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HEROIC INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Calligrapher's Supplies, Forgery Kit, Thieves'
Tools

=== LANGUAGES ===

Celestial, Common, Draconic, Druidic, Elvish,
Infernal

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Hunter's Lore

When a creature is marked by your Hunter's Mark,
you know whether the creature has any Immunities,
Resistances, Vulnerabilities, and if the creature has
any, you know what they are.

Hunter’s Mark « 2 / Long Rest
You always have Hunter's Mark prepared and can

cast it without expending a spell slot 2 times per Long
Rest.

Wild Shape ¢« 2 / Long Rest

You shape-shift into a Beast form that you have
learned for this feature. You stay in that form for 2
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.

Rules While Shape-Shifted. The following rules apply
while you're shape-shifted:

* You retain your personality, memories, and ability
to speak.

* When you assume a Wild Shape form, you gain 4
Temporary HP.
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16 PASSIVE PERCEPTION Perfectionists Reward +9 1d8+4 Piercing et siero Ammuiion Heay, Range, Twoande, Sow,Range (150500
16 DASSIVE INSIGHT Traveler's Quill +9 1d6+6 Piercing
Poison Spray +6 2d12 Poison VIS
11 PASSIVE INVESTICATION Produce Flame +6 2d8 Fire D: 10m, VIS
Darkvision 60 ft. Starry Wisp +6 2d8 Radiant ~ V/S
Ray of Frost +6 2d8 Cold VIS
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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
message. Others spot the message’s presence with a
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 2 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.

and others who know Druidic automatically spot such a

successful DC 15 Intelligence (Investigation) check but

* 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.

* Druid Subclass « PHB-2024 81

| Circle of the Land
* Circle of the Land Spells « PHB-2024 84

| Polar Land «
* Land’s Aid « PHB-2024 85
As a Magic action, you can expend a use of Wild
Shape and choose a point within 60 ft. of you. A
10-ft.-radius Sphere is centered on that point; each
creature of your choice in the Sphere must make a DC
14 Con. saving throw, taking 2d6 Necrotic damage on
a failed save or half as much on a successful one. One
creature of your choice in that area regains 2d6 HP.

| Land’s Aid: Damage: 1 Action

| Land’s Aid: Heal: 1 Action
* Ability Score Improvement « PHB-2024 81

=== RANGER FEATURES ===

* Core Ranger Traits « PHB-2024 119

* Spellcasting « PHB-2024 119

* Favored Enemy « PHB-2024 119

You always have Hunter's Mark prepared and can cast

it without expending a spell slot 2 times per Long Rest.
| Hunter’'s Mark: 2 / Long Rest « 1 Bonus Action

* Weapon Mastery « PHB-2024 120

* Deft Explorer « PHB-2024 120
You gain Expertise with one of your skill proficiencies.

You know two languages of your choice.
* Fighting Style » PHB-2024 120

| Fighting Style feat « br-2024
* Ranger Subclass * PHB-2024 120

| Hunter
* Hunter’s Lore « PHB-2024 127
When a creature is marked by your Hunter’'s Mark, you
know whether the creature has any Immunities,
Resistances, Vulnerabilities, and if the creature has
any, you know what they are.

| 1 Bonus Action
* Hunter’s Prey « PHB-2024 127
You gain one option of your choice. Whenever you
finish a Short or Long Rest, you can replace the option
with the other one.

| Horde Breaker « br-2024

Once per turn, when you make an attack with a
weapon, you can make another attack with the same

N

EQUIPMENT

FEATURES & TRAITS
Bag of Holding 1 15 Ib. Waterskin 1 51b
Perfectionists Reward 1 21b. Block of Incense 10 --
Traveler's Quill 1 21b. Diamond 5 --
Studded Leather 1 13 Ib. Oil 2 21b
Quiver 1 11b. Parchment 8 --
Potion of Healing (Greater) 1 0.5 Ib. Calligrapher's Supplies 1 51b.
Potion of Healing (Superior) 1 0.5 Ib. Robe 1 4 1b.
Potion of Healing 4 21b. Book 1 51b.
Dagger 1 1lb. Thieves' Tools 1 1lb.
WEIGHT CARRIED Dagger 1 11b. Sprig of Mistletoe 1 --
83 Ib. Rations (1 day) 1 2 lb. Arrow of Arrogance 10 --
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
120 Ib. Sealing Wax 1 -
PUSH/DRAG/LIFT Signet Ring 1 -
240 |b. Tinderbox 1 1lb.
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weapon against a different creature within 5 ft., that's
within the weapon'’s range, and that you haven't
attacked this turn.

| 1 Action

=== WOOD ELF SPECIES TRAITS ===

* Ability Score Increase * BR 23
Your Dexterity score increases by 2.

* Darkvision « BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢« BR 23
You have proficiency in the Perception skill.

* Fey Ancestry « BR 23
You have advantage on saves against being charmed,
and magic can’t put you to sleep.

* Trance * BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Ability Score Increase * BR 24
Your Wisdom score increases by 1.

* EIf Weapon Training * BR 24
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Fleet of Foot « BR 24
Your base walking speed increases to 35 feet.

