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Druid 6 Julleswe
CLASS & LEVEL PLAYER NAME
Lightfoot Halfling Outlander (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+2 17 5 1 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
6d8 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Club, Dagger, Dart, Javelin, Mace,
~ Quarterstaff, Scimitar, Sickle, Sling, Spear
— — === TOOLS ===
ABILITY SAVE DC | Flute, Herbalism Kit
- === L ANGUAGES ===
7 N Common, Druidic, Halfling, Undercommon
25 ft. (Walking)
A SPEED )
i 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

[4th] Max CR 1/2 (no flying speed) [8th] Max CR 1

You can stay in beast shape for 3 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to O hit

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)

points, or die).

=== BONUS ACTIONS ===
Combat Wild Shape

You can use Wild Shape as a bonus action and
you can use a bonus action to expend one spell slot to
regain 1d8 HP per level of the spell slot expended.

74

\ ACTIONS
4 N
15 PASSIVE WISDOM (PERCEPTION) Quarterstaff +2 1d6-1 Bludgeoning  Simple, Versatile
Scimitar +5 1d6+2 Slashing Martial, Finesse, Light
15 PASSIVE WISDOM (INSIGHT)
Thorn Whip +8 2d6 Piercing V/SIM
11 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Stl’lke +2 O BIudgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /
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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 16, Spell Attack +8)
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 3 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 Moon
* Combat Wild Shape « PHB 69
You can use Wild Shape as a bonus action and you
can use a bonus action to expend one spell slot to
regain 1d8 HP per level of the spell slot expended.

| 1 Bonus Action

* Circle Forms « PHB 69
You can transform into a beast with a CR as high as 2.

* 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

* Primal Strike « PHB 69

Your attacks in beast form count as magical for the
purpose of overcoming resistance and immunity to
nonmagical attacks and damage.

=== LIGHTFOOT HALFLING RACIAL TRAITS ===

* Lucky « BR 28

When you roll a 1 on the d20 for an attack roll, ability
check, or saving throw, you can reroll the die and must
use the new roll.

* Brave * BR 28
You have advantage on saving throws against being
frightened.

* Halfling Nimbleness « BR 28
You can move through the space of any creature that
is of a size larger than yours.

* Naturally Stealthy « BR 28

You can attempt to hide even when you are obscured
only by a creature that is at least one size larger than
you.

=== FEATS ===
* Resilient (Constitution) ¢

Increase your CON score by 1 and you gain
proficiency in CON saving throws.

Druid 6 Julleswe
CLASS & LEVEL PLAYER NAME
Lightfoot Halfling Outlander (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
7 N

FEATURES & TRAITS
Leather 1 10 Ib.
Half Plate 1 40 Ib.
Quarterstaff 1 41b.
Scimitar 1 31b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Wooden Staff 1 4 1b.
Bedroll 1 7 1b.
WEIGHT CARRIED Mess Kit 1 1lb.
154.74 |b. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
240 Ib. Waterskin 1 51b.

EQUIPMENT
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Female 240 Small 310cm 480
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good pink blue Black
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
// \
=== Allies === // \\
Bigwig Jo Darkscuttle (Jonas)
Jack (have many scares)
Garth (Staffan)
Kev (Daniel)
Rainbows gleaming on your skin PERSONALITY TRAITS
L~ 1
[ "]
IDEALS
L~ 1
[ "]
My family, clan, or tribe is the most
important thing in my life, even
when they are far from me.
BONDS
L~ 1
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
\ /4 3\ /4

Luna was born to a family of druids who had a
deep connection to the natural world. From a
young age, she showed a strong aptitude for
magic and was able to commune with the spirits of
nature. For some reason, her family has been
hunted by an apparition for generations. The
apparition seemed to be made of shadows and
darkness. The apparition was relentless in its
pursuit, and eventually killed Luna's entire family.
Luna was the only survivor. Traumatized by the
loss of her family, Luna dedicated her life to
honing her druidic powers to one day be strong
enough to face the apparition and put an end to its
reign of terror and find out why the apparition was
after her and her family. During her journey, she
ended up in Daggerford because she heard a
rumor about someone has more information about
the apparition that are hunting her. But information
is not cheap, so she ended up with some other
adventures to be able to buy the information.

