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CLASS & LEVEL PLAYER NAME
Variant Human Folk Hero (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
/7 \
ARMOR Max HP Current HP Temp HP |
+8 25 136 _—
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
12d10 + 8d8 successes O=O=0O
FAILURES( )=( >=( >
QA DEFENSES \ HIT DICE \ DEATH SAVES /
INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOQOLS ===
ABILITY SAVE DC | Leatherworker's Tools, Vehicles (Land),
p— o Woodcarver's Tools
7 N === LANGUAGES ===
40 ft. (Walking) Common, Druidic, Elvish
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,

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

action earliel

You can stay in beast shape for 4 hours before
reverting back to your normal form (or as a bonus

r or if you fall unconscious, drop to 0 hit

Two-Weapon Fighting, Interact with an Object

Superiority Dice * 5 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 5d10 superiority dice per short rest.

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 flvina or swimmina 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.

Second Wind « 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 12 HP.

ACTIONS

74

//

20 PASSIVE WISDOM (PERCEPTION) Dagger, +2, of throwing +11 1d4+5 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Dragon Slayer Longsword +9 1d8+3 Slashing Martial, Versatile
14 PASSIVE WISDOM (INSIGHT)
Dragon Wing Longbow +9 1d8+3 Piercing
11 PASSIVEINTELLIGENCE (INVESTICATION) Handaxe +8 1d6+2 Slashing Simple, Light, Thrown, Range (20/60)
Darkvision 60 ft. Handaxe +8 1d6+2 Slashing Simple, Light, Thrown, Range (20/60)
< Handaxe, +2, of Throwing +10 1d6+4 Slashing Simple, Light, Thrown, Range (20/60)
SENSES L N\ WEAPON ATTACKS & CANTRIPS Y
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Fighter 12 / Druid 8

wcwilson82355

=== FIGHTER FEATURES ===

* Fighting Style Options * TCoE 41
* Hit Points « PHB 71

* Proficiencies « PHB 71

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

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.
* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 12 HP.

| 1/ Short Rest * 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest * Special
* Martial Archetype ¢« PHB 72

| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 5d10 superiority dice per short rest.

| Superiority Dice: 5/ Short Rest « 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers « PHB 74

| Ambush ¢ TCoE 42
When you make a Dexterity (Stealth) check or an
initiative roll, you can expend one superiority die and
add the die to the roll, provided you aren’t
incapacitated.

| Maneuvers: Ambush: Special

| Evasive Footwork « PHB
When you move, you can expend one superiority die,
rolling the die and adding the number rolled to your AC
until you stop moving.

| Maneuvers: Evasive Footwork: Special

| Maneuvering Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and to allow a creature that can see or hear you to use
its reaction to move up to half its speed without
provoking opportunity attacks from the target of your
attack.

| Maneuvers: Maneuvering Attack: Special

| Parry « PHB
When another creature damages you with a melee
attack, you can use your reaction and expend one
superiority die to reduce the damage by the number
you roll on your superiority die + 3.

| Maneuvers: Parry: 1 Reaction
| Precision Attack « PHB
When you make a weapon attack roll, you can expend
one superiority die to add it to the roll before or after
the roll but before any effects are applied.

| Maneuvers: Precision Attack: Special

| Riposte « PHB
When a creature misses you with a melee attack, you
can use your reaction and expend one superiority die
to make a melee weapon attack against it (add the
superiority die to the attack’s damage roll on hit).

| Maneuvers: Riposte: 1 Reaction

| Sweeping Attack « PHB
When you hit with a melee weapon attack, you can
expend one superiority die to deal damage to another
creature within 5 ft. of the original target and within
your reach (if the original attack would hit it) equal to
the number you roll on the superiority die.

| Maneuvers: Sweeping Attack: Special

* Martial Versatility « TCoE 42

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following, as you shift the focus of your martial
practice:

- Replace a fighting style you know with another
fighting style available to fighters.

- If you know any maneuvers from the Battle Master
archetype, you can replace one maneuver you know
with a different maneuver.

* Ability Score Improvement « PHB 72

* Extra Attack « PHB 72
You can attack three times whenever you take the
Attack action on your turn.

| Special

* Know Your Enemy « PHB 73

If you spend at least 1 minute observing or interacting
with another creature outside combat, you can learn
information about its capabilities compared to your
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EQUIPMENT