* Mask of the Wild « BR 24

You can attempt to hide even when you are only lightly
obscured.

| Special

=== FEATS ===

* Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by
1.

* Ability Score Improvement « PHB-2024 202

* Archery « PHB-2024 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Magic Initiate (Druid) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Druid 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 Druid
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.

ADDITIONAL FEATURES & TRAITS

| Wisdom «

* Savage Attacker « PHB-2024 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Weapon Mastery « PHB-2024 120

| Longbow (Slow) «
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Shortsword (Vex) ¢
Vex. If you hit a creature with a Shortsword and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Slow (Longbow): 1 Action

| Vex (Shortsword): 1 Action

N
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ADDITIONAL FEATURES & TRAITS
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Arrows

200

10 Ib.

ADDITIONAL EQUIPMENT
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Fluid Medium 69" 169
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Tan Green Platinum
ALIGNMENT FAITH SKIN EYES HAIR
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=== Allies === . .
Charming but evasive;
Archimedes, Fey Familiar H H
- typically in spectacled owl form JOKeS deﬂeCt paln'
- AC 11, HP 2, speed 5/, fly 60’
- darkvision 120', passive perception 13
PERSONALITY TRAITS
L~ 1
[ ]
Freedom — in body, heart, and
destiny.
IDEALS
L~ 1
[ ]
The Traveler's attention feels like
salvation; He is always with me and
| with Him.
BONDS
L~ 1
[N "]
Addictive tendencies; runs from
emotional truth.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
\ /4 AV /4

Born to a noble line now struck from the records,
Eryndras grew up with expectations, duty, and a
gilded cage.

When disgrace, addiction, and scandal toppled his
house, he fled into the wilds.

There, broken and hollow, he met The Traveler —
a whisper in the leaves, a laugh in the dark, a
presence that saw him, wanted him, and promised
escape.

The Traveler gave him power, wonder... and
warmth. In return, Eryndras carries a bond that
feels like love and addiction intertwined — a
beautiful danger he cannot let go of.

CHARACTER BACKSTORY

Eryndras' father was anointed by Yenlara
Alderwreath to lead the newly designated "Wood
Elves" upon their return to Exandria from the Feywild
after the events of The Calamity. The sorceress
trapped him in the Feywild in secret, before he could
learn of Eryndras' mother's pregnancy. In her grief,
she and an infant Eryndras instead left Syngorn and
lived in the Verdant Expanse. Upon her
disappearances decades later, Eryndras would
eventually stumble upon Artagan, who had recently
come to this plane from the Feywild through a
gateway erected by Vox Machina.

