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CLASS & LEVEL PLAYER NAME
Goblin Far Traveler (Milestone)
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INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Club, Dagger, Dart, Javelin, Mace,
~ Quarterstaff, Scimitar, Sickle, Sling, Spear
— e— === TOOLS ===
ABILITY SAVE DC | Herbalism Kit, Wargong
- === LANGUAGES ===
7 N Common, Druidic, Goblin, Undercommon
30 ft. (Walking)
A SPEED )
) 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 1 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).

=== BONUS ACTIONS ===
Nimble Escape: Disengage

You can take the Disengage action as a bonus
action.

Nimble Escape: Hide
You can take the Hide action as a bonus action.

=== REACTIONS ===
Halo of Spores

You can use your reaction to deal 1d4 necrotic
damage to one creature you can see when it moves
into a space within 10 feet of you or starts its turn
there, if it fails a CON savina throw (DC 14).

Darkvision 60 ft.

\ ACTIONS )
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16 PASSIVE WISDOM (PERCEPTION) Magic Stone +6 1d6+4 Bludgeoning  D: 1m, V/S
Chill Touch +6 1d8 Necrotic D: 1Rnd, V/S
16 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +3 2 Bludgeoning
9 PASSIVE INTELLIGENCE (INVESTIGATION)
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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 14, Spell Attack +6)
and prepared druid spells as rituals if they have the

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 1 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 Spores

* Circle Spells « GGtR
You gain access to additional spells associated with
the cycle of life and death.

* Halo of Spores * GGtR

You can use your reaction to deal 1d4 necrotic
damage to one creature you can see when it moves
into a space within 10 feet of you or starts its turn
there, if it fails a CON saving throw (DC 14).

ritual tag. You can use a druidic focus as a spellcasting

| 1 Reaction

* Symbiotic Entity « GGtR

You can use Wild Shape to awaken the spores that
infuse you to gain +12 temp HP, roll double damage
dice for your Halo of Spores damage, and deal 1d6
additional necrotic damage when you hit with a melee
weapon attack. These all last for 10 minutes, or until
you lose all these temporary hit points, or until you use
your Wild Shape again.

| 1 Action

=== GOBLIN RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 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 three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages ¢ MotM 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 * MotM 20

You are a Humanoid but are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 20
You are Small.

* Speed * MotM 20
Your walking speed is 30 ft.

* Darkvision « MotM 20

FEATURES & TRAITS

N
You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light and
discern colors in that darkness as shades of gray.

* Fey Ancestry « MotM 20
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Fury of the Small « MotM 20

When you damage a creature whose size is larger
than you with an attack or a spell, you can deal an
extra +2 damage.

You can use this trait 2 times per long rest, and you
can only use it once per turn.

| 2/ Long Rest * Special
* Nimble Escape * MotM 20
You can take the Disengage or Hide action as a bonus
action on each of your turns.

| Nimble Escape: Disengage: 1 Bonus Action

| Nimble Escape: Hide: 1 Bonus Action

Clothes, Common

WEIGHT CARRIED
3lb.
ENCUMBERED

180 Ib.

PUSH/DRAG/LIFT

360 Ib.

EQUIPMENT
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Male 14 Small 31" 44
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Maglubiyet Green Yellow Black
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/Iam always calm, no matter what the situation. I never raise my voice or let \
my emotions control me.

Despite my noble birth, I do not place myself above other folk. We all have the
same blood.

I've spent so long in the temple that | have little practical experience dealing

with people in the outside world.

| quote (or misquote) sacred texts and proverbs in almost every situation.

| misuse long words in an attempt to sound smarter.

PERSONALITY TRAITS
|~

—~J
" ~"]
People. I'm loyal to my friends, not to any ideals, and
everyone else can take a trip down the Styx for all | care.
(Neutral)
Sincerity. There’s no good in pretending to be something I'm
not. (Neutral)

IDEALS
N —~

[ ]
| worked the land, I love the land, and | will
protect the land.

BONDS
L~

Y
[N ~~"]
| am suspicious of strangers and expect
the worst of them.

\\ FLAWS //

Once a pariah among his kin, Thistlewick, a goblin
druid of the Circle of Spores, found solace in the
depths of the Underdark. Banished from his tribe
for his peculiar talents and affinity for fungal life,
he sought refuge amidst the shadows and twisting
tunnels of the subterranean realm. There, he
honed his skills in the ancient druidic arts,
mastering the delicate balance between life and
decay.

In the heart of the Underdark, Thistlewick became
known as a skilled alchemist, crafting potent
potions and elixirs from the exotic fungi that
thrived in the darkness. His creations were sought
after by denizens of the depths, from drow
assassins to duergar warlords, each eager to
wield the power of his concoctions to further their
own agendas.