FEATURES & TRAITS
Bag of Holding 1 15 Ib. Keoghtom's Ointment 1 0.51b.
Boots of Elvenkind 1 - Backpack 1 51b.
Bracers of Defense 1 - Arrows 20 11b.
Goggles of Night 1 -- Shield 1 6 Ib.
Javelin of Lightning 1 21b Handaxe 1 2 |b.
Staff of the Woodlands 1 - Handaxe 1 2 1b.
Wand of Magic Detection 1 - Clothes, Common 1 31b.
Wand of Magic Missiles 1 -- Acid (vial) 3 31b.
Dragon Slayer Longsword 1 31b. Alchemist's Fire (flask) 3 31b.
WEIGHT CARRIED Potion of Healing (Greater) 3 151b. Blanket 1 3b.
266.25 Ib. Potion of Healing (Superior) 2 1lb. Boots of False Tracks 1 --
ENCUMBERED Potion of Healing (Supreme) 1 0.5 Ib.
225 |b. Shield, +2 1 6 Ib.
PUSH/DRAG/LIFT Cap of Water Breathing 1 -
450 Ib. Elixir of Health 2 -
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own: Strength score, Dexterity score, Constitution
score, Armor Class, current HP, total class levels (if
any), fighter class levels (if any)

| 1 Minute

* Indomitable « PHB 72

You can reroll a saving throw that you fail - you must
use the new roll. You can use this 1 times per long
rest.

| 1/ Long Rest « Special

* Improved Combat Superiority « PHB 74
Your superiority dice turn into d10s.

=== DRUID FEATURES ===

* Additional Druid Spells « TCoE 35
Your Druid has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* 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 18, Spell Attack +10)
and prepared druid spells as rituals if they have the
ritual tag. You can use a druidic focus as a spellcasting
focus.

* Wild Companion « TCoE 35

As an action, you can expend a use of your <em>Wild
Shape</em> feature to cast the find familiar spell,
without material components.

When you cast the spell in this way, the familiar is a

fey instead of a beast, and the familiar disappears after
4 hours.

| 1 Action

* 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 4 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.

* Cantrip Versatility « TCoE 36

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can replace
one cantrip you learned from this class’s Spellcasting
feature with another cantrip from the druid spell list.

* Wild Shape Improvement « PHB 66
While using your Wild Shape feature, you can
transform into beasts of CR 1 or lower.

* Ability Score Improvement « PHB

ADDITIONAL FEATURES & TRAITS

N

* 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.

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

=== FEATS ===

* Alert « PHB 165

You gain a +5 bonus to initiative, you can't be
surprised while you are conscious, and other creatures
don't gain advantage on attack rolls against you as a
result of being unseen by you.

* War Caster « PHB 170

You have advantage on CON saving throws that you
make to maintain your concentration on a spell when
you take damage. You can perform the somatic
components of spells even when you have weapons or
a shield in one or both hands. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

Caltrops (bag of 20)
Candle

Chalk (1 piece)

Cloak of Many Fashions
Clothes of Mending
Fishing Tackle
Grappling Hook
Healer's Kit

Holy Water (flask)
Magnifying Glass
Mirror, Steel

Net

Oil (flask)

Ruby of the War Mage

Sling

20 2 lb. Sling Bullets

1 - Antidote

10 - Lantern of Investigation
1 - Dagger, +2, of throwing
1 4 1b. Dragon Wing Longbow
1 4 1b. Handaxe, +2, of Throwing
1 4 1b. Serpent Scale Armor, +3
1 31b. Leatherworker's Tools

1 11b. Antitoxin

1 - Bit and Bridle

1 0.5 Ib. Piton

1 31b. Piton

3 31b. Piton

1 - Potion of Healing

1 - Quiver

ADDITIONAL EQUIPMENT

N\
20 151b.
3 -
1 -
1 1lb.
1 21b.
1 21b.
1 45 |b.
1 51Ib.
3 -
1 1lb.
3 0.75 Ib.
3 0.75 Ib.
3 0.75 Ib.
3 151b.
1 1lb.
/
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| 1 Reaction

* Mobile « PHB 168

Your speed increases by 10 feet. When you use the
Dash action, difficult terrain doesn't cost you extra
movement on that turn. When you make a melee
attack against a creature, you don't provoke
opportunity attacks from that creature for the rest of
the turn, whether you hit or not.

* Fey Touched « TCoE 79
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the <em>misty step</em> spell and one
1st-level spell of your choice from the divination or
enchantment school of magic. Once per long rest you
can cast each of these spells without expending a spell
slot. You can also cast these spells using spell slots
you have of the appropriate level. The spells’
spellcasting ability is the ability increased by this feat.

| Wisdom
Increase your Wisdom score by 1, to a maximum of
20. The spells’ spellcasting ability is Wisdom.

