === 4 Slots OO00
O Healing Word Druid -- 1BA 60 ft. \Y Instantaneous  PHB 250 V
O Entangle <C> Druid STR15 1A 90 ft./20 ft. Square  V,S Concenuaiion, upo 1mine - PHB 238 D: 1m, 20 ft. Square, V/S
O Animal Friendship Druid WIS 15 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O BeastBond <C> Druid - 1A Touch V,S,\M  concenvaton upro0minwees - EE 150 D: 10m, V/ISIM
O Charm Person Druid WIS 15 1A 30 ft. V.S 1 hour PHB 221  D:1h,V/S
O Create or Destroy Water Druid - 1A 30 ft/30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
O Cure Wounds Druid - 1A Touch V.S Instantaneous PHB 230 VIS
O Detect Magic [R]<C> Druid - 1A+10m  Self/30 ft. Sphere V,S concentraion, upo tominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Druid - 1A+10m  Self/30 ft. Sphere V/,S,M  concenvaion.wpoomnwes  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Faerie Fire <C> Druid DEX 15 1A 60 ft./20 ft. Cube V Concentiaton, wpo 1minte - PHB 239 D: 1m, 20 ft. Cube, V
O Fog Cloud <C> Druid - 1A 120 ft/20 ft. Sphere  V/,S Concentration, upto 1hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Goodberry Druid - 1A Touch V,S,M Instantaneous PHB 246  V/S/M
O Jump Druid - 1A Touch V,S,M 1 minute PHB 254  D:1m, VISIM
O Longstrider Druid - 1A Touch V,S\M 1 hour PHB 256  D: 1h, VISIM
O Purify Food and Drink [R] Druid - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Speak with Animals [R] Druid - 1a+10m  Self V,S 10 minutes PHB 277  D:10m, V/S
O Thunderwave Druid CON 15 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Absorb Elements Druid - 1R Self S 1 round EE 150 D: 1Rnd, S
QO Earth Tremor Druid DEX 15 1A 10 ft. V,S Instantaneous  EE 155 VIS
O Ice Knife Druid DEX15/+7 1A 60 ft./5 ft. Sphere S,M Instantaneous  EE 157 5 ft. Sphere, SIM
QO Snare Druid DEX 15 1m Touch S,M 8 hours XGtE 165 D: 8h, S/IM
O Bane<C> Magic Initiate (Cleric) CHA 15 1A 30 ft. V,S,M  concenation, o1 minwe - PHB 216~ 1/LR, D: 1m, V/S/IM
===2nd LEVEL === 3 Slots OO0
O Spike Growth <C> Druid - 1A 150 t./20 ft. Sphere  \/,S,M  concenuaiion, upto 10 minues - PHB 277 D: 10m, 20 ft. Sphere, V/IS/M
O Barkskin <C> Druid - 1A Touch V,S,M  concenuation, upto 1hour  PHB 217 D: 1h, V/ISIM
P Pass without Trace <C> Druid (Always Prepared) -- 1A Self V,S,M  concentration, upto 1hour  PHB 264 D: 1h, V/ISIM
P Invisibility <C> Druid (Always Prepared) - 1A Touch V,S,M  concenuation. upro1howr  PHB 254  D: 1h, V/S/M
O Animal Messenger [R] Druid -- 1a+1om 30 ft. V,S,M 24 hours PHB 212 D: 24h, VISIM
O Darkvision Druid -- 1A Touch V,S,M 8 hours PHB 230 D: 8h, VISIM
O Enhance Ability <C> Druid -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 237 D: 1h, V/SIM
O Find Traps Druid - 1A 120 ft. V,S Instantaneous  PHB 241 VIS
QO Flame Blade <C> Druid +7 1BA  Self V,S,M  concentation, up o 10 minutes - PHB 242 D: 10m, V/ISIM
O Flaming Sphere <C> Druid DEX 15 1A 60 ft./5 ft. Sphere V,S,M  concenvation.wpo1minwe  PHB 242 D: 1m, 5 ft. Sphere, V/IS/IM
O Gust of Wind <C> Druid STR15 1A Self V,S,M  concenuation, upro 1 minute - PHB 248 D: 1m, V/ISIM
O Heat Metal <C> Druid -- 1A 60 ft. V,S,M  concentation, upto 1 minwie - PHB 250 D: 1m, V/ISIM
O Hold Person <C> Druid WIS 15 1A 60 ft. V,S,M  concentation, upto 1minwie - PHB 251 D: 1m, VISIM
