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Standard Actions

=== BONUS ACTIONS ===
Second Wind « 1 / Short Rest

regain 1d10 + 1 HP.

=== SPECIAL ===

Fighting Style: Unarmed Fighting (grapple)
At the start of each of your turns, you can deal
<strong>1d4</strona> bludaeonina damaae to one

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

Once per short rest, you can use a bonus action to

— —
Fighter 1 Wysperra
CLASS & LEVEL PLAYER NAME
Grung Witherbloom Student 0
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+3 14 12 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
" - 1d10
Immunities - Poison, successes O=O=0
Poisoned raiLures O=O=0
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Herbalism Kit
o === LANGUAGES ===
7 N Draconic, Grung
25 ft. (Walking), 25 ft. (Climbing)
A SPEED )
i PROFICIENCIES & LANGUAGES
/ N\
=== ACTIONS === creature grappled by you.

Grung Poison

You can also apply your poison to any
<em>piercing weapon</em> as part of an attack with
that weapon. The target must succeed on a DC 12
Constitution saving throw or take
<strong>2d4</strong> poison damage.
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SKILLS \ ACTIONS
4 N
14 PASSIVE WISDOM (PERCEPTION) Shortbow +5 1d6+3 Piercing Simple, Ammunition, Range, Two-Handed, Range (80/320)
Shortsword +5 1d6+3 Piercing Martial, Finesse, Light
14 PASSIVE WISDOM (INSIGHT)
Chill Touch +4 1d8 Necrotic D: 1Rnd, V/S
10 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strike +2 1 Bludgeoning
Fighting Style: Unarmed Fighting ~ +2 1d8 Bludgeoning
< Fighting Style: Unarmed Fighting (armed) ~ +2 1d6 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS y
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Unarmed Fighting « TCoE 42
Your unarmed strikes can deal bludgeoning damage
equal to <strong>1d6</strong>+0 on a hit. If you aren’t
wielding any weapons or a shield when you make the
attack roll, the <strong>d6</strong> becomes a
<strong>d8</strong>.
At the start of each of your turns, you can deal
<strong>1d4</strong> bludgeoning damage to one
creature grappled by you.

| Fighting Style: Unarmed Fighting: 1 Action

| Fighting Style: Unarmed Fighting (grapple):
Special

| Fighting Style: Unarmed Fighting (armed): 1
Action

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

| 1/ Short Rest » 1 Bonus Action

=== GRUNG RACIAL TRAITS ===

* Arboreal Alertness « OGA 4
You have proficiency in the Perception skill.

* Amphibious « OGA 4
You can breathe air and water.

* Poison Immunity « OGA 4
You're immune to poison damage and the poisoned
condition.

* Poisonous Skin « OGA 4

Any creature that grapples you or otherwise comes
into direct contact with your skin must succeed on a
DC 12 Constitution saving throw or become poisoned
for 1 minute.

You can also apply this poison to any piercing weapon
as part of an attack with that weapon, though when
you hit the poison reacts differently. The target must
succeed on a DC 12 Constitution saving throw or take
2d4 poison damage.

| Grung Poison: Special

* Standing Leap * OGA 4
Your long jump is up to 25 feet and your high jump is
up to 15 feet, with or without a running start.

* Water Dependency « OGA 4

If you fail to immerse yourself in water for at least 1
hour during a day, you suffer one level of exhaustion at
the end of that day. You can only recover from this
exhaustion through magic or by immersing yourself in
water for at least 1 hour.

=== FEATS ===

* Strixhaven Initiate (Witherbloom) « SACoC 37

You have studied some magical theory from
Witherbloom College. You choose two cantrips from
<em>chill touch</em>, <em>druidcraft</em>, and
<em>spare the dying</em>, and can choose one
1st-level Druid or Wizard spell. Once per long rest, you
can cast the chosen 1st-level spell without a spell slot.
You can also cast it using any spell slots you have.

Your spellcasting ability for this feat’s spells is
Intelligence, Wisdom, or Charisma (choose when you
select this feat).

| Wisdom «
Your spellcasting ability for this feat's spells is
Wisdom.

FEATURES & TRAITS
Leather 1 10 Ib.
Shortbow 1 21b.
Shortsword 1 21b.
Backpack 1 5 lb.
Quiver 1 1lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Tinderbox 1 11b.
76 Ib. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
150 Ib. Arrows 20 11b.
Arrows 20 11b.

PUSH/DRAG/LIFT

300 Ib.

EQUIPMENT
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=== CANTRIPS === (At Will)
Chill Touch Strixhaven Initiate (Witherbloom) +4 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, V/S
Spare the Dying Strixhaven Initiate (Witherbloom) - 1A Touch V,S Instantaneous  PHB 277  V/S
=== 1st LEVEL ===
Create or Destroy Water Strixhaven Initiate (Witherbloom) (Always Prepared) - 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 1/LR, 30 ft. Cube, V/SIM
SPELLS
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