* Skilled « PHB 170
You gain proficiency in any combination of three skills
or tools of your choice.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
QO Druidcraft Druid -- 1A 30 ft. V,S Instantaneous  PHB 236 VIS
QO Shillelagh Druid +10 1BA  Touch V,S,M 1 minute PHB 275 D: 1m, V/SIM
O Guidance <C> Druid - 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
=== 1st LEVEL === 4 Slots OO00
O Faerie Fire <C> Druid DEX 18 1A 60 ft./20 ft. Cube V Concentration, upto 1 minute - PHB 239 D: 1m, 20 ft. Cube, V
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 CON 18 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Animal Friendship Druid wIS18 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O Charm Person Druid wIs 18 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
O Create or Destroy Water Druid -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/IM
O Cure Wounds Druid - 1A Touch V.S Instantaneous  PHB 230 VIS
O Detect Magic [R]<C> Druid - 1A+ 10m  Self/30 ft. Sphere V,S concentraion,po tomnues - 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 Entangle <C> Druid STR18 1A 90 ft./20 ft. Square  V/,S Concenuation, po 1minte - PHB 238 D: 1m, 20 ft. Square, V/S
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
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 Absorb Elements Druid - 1R Self S 1 round EE 150 D: 1Rnd, S
O BeastBond <C> Druid - 1A Touch V,S,M  concentation. wpro 10minwes - EE 150 D: 10m, V/SIM
O Earth Tremor Druid DEX 18 1A 10 ft. V,S Instantaneous  EE 155 VIS
O Ice Knife Druid DEX18/+10 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
O Snare Druid DEX 18 1m Touch SM 8 hours XGtE 165 D: 8h, S/M
O Detect Magic <C> Wand of Magic Detection - 1A Self/30 ft. Sphere  V,S concenaion, po 10minutes - PHB 231 1 Charge (3/3), D: 10m, 30 ft. Sphere, V/S
O Magic Missile Wand of Magic Missiles - 1A 120 ft. V,S Instantaneous  PHB 257 1 Charge (7/7), VIS
O Bless<C> Fey Touched - 1A 30 ft. V,S,M  concenation, upto 1 minute - PHB 219 1/LR, D: 1m, V/ISIM
===2nd LEVEL === 3 Slots OO0
O Darkvision Druid - 1A Touch V,S,M 8 hours PHB 230 D: 8h, V/SIM
QO Pass without Trace <C> Druid - 1A Self V,S,M  concentration, upto 1hour  PHB 264 D: 1h, V/ISIM
O Spike Growth <C> Druid - 1A 150 ft./20 ft. Sphere  \/,S,M  concenuaiion, upto 10 minues - PHB 277 D: 10m, 20 ft. Sphere, V/IS/IM
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 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 +10 1BA  Self V,S,M  concentration, up o 10 minutes - PHB 242 D: 10m, V/ISIM
O Flaming Sphere <C> Druid DEX 18 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 18 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  concenuation. upto 1 minute - PHB 250 D: 1m, V/ISIM
O Hold Person <C> Druid wIs 18 1A 60 ft. V,S,M  concenuation, upro 1 minute - PHB 251 D: 1m, V/ISIM
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,wpo0mnwees - PHB 256 D: 10m, V/S/M
O Moonbeam <C> Druid CON 18 1A 120t/5 ft. Cylinder V/,S,M  cConceniation. spro1minwe - PHB 261 D: 1m, 5 ft. Cylinder, V/S/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 Concenration, upto 1hour  PHB 217 D: 1h, S
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O Dust Devil <C> Druid STR 18 1A 60 ft./5 ft. Cube V,S,M  concenuation, pto 1 minue  EE 154 D: 1m, 5 ft. Cube, V/S/IM
QO Earthbind <C> Druid STR 18 1A 300 ft. \ Concenuation, upto 1minute  EE 154 D:1m, V
O Skywrite [R]<C> Druid - 1a+1m  Sight V,S Concentration, upto 1hour - EE 165 D: 1h, VIS
O Warding Wind <C> Druid - 1A Self/10 ft. Sphere Concentration, upto 0 minutes - EE 170 D: 10m, 10 ft. Sphere, V
QO Healing Spirit <C> Druid - 1BA 60 ft./5 ft. Cube V,S Concenuation, upto 1minwie - XGtE 157  D: 1m, 5 ft. Cube, V/S
O Summon Beast <C> Druid - 1A 90 ft. V,S,M  concentration,upto 1hour - TCOE 109  D: 1h, V/IS/IM