O Lesser Restoration Druid - 1A Touch V.S Instantaneous  PHB 255  V/S
O Locate Animals or Plants [R] Druid -- 1a+10m - Self V,S\M Instantaneous PHB 256  V/S/M
O Locate Object <C> Druid -- 1A Self V,S\M  concenvaion, o 0mnwes  PHB 256 D: 10m, V/S/M
O Moonbeam <C> Druid CON15 1A 120 ft/5 ft. Cylinder V/,S,M  cConcentiation, spro1minwe - PHB 261 D: 1m, 5 ft. Cylinder, V/S/M
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QO Protection from Poison Druid -- 1A Touch V,S 1 hour PHB 270 D: 1h, VIS
O Beast Sense [R]<C> Druid -- 1a+10m  Touch S Concentration, upto Lhour - PHB 217~ D: 1h, S
O Dust Devil <C> Druid STR15 1A 60 ft./5 ft. Cube V,S,M  concenuation, pto 1 minue  EE 154 D: 1m, 5 ft. Cube, V/S/IM
QO Earthbind <C> Druid STR15 1A 300 ft. A\ Concenuation, upto 1 minute  EE 154 D:1m,V
QO Skywrite [R]<C> Druid -- 1a+10m  Sight V.S Concentration, upto 1 hour -~ EE 165 D: 1h, VIS
O Warding Wind <C> Druid -- 1A Self/10 ft. Sphere Concentraton, up to 0 minutes EE 170 D: 10m, 10 ft. Sphere, V
O Healing Spirit <C> Druid -- 1BA 60 ft./5 ft. Cube V,S Concenration, upto 1minwte - XGtE 157  D: 1m, 5 ft. Cube, V/S
O Summon Beast <C> Druid - 1A 90 ft. V,S,M  concenuation. upro1howr - TCOE 109  D: 1h, V/S/M
O Air Bubble Druid -- 1A 60 ft. S 24 hours SAIS 22 Special: 2 additional globes of fresh air*, D: 24h, S
===3rd LEVEL === 2 Slots OO
P Daylight Druid (Always Prepared) -- 1A 60 ft./60 ft. Sphere  V,S 1 hour PHB 230 D: 1h, 60 ft. Sphere, VIS
P Haste <C> Druid (Always Prepared) -- 1A 30 ft. V,S,M  concentiation, upto 1minwte - PHB 250 D: 1m, V/S/M
O Call Lightning <C> Druid DEX 15 1A 120 ft/60 ft. Cylinder  V/,S Concenaiion, upto 20mintes - PHB 220 D: 10m, 60 ft. Cylinder, V/S
O Conjure Animals <C> Druid - 1A 60 ft. V,S Concentration, upto 1hour - PHB 127 Creatures: (See Description)*, D: 1h, V/S
O Dispel Magic Druid - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, VIS
O Meld into Stone [R] Druid -- 1a+10m  Touch V.S 8 hours PHB 259 D:8h, VIS
O Plant Growth Druid - S 150 ft. V.S Instantaneous  PHB 266 VIS
QO Protection from Energy <C> Druid - 1A Touch V,S Concentration, upto 1hour - PHB 270 D: 1h, V/S
QO Sleet Storm <C> Druid DEX 15 1A 150 ft./40 ft. Cylinder  \/,S,M  concentiation, o1 mine - PHB 276~ D: 1m, 40 ft. Cylinder, V/S/M
O Speak with Plants Druid - 1A Self V,S 10 minutes PHB 277  D:10m, V/S
O Water Breathing [R] Druid - 1a+10m 30 ft. V,S,M 24 hours PHB 287 D: 24h, VISIM
O Water Walk [R] Druid - 1a+10m 30 ft. V,S,M 1 hour PHB 287  D: 1h, V/ISIM
O Wind Wall <C> Druid STR15 1A 120 ft. V,S,M  concentation.po1minwe - PHB 288 D: 1m, V/S/M
O Feign Death [R] Druid - 1+10m Touch V,S,M 1 hour PHB 240  D: 1h, VISIM
O Erupting Earth Druid DEX 15 1A 120 ft/20 ft. Cube V,S,M Instantaneous EE 155 20 ft. Cube, VISIM
O Flame Arrows <C> Druid - 1A Touch V,S Concentration, upto Lhour - EE 156 D: 1h, VIS
O Tidal Wave Druid DEX 15 1A 120 ft. V,S,M Instantaneous EE 168 VISIM
O Wall of Water <C> Druid - 1A 60 ft. V,S,M  concentration, upto 10 minutes  EE 170 D: 10m, V/S/IM
O Summon Fey <C> Druid - 1A 90 ft. V,S,M  concentration,upto 1hour - TCOE 112  D: 1h, V/IS/IM
O Freedom of the Waves Druid STR15 1A 120 ft/10 ft. Cylinder V,S,M Instantaneous CR 10 ft. Cylinder, V/IS/IM
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