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=== DRUID FEATURES ===
* Core Druid Traits « PHB-2024 79
* Spellcasting « PHB-2024 79

* Druidic « PHB-2024 80
You know Druidic and always have Speak with
Animals prepared.

You can use Druidic to leave hidden message. You
and others who know Druidic automatically spot such a
message. Others spot the message’s presence with a
successful DC 15 Intelligence (Investigation) check but
can'’t decipher it without magic.

| Leave Druidic Message: Special

* Primal Order « PHB-2024 80
You have dedicated yourself to one of the sacred
roles.

| Magician ¢
You know one extra cantrip from the Druid spell list.
You also gain a +3 bonus to Intelligence (Arcana or
Nature) checks.

* Wild Shape « PHB-2024 80

As a Bonus Action, you shape-shift into a Beast form
that you have learned for this feature. You stay in that
form for 1 hours or until you use Wild Shape again,
have the Incapacitated condition, or die. You can also
leave the form early as a Bonus Action.

You can use Wild Shape 2 times per Long Rest, and
regain one expended use after finishing a Short Rest.

You are able to learn a number of Beast forms as
outlined below, and whenever you finish a Long Rest,
you can replace one of your known forms with another
eligible form.

* Level 2: You know 4 four Beast Forms with a max
CR of 1/4 that lack a Fly Speed.

« Level 4: You know 6 four Beast Forms with a max
CR of 1/2 that lack a Fly Speed.

* Level 8 You know 8 four Beast Forms with a max
CR of 1 and can adopt a form that has a Fly Speed.

| 2/ Long Rest « 1 Bonus Action

* Wild Companion « PHB-2024 81

As a Magic action, you can expend a spell slot or a
use of Wild Shape to cast Find Familiar without
Material components. When you cast the spell in this
way, the familiar is Fey and disappears when you
finish a Long Rest.

=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91
* Fighting Style « PHB-2024 91
You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.
* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.
You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/ Long Rest « 1 Bonus Action

* Weapon Mastery » PHB-2024 91

=== TORTLE SPECIES TRAITS ===

* Languages * MotM 5

~N
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 » MotM 34
You are a Humanoid.

* Size « MotM 34
You are Medium or Small. You choose the size when
you select this race.

* Speed « MotM 34
Your walking speed is 30 ft.

* Claws » MotM 34

You have claws that you can use to make unarmed
strikes. When you hit with them, you deal 1d6+1
slashing damage.

| 1 Action

* Hold Breath « MotM 34
You can hold your breath for up to 1 hour.

* Natural Armor « MotM 34

Your shell provides you a base AC of 17 (your DEX
modifier doesn't affect this number). You can’t wear
light, medium, or heavy armor, but can continue using
and applying a shield’s bonus as normal.

* Nature’s Intuition « MotM 34

You become proficient in one of the following skills of
your choice: Animal Handling, Medicine, Nature,
Perception, Stealth, or Survival.

* Shell Defense « MotM 34

You can withdraw into your shell as an action and until
you emerge, you gain a +4 bonus to AC and you have
advantage on STR and CON saving throws.

While in your shell, you are prone, your speed is 0 and

FEATURES & TRAITS
\\
Shield 1 6 Ib. Waterskin 1 51b.
Backpack 1 51b. Herbalism Kit 1 31b.
Iron Pot 1 10 Ib. Ink Pen 1 --
Jug 1 4 1b. Ink 1 --
Sprig of Mistletoe 1 -- Ink 1 --
Staff 1 4 1b. Bedroll 1 7 Ib.
Sickle 1 2 1b. Mess Kit 1 1lb.
(e]] 2 2 lb. Rations (1 day) 10 20 Ib.
Parchment 1 - Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Rations 10 20 Ib. Tinderbox 1 11b.
138 Ib. Rope 1 5 lb. Torch 10 10 Ib.
ENCUMBERED Bedroll 1 7 Ib.
180 Ib. Bell 1 -
PUSH/DRAG/LIFT Tinderbox 1 11lb.
360 Ib. Torch 10 10 Ib.
EQUIPMENT ))




Druid Mount

CHARACTER NAME

e — —
Druid 2 / Fighter 1 Morberis
CLASS & LEVEL PLAYER NAME
Tortle Sage (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//
can't increase, you have disadvantage on DEX saving
throws, and you can't take reactions. The only action
you can take is to use a bonus action to emerge.

| Shell Defense: Withdraw: 1 Action

| Shell Defense: Emerge: 1 Bonus Action

=== FEATS ===

* Protection « PHB-2024 209
When a creature you can see attacks a target other
than you that is within 5 ft. of you, you can take a

You impose Disadvantage on the triggering attack roll
and all other attack rolls against the target until the
start of your next turn if you remain within 5 ft. of the
target.

| 1 Reaction
* Weapon Mastery « PHB-2024 91

| Quarterstaff (Topple) ¢
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 2 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Trident (Topple) ¢
Topple. If you hit a creature with a Trident, you can
force it to make a Con. saving throw (DC 8 + 2 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Warhammer (Push) «
Push. If you hit a creature with Warhammer, you can
push the creature up to 10 ft. straight away from you if
it's Large or smaller.