O Air Bubble Druid -- 1A 60 ft. S 24 hours SAIS 22 Special: 2 additional globes of fresh air*, D: 24h, S
O Misty Step Fey Touched - 1BA  Self \Y Instantaneous  PHB 260  1/LR,V
===3rd LEVEL === 3 Slots 000
QO Call Lightning <C> Druid DEX18 1A 120 ft/60 ft. Cylinder V/,S Concenraiion, upto 0minutes - PHB 220 D: 10m, 60 ft. Cylinder, V/S
O Dispel Magic Druid -- 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, V/S
O Conjure Animals <C> Druid -- 1A 60 ft. V.S Concenuation, upto 1hour - PHB 127 Creatures: (See Description)*, D: 1h, V/S
O Daylight Druid - 1A 60ft/60ft. Sphere V,S 1 hour PHB 230  D: 1h, 60 ft. Sphere, V/S
O Meld into Stone [R] Druid - 1a+10m  Touch V,S 8 hours PHB 259 D:8h, VIS
O Plant Growth Druid - S 150 ft. V.S Instantaneous PHB 266 VIS
O Protection from Energy <C> Druid - 1A Touch V,S Concentration, upto 1hour - PHB 270 D: 1h, VIS
O Sleet Storm <C> Druid DEX 18 1A 150 ft./40 ft. Cylinder  \/,S,M  cConcentiation, 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 STR18 1A 120 ft. V,S,M  concenation, spro1minwe - PHB 288 D: 1m, V/S/M
O Feign Death [R] Druid - 1a+1m  Touch V,S\M 1 hour PHB 240  D: 1h, VISIM
O Erupting Earth Druid DEX 18 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, upto Lhour - EE 156 D: 1h, VIS
O Tidal Wave Druid DEX 18 1A 120 ft. V,S,M Instantaneous EE 168 VISIM
O Wall of Water <C> Druid - 1A 60 ft. V,S,M  concentaion. up o t0minwes - EE 170 D: 10m, V/SIM
O Summon Fey <C> Druid - 1A 90 ft. V,S,M  concentration,upto 1hour - TCOE 112  D: 1h, V/IS/IM
O Freedom of the Waves Druid STR 18 1A 120ft/10ft. Cylinder  V/,S,M  Instantaneous  TCSR 176 10 ft. Cylinder, V/S/M
=== 4th LEVEL === 2 Slots OO
QO Fire Shield Druid - 1A Self V,S,M 10 minutes PHB 242 D: 10m, V/S/IM
O Conjure Woodland Beings <C> Druid - 1A 60 ft. V,S,M  concentration, o 1howr - PHB 226 Creatures: (See Description)*, D: 1h, V/S/M
O Conjure Minor Elementals <C> Druid - im 90 ft. V.S Concentration, upto thour  PHB 226 Creatures: (See Description)*, D: 1h, V/S
O Blight Druid CON 18 1A 30 ft. V,S Instantaneous  PHB 219 VIS
QO Confusion <C> Druid wIS 18 1A 90 ft/10 ft. Sphere  V/,S,M  concenvaiion,wro1mine  PHB 224 D: 1m, 10 ft. Sphere, V/IS/M
QO Control Water <C> Druid STR 18 1A 300 ft. V,S,M  concentration, up o 10 minutes - PHB 227 D: 10m, V/IS/IM
O Dominate Beast <C> Druid WIS 18 1A 60 ft. V,S Concentration, upto Lminuie  PHB 234 Ext. D: (See Description)*, D: 1m, V/S
O Freedom of Movement Druid -- 1A Touch V,S,M 1 hour PHB 244 D: 1h, VISIM
O Giant Insect <C> Druid -- 1A 30 ft. V,S Concentration, upto 10 minutes - PHB 245 D: 10m, VIS
O Hallucinatory Terrain Druid - 10m 300 ft/150 ft. Cube V,S,M 24 hours PHB 249 D: 24h, 150 ft. Cube, V/SIM
O Ice Storm Druid DEX 18 1A 300 ft./20 ft. Cylinder V/,S,M Instantaneous = PHB 252 20 ft. Cylinder, V/S/IM
O Locate Creature <C> Druid -- 1A Self V,S,M  concentation, upto 1hour  PHB 256 D: 1h, V/ISIM
O Polymorph <C> Druid wIs 18 1A 60 ft. V,S,M  Concentration, upto 1 hour  PHB 266 D: 1h, VISIM
O Stoneskin <C> Druid - 1A Touch V,S,M  Concenuation. upro1howr - PHB 278  D: 1h, V/IS/M
QO Stone Shape Druid -- 1A Touch V,S,M Instantaneous PHB 278  V/SIM
O Wall of Fire <C> Druid DEX 18 1A 120 ft. V,S,M  concentation, upto 1minwie - PHB 285 D: 1m, VISIM
O Grasping Vine <C> Druid DEX 18 1BA 30 ft. V.S Concenuaiion, upto tminte - PHB 246 D: 1m, V/S
O Elemental Bane <C> Druid CON 18 1A 90 ft. V.S Concentration, up to L minute - EE 155 D:1m, VIS
O Watery Sphere <C> Druid STR18 1A 90 ft./5 ft. Sphere  V,S,M  Concentration, upto 1 minwte - EE 170 D: 1m, 5 ft. Sphere, V/S/IM
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O Charm Monster

30 ft.

O Guardian of Nature <C>

O Summon Elemental <C>

90 ft.
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