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
QO Poison Spray Druid +6 1A 30 ft. V.S Instantaneous ~ PHB-2024 306 V/S
O Produce Flame Druid +6 1BA  Self V,S 10 minutes PHB-2024 308 D: 10m, V/S
QO Starry Wisp Druid +6 1A 60 ft. V,S Instantaneous ~ PHB-2024320 V/S
O Guidance Magic Initiate (Druid) -- 1A Touch V.S Concentration, up to L minute  PHB-2024 282 D: 1m, V/S
O Resistance Magic Initiate (Druid) -- 1A Touch V.S Concentration, up to L minute  PHB-2024 312 D: 1m, V/S
O Ray of Frost Circle of the Land Spells +6 1A 60 ft. V.S Instantaneous ~ PHB-2024 311 V/S
O Thunderclap Primal Order CON 14 1A 5 ft. S Instantaneous  EE 168 S
=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Ranger - 1R Self S 1 round EE 150 D: 1Rnd, S
O Alarm [R] Ranger -- im 30 ft./20 ft. Cube V,S,M 8 hours PHB-2024 239 D: 8h, 20 ft. Cube, V/S/M
O Cure Wounds Ranger -- 1A Touch V.S Instantaneous ~ PHB-2024 259 V/S
O Longstrider Ranger - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/SIM
O Faerie Fire Druid DEX 14 1A 60 ft./20 ft. Cube V Concentation, upto Lminute - PHB-2024 271 D: 1m, 20 ft. Cube, V
O Earth Tremor Druid DEX 14 1A 10 ft. V.S Instantaneous ~ EE 155 VIS
O Absorb Elements Druid - 1R Self S 1 round EE 150 D: 1Rnd, S
O BeastBond Druid - 1A Touch V,S,M  concentation, wpro 10minres - EE 150 D: 10m, V/SIM
O Ice Knife Druid DEX14/+6 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, S/IM
O Animal Friendship Druid WIS 14 1A 30 ft. V,S,M 24 hours PHB-2024 239 D: 24h, V/IS/M
O Fog Cloud Druid - 1A 120 /20 ft. Sphere V/,S Concentration, upto L hour  PHB-2024 276 - D: 1h, 20 ft. Sphere, V/S
O Protection from Evil and Good Druid - 1A Touch V,S,M  concentation,upto 10minwees - 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 14 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-2024 258 30 ft. Cube, V/S/IM
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.pto tominues - PHB-2024 262 D: 10m, 30 ft. Sphere, VIS/IM
O Detect Magic [R] Druid -- 1A+1om  Self/30 ft. Sphere V,S Concenvation,up o lominves - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Healing Word Druid -- 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284 \/
O Ice Knife Druid DEX14/+6 1A 60 ft./5 ft. Sphere  S,M Instantaneous ~ PHB-2024 287 5 ft. Sphere, S/IM
O Thunderwave Druid CON 14 1A Self/15 ft. Cube V,S Instantaneous ~ PHB-2024 334 15 ft. Cube, V/S
O Entangle Druid STR14 1A 90 ft/20 ft. Square  V,S Concentration, up to 1 minute - PHB-2024 268  D: 1m, 20 ft. Square, V/S
O Thunderwave Magic Initiate (Druid) CON 14 1A Self/15 ft. Cube V,S Instantaneous ~ PHB-2024 334 1/LR, 15 ft. Cube, V/S
P Hunter's Mark Favored Enemy (Always Prepared) -- 1BA 90 ft. \Y Concentration, upto 1 hour - PHB-2024 287  Ext. D: (See Description)*, D: 1h, V
O Fog Cloud Circle of the Land Spells - 1A 120 ft./20 ft. Sphere V/,S Concentration, upto 1hour - PHB-2024 276 D: 1h, 20 ft. Sphere, 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-2024 272 V/S/M
===2nd LEVEL === 3 Slots OO0
QO Pass without Trace Druid - 1A Self/30 ft. Emanation \/,S,M  Concenuation, upto 1hour  PHB-2024 303 D: 1h, 30 ft. Emanation, V/S/M
O Flame Blade Druid +6 1BA  Self V,S,M  concenvaion, upto0minwees - PHB-2024 275 D: 10m, V/S/M
O Moonbeam Druid CON 14 1A 120 ft/5 ft. Cylinder \/,S,M  Concenration, up o 1 minuie - PHB-2024 300 D: 1m, 5 ft. Cylinder, V/S/M
O Locate Object Druid -- 1A Self V,S,M  concenvation,upto 10minwees - PHB-2024 293  D: 10m, V/S/M
O Augury [R] Druid -- im Self V,S\M Instantaneous = PHB-2024 244 \/S/M
O Dust Devil Druid STR14 1A 60 ft./5 ft. Cube V,S,M  concenvation. wpro1miwe  EE 154 D: 1m, 5 ft. Cube, V/IS/M
O Earthbind Druid STR14 1A 300 ft. \ Concentation, upto 1minute - EE 154 D:1m, V
R SPELLS N
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O Skywrite [R] Druid - 1a+10m - Sight V,S Concentration, upto Lhour - EE 165 D: 1h, VIS
O Warding Wind Druid -- 1A Self/10 ft. Sphere  V Concentration, upto 20 minutes  EE 170 D: 10m, 10 ft. Sphere, V
O Ad Druid - 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
O Animal Messenger [R] Druid CHA 14 1a+1om 30 ft. V,S,M 24 hours PHB-2024 240 D: 24h, V/IS/M
O Find Traps Druid - 1A 120 ft. V,S Instantaneous  PHB-2024 273 V/S
O Barkskin Druid - 1BA  Touch V,S,M 1 hour PHB-2024 245 D: 1h, V/SIM
QO Protection from Poison Druid - 1A Touch V,S 1 hour PHB-2024 310 D: 1h, V/S
O Flaming Sphere Druid DEX 14 1A 60 ft./5 ft. Sphere V/,S,M  concentation, upro 1 minwe  PHB-2024 275 D: 1m, 5 ft. Sphere, V/S/IM
O Locate Animals or Plants [R] Druid -- 1a+10m  Self V,S,M Instantaneous  PHB-2024292 V/S/M
O Lesser Restoration Druid - 1BA  Touch V.S Instantaneous ~ PHB-2024291 /S
O Continual Flame Druid - 1A Touch V,S,M Until dispelled ~ PHB-2024256 D: Until Dispelled, V/S/M
O Spike Growth Druid -- 1A 150 ft./20 ft. Sphere  \/,S,M  concenraiion, pto tominues  PHB-2024 318 D: 10m, 20 ft. Sphere, V/IS/M
O Darkvision Druid - 1A Touch V,S,M 8 hours PHB-2024 260 D: 8h, V/S/M
O Gust of Wind Druid STR14 1A Self V,S,M  concenation, upto tminwte - PHB-2024 282 D: 1m, V/S/IM
O Heat Metal Druid CON 14 1A 60 ft. V,S,M  concenation, upto 1minwte PHB-2024 284  D: 1m, V/S/M
O Hold Person Druid WIS 14 1A 60 ft. V,S,M  concenation, upto tminwte PHB-2024 286 D: 1m, V/S/M
O Enhance Ability Druid - 1A Touch V,S,M  Concenuation, upto 1 hour - PHB-2024 268 D: 1h, V/S/M
O Enlarge/Reduce Druid CON 14 1A 30 ft. V,S,M  concentation upto 1minute - PHB-2024 268 D: 1m, V/S/M
O Hold Person Circle of the Land Spells WIS 14 1A 60 ft. V,S,M  concentation upto 1 minute - PHB-2024 286 D: 1m, V/S/M
SPELLS
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