Reaction to interpose your Shield if you're holding one.

| Topple (Quarterstaff): 1 Action
| Topple (Trident): 1 Action
| Push (Warhammer): 1 Action

* Magic Initiate (Wizard) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom «
* Sage Ability Score Improvements « PHB-2024 183

| Increase two scores (+2 / +1) ¢
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Will to anything to save his bonded
companion, even if it's evil
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
) { )\ {
/ \
| grew up at a nobles beachside villa until it was
raided and almost everyone killed. That trauma led
me to decide that maybe | wanted time away from
people. And | spent some time slowly island
hopping across mostly uninhabited islands.
Which is where | rescued Dee's character. She
was the only survivor of a ship that went down in a
storm, or at least we assume she's the only
survivor. After spending awhile living the idyllic life
Dee's character convinced me that civilization
might be worth it.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Water Whip Druid STR13/+5 1A 60 ft. V,S Instantaneous  HGtMH1 517 V/S
QO Shape Water Druid -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 164 5 ft. Cube, S
QO True Strike Magic Initiate (Wizard) +5 1A Self SM Instantaneous ~ PHB-2024336 S/M
O Mind Sliver Magic Initiate (Wizard) INT13 1A 60 ft. \Y 1 round PHB-2024 298 D: 1Rnd, V
QO Shillelagh Primal Order +5 1BA  Self V,S,M 1 minute PHB-2024 316 D: 1m, V/S/M
=== 1st LEVEL === 3 Slots 000
O Healing Word Druid -- 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284 \/
O Thunderwave Druid CON13 1A Self/15 ft. Cube V,S Instantaneous ~ PHB-2024 334 15 ft. Cube, V/S
O Ice Knife Druid DEX13/+5 1A 60 ft./5 ft. Sphere  S,M Instantaneous ~ PHB-2024 287 5 ft. Sphere, S/M
O Corrupting Ichor Druid +5 1A 60 ft. SM Instantaneous ~ HGtMH1 504 S/M
O Faerie Fire Druid DEX 13 1A 60 ft./20 ft. Cube V Concenuation, upto 1minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
O Absorb Elements Druid - 1R Self S 1 round EE 150 D:1Rnd, S
O BeastBond Druid - 1A Touch V,S,M  concentaion, wpo sominwees - EE 150 D: 10m, V/SIM
O Earth Tremor Druid DEX13 1A 10 ft. V.S Instantaneous ~ EE 155 VIS
O Ice Knife Druid DEX13/+5 1A 60 ft./5 ft. Sphere  S,M Instantaneous ~ EE 157 5 ft. Sphere, SIM
O Snare Druid DEX 13 1m Touch SM 8 hours XGtE 165 D: 8h, SIM
O Animal Friendship Druid WIS 13 1A 30 ft. V,S,M 24 hours PHB-2024 239 D: 24h, V/IS/M
O Fog Cloud Druid - 1A 120 ft./20 ft. Sphere  V/,S Concentration, upto 1 hour - PHB-2024 276 D: 1h, 20 ft. Sphere, VIS
QO Protection from Evil and Good Druid - 1A Touch V,S,M  concentaiion, upto 10 minues  PHB-2024 309 D: 10m, V/S/M
O Purify Food and Drink [R] Druid - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous ~ PHB-2024310 5 ft. Sphere, V/S
O Goodberry Druid - 1A Self V,S,M 24 hours PHB-2024 280 D: 24h, V/IS/M
O Charm Person Druid WIS 13 1A 30 ft. V,S 1 hour PHB-2024 249 D: 1h, V/S
O Jump Druid - 1BA Touch V,S,M 1 minute PHB-2024290 D: 1m, V/S/IM
O Longstrider Druid - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/S/M
O Speak with Animals [R] Druid - 1a+10m  Self V,S 10 minutes PHB-2024 318 D: 10m, V/S
QO Create or Destroy Water Druid - 1A 30 ft/30 ft. Cube V,S,M Instantaneous  PHB-2024258 30 ft. Cube, V/S/M
O Cure Wounds Druid - 1A Touch V,S Instantaneous ~ PHB-2024 259 V/S
O Detect Poison and Disease [R] Druid -- 1a+10m  Self/30 ft. Sphere V/,S,M  Concenvaion.upto tominues - PHB-2024 262 D: 10m, 30 ft. Sphere, VIS/M
O Detect Magic [R] Druid -- 1A+10m  Self/30 ft. Sphere V,S Concenvation,up o lominues - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Entangle Druid STR13 1A 90 ft./20 ft. Square  V,S Concenvation, wpto 1 minuie - PHB-2024 268 D: 1m, 20 ft. Square, VIS
O Daydream Druid WIS 13 1A 30 ft. V,S,M  concentration, upto 1 minute - HGtMH1 505 D: 1m, V/S/M
O Chameleon Skin Druid -- 1A Touch V,S,M  concentration, upto 1ominues - HGtMHZ1 504 D: 10m, V/S/M
O Flipperform Druid - 1A 30 ft. V,S,M 1 hour HGtMH2 504 D: 1h, V/S/IM
QO Shield Magic Initiate (Wizard) -- 1R Self V,S 1 round PHB-2024316 1/LR, D: 1Rnd, V/S
P Speak with Animals [R] Druidic (Always Prepared) - 1A Self V,S 10 minutes PHB-2024 318 D: 10m, V/S
O Find Familiar [R] Wild Companion - 1A 10 ft. V,S,M Instantaneous  PHB-2024272 V/S/M
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