Yet, as Thistlewick's renown grew, so too did his
curiosity for the world beyond the confines of the
Underdark. Tales of adventure and glory reached
his ears, whispered by travelers who passed
through the darkened tunnels of his domain. And
so, fueled by a longing for exploration and a desire
to test his skills in the world above, Thistlewick
made the bold decision to venture to the surface.

Emerging from the depths into the blinding light of
the sunlit world, Thistlewick found himself awed by
the vastness and diversity of the surface realm.
With his trusty potions in tow, he embarked on a
journey of discovery, eager to explore the lands
beyond the horizon and seek out the adventures
that awaited him.
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
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=== CANTRIPS === (At Will)
O Magic Stone Druid +6 1BA  Touch V,S 1 minute EE 160 D: 1m, VIS
QO Poison Spray Druid CON 14 1A 10 ft. V,S Instantaneous  PHB 266  V/S
QO Chill Touch Circle Spells +6 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, VIS
=== 1st LEVEL === 4 Slots OO00
O Entangle <C> Druid STR14 1A 90 ft./20 ft. Square  V,S Concentration, pto 1 minute - PHB 238~ D: 1m, 20 ft. Square, V/S
O Earth Tremor Druid DEX 14 1A 10 ft. V.S Instantaneous  EE 155 VIS
O Goodberry Druid -- 1A Touch V,S,M Instantaneous PHB 246  V/SIM
O Speak with Animals [R] Druid -- 1A Self V.S 10 minutes PHB 277  D:10m, VIS
O Thunderwave Druid CON14 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
QO Create or Destroy Water Druid -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/M
O Cure Wounds Druid - 1A Touch V.S Instantaneous  PHB 230  V/S
O Animal Friendship Druid WIS 14 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O Charm Person Druid WIS 14 1A 30 ft. V,S 1 hour PHB 221  D:1h,V/S
O Detect Magic [R]<C> Druid - 1A+10m  Self/30 ft. Sphere V,S concentraion, po tomnutes - 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/IM
O Faerie Fire <C> Druid DEX 14 1A 60 ft./20 ft. Cube V Concentaton, 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 Healing Word Druid - 1BA 60 ft. \% Instantaneous  PHB 250 V
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
QO Purify Food and Drink [R] Druid - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, 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 Ice Knife Druid DEX14/+6 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
===2nd LEVEL === 2 Slots OO
P Blindness/Deafness Druid (Always Prepared) CON 14 1A 30 ft. \Y 1 minute PHB 219 D:1m,V
P Gentle Repose [R] Druid (Always Prepared) -- 1A Touch V,S,M 10 days PHB 245 D:10d, V/ISIM
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  concentration, 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  concentration, 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 +6 1BA  Self V,S,M  concenvation up o 10 minues - PHB 242 D: 10m, V/IS/IM
O Flaming Sphere <C> Druid DEX 14 1A 60 ft./5 ft. Sphere  V,S,M  concenuation, upto 1 minue  PHB 242 D: 1m, 5 ft. Sphere, V/ISIM
O Gust of Wind <C> Druid STR 14 1A Self V,S,M  concentration, upto 1 minute - PHB 248 D: 1m, V/SIM
O 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 14 1A 60 ft. V,S,M  concentration, pto 1 minute - PHB 251 D: 1m, V/SIM
O Lesser Restoration Druid - 1A Touch V,S Instantaneous  PHB 255 VIS
O Locate Animals or Plants [R] Druid - 1+10m  Self V,S,M Instantaneous PHB 256 VISIM
O Locate Object <C> Druid -- 1A Self V,S,M  concenation, up o 10 minues - PHB 256 D: 10m, V/ISIM
O Moonbeam <C> Druid CON14 1A 120 ft/5 ft. Cylinder \/,S,M  Concentration, pto 1 minute . PHB 261 D: 1m, 5 ft. Cylinder, V/S/IM
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 Spike Growth <C> Druid -- 1A 150 ft/20 ft. Sphere V/,S,M  concenvaton.wpro0minues - PHB 277 D: 10m, 20 ft. Sphere, V/IS/M
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 STR14 1A 60 ft./5 ft. Cube V,S,M  concentation, upro1minwe  EE 154 D: 1m, 5 ft. Cube, V/ISIM
O Earthbind <C> Druid STR14 1A 300 ft. \% Concenuation, upto 1minute - EE 154 D:1m, V
R SPELLS N
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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 10 mintes  EE 170 D: 10m, 10 ft. Sphere, V
O wither and Bloom Druid CON 14 1A 60 ft./10 ft. Sphere V,S,M Instantaneous SACoC 38 10 ft. Sphere, V/IS/IM
SPELLS
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