CHARACTER BACKSTORY

Get blessing every time a kill a werewolf

4 days to full moon

1 big feather

ADDITIONAL NOTES /,




SPELL SAVE DC SPELL ATTACK
BONUS

—
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=== CANTRIPS === (At Will)
O Mold Earth Druid -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Guidance <C> Druid -- 1A Touch V,S Concentration, upto 1 minuie - PHB 248 D: 1m, VIS
O Thorn Whip Druid +8 1A 30 ft. V,S,M Instantaneous PHB 282 VISIM

=== 1st LEVEL === 4 Slots OO00
O Healing Word Druid -- 1BA 60 ft. \% Instantaneous PHB 250 V
O Ice Knife Druid DEX16/+8 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
O Animal Friendship Druid WIS 16 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O Charm Person Druid WIS 16 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
QO Create or Destroy Water Druid - 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/ISIM
O Cure Wounds Druid - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Magic [R]<C> Druid - 1a+10m  Self/30 ft. Sphere V,S Concenaiion, upro ominwtes - 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  concenaion, wproromines  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Entangle <C> Druid STR16 1A 90 ft./20 ft. Square  V,S Concenvaton po 1minte - PHB 238 D: 1m, 20 ft. Square, V/S
O Faerie Fire <C> Druid DEX 16 1A 60 ft./20 ft. Cube V Concenvaton, wpo 1minte - PHB 239 D: 1m, 20 ft. Cube, V
O Fog Cloud <C> Druid - 1A 120 t/20 ft. Sphere  V/,S Concentration, upto 1hour - PHB 243 D: 1h, 20 ft. Sphere, VIS
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, V/ISIM
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, VIS
O Thunderwave Druid CON 16 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
O BeastBond <C> Druid - 1A Touch V,S,M  concentation. wpro 10mines - EE 150 D: 10m, V/SIM
O Earth Tremor Druid DEX 16 1A 10 ft. V,S Instantaneous  EE 155 VIS
O Snare Druid DEX 16 1m Touch SM 8 hours XGtE 165 D: 8h, S/M

===2nd LEVEL === 3 Slots OO0
O Moonbeam <C> Druid CON 16 1A 120 ft/5 ft. Cylinder \/,S,M  Concentration, upto 1 minwte  PHB 261 D: 1m, 5 ft. Cylinder, V/SIM
O Flaming Sphere <C> Druid DEX 16 1A 60 ft./5 ft. Sphere  V,S,M  concentration, po 1 minute  PHB 242 D: 1m, 5 ft. Sphere, V/S/IM
O Healing Spirit <C> Druid - 1BA 60 ft/5 ft. Cube V,S Concentraion, wpro 1minte - XGtE 157 D: 1m, 5 ft. Cube, V/S
O Spike Growth <C> Druid -- 1A 150 ft./20 ft. Sphere  V/,S,M  concenraiion. oo omines - PHB 277 D: 10m, 20 ft. Sphere, V/IS/M
O Animal Messenger [R] Druid - 1a+10m 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O Barkskin <C> Druid - 1A Touch V,S,M  concenuation, upto 1hour  PHB 217 D: 1h, V/ISIM
O Darkvision Druid - 1A Touch V,S,M 8 hours PHB 230 D: 8h, V/SIM
O Enhance Ability <C> Druid -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 237 D: 1h, V/ISIM
O Find Traps Druid -- 1A 120 ft. V,S Instantaneous  PHB 241 VIS
QO Flame Blade <C> Druid +8 1BA  Self V,S,M  concentration, up to 10 minutes - PHB 242 D: 10m, V/ISIM
O Gust of Wind <C> Druid STR16 1A Self V,S,M  concentration, pto 1 minute - PHB 248 D: 1m, V/SIM
QO Heat Metal <C> Druid - 1A 60 ft. V,S,M  concentration, pto 1 minute - PHB 250 D: 1m, V/SIM
O Hold Person <C> Druid WIS 16 1A 60 ft. V,S,M  concentration, upto 1 minute - PHB 251 D: 1m, V/SIM
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/SIM
O Locate Object <C> Druid -- 1A Self V,S\M  concenvaion, wpo20mnuees  PHB 256 D: 10m, V/S/M
O Pass without Trace <C> Druid - 1A Self V,S,M  cConcenuation. upro1howr - PHB 264  D: 1h, V/IS/M
O 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, up to 1 hour - PHB 217 D: 1h, S
O Dust Devil <C> Druid STR16 1A 60 ft./5 ft. Cube V,S,M  concenvation. wpro1miwe  EE 154 D: 1m, 5 ft. Cube, V/IS/M
O Earthbind <C> Druid STR16 1A 300 ft. \% Concenuation, upto 1minute - EE 154 D:1m, V
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O 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  V Concentration, upto 20 minutes  EE 170 D: 10m, 10 ft. Sphere, V
O Summon Beast <C> Druid -- 1A 90 ft. V,S,M  concentration,upto 1hour - TCOE 109  D: 1h, V/IS/IM
O Wither and Bloom Druid CON 16 1A 60 ft/10 ft. Sphere V,S,M Instantaneous SACoC 38 10 ft. Sphere, V/IS/M
QO Air Bubble Druid -- 1A 60 ft. S 24 hours SAIS 22 Special: 2 additional globes of fresh air*, D: 24h, S
=== 3rd LEVEL === 3 Slots OO0
O Conjure Animals <C> Druid - 1A 60 ft. V.S Concenuation, upto 1hour - PHB 127 Creatures: (See Description)*, D: 1h, V/S
O Plant Growth Druid - S 150 ft. V.S Instantaneous  PHB 266  V/S
O Call Lightning <C> Druid DEX 16 1A 120 ft/60 ft. Cylinder V/,S concenvation,po10mmes - PHB 220 D: 10m, 60 ft. Cylinder, V/S
O Tidal Wave Druid DEX16 1A 120 ft. V,S\M Instantaneous EE 168 VISIM
O Daylight Druid - 1A 60ft/60ft. Sphere V,S 1 hour PHB 230 D: 1h, 60 ft. Sphere, VIS
O Dispel Magic Druid -- 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, V/S
O Meld into Stone [R] Druid -- 1a+10m  Touch V.S 8 hours PHB 259  D:8h, VIS
O Protection from Energy <C> Druid - 1A Touch V,S Concentration, upto 1hour - PHB 270 D: 1h, V/S
O Sleet Storm <C> Druid DEX 16 1A 150 ft./40 ft. Cylinder  \/,S,M  cConcentation, o1 mnwe - PHB 276~ D: 1m, 40 ft. Cylinder, V/IS/M
O Speak with Plants Druid -- 1A Self V.S 10 minutes PHB 277  D:10m, VIS
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+1om 30 ft. V,S,M 1 hour PHB 287  D: 1h, VISIM
O Wind Wall <C> Druid STR16 1A 120 ft. V,S,M  concentration. pro 1minwie PHB 288 D: 1m, V/S/M
QO Feign Death [R] Druid - 1+10m Touch V,S,M 1 hour PHB 240  D: 1h, VISIM
O Erupting Earth Druid DEX 16 1A 120 ft/20ft. Cube V,S,M Instantaneous EE 155 20 ft. Cube, V/ISIM
O Flame Arrows <C> Druid - 1A Touch V,S Concentration, up to 1 hour - EE 156 D: 1h, VIS
O Wall of Water <C> Druid - 1A 60 ft. V,S,M  concensaion.pto ominwes - EE 170 D: 10m, V/S/IM
O Summon Fey <C> Druid - 1A 90 ft. V,S,M  concentiation, upto 1hour - TCOE 112 D: 1h, VIS/IM
O Freedom of the Waves Druid STR16 1A 1201t/10ft. Cylinder  V/,S,M  Instantaneous ~TCSR 176 10 ft. Cylinder, V/S/M
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