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Acrobatics

Animal Handling
Arcana
Athletics
Deception
History
Insight
Intimidation
Investigation
Medicine
Nature
Perception
Performance
Persuasion
Religion

Sleight of Hand

2d8fire
2d6/p

Prodflame +7

Thornwhip +7

Thorn Whip. Melee Spell
Attack:

+7 to hit, range 30 ft., one
target. Hit: 2d6 piercing
damage, and if the target is
Large or smaller, pull it up to

+2  Stealth
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Backpack, bedroll,

common clothing, harp,

Armor: All, shields.

(land).

Weapons: Simple, martial.

Tools Gaming dice, vehicles

Languages: Common, Orc.
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healer’s kit, herbalism
kit, mess Kkit, periapt of
wound closure, potion
of healing (3), pouch,
rations (10 days),
scimitars (2), studded
leather armor,
tinderbox, waterskin,
yew wand.
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Scimitar +6 1d6+3/s messages. You

and others who know this language automatically spot such a
message. Others spot the message’s presence with a successful
DC 15 Wisdom (Perception) check but can decipher it only with
magic.

Wild Shape (Recharges after You Finish a Short or Long Rest).
You can take a bonus action to magically assume the shape of a
beast that you have seen before, provided that the beast has a
challenge rating of 2 or lower. You can use this feature twice.
You can stay in a beast shape for 4 hours, and then you revert to
your normal form unless you expend another use of this feature.
You can revert to your normal form earlier by using a bonus
action. You automatically revert if you fall unconscious, drop to 0
hit points, or die.

While you are transformed, the following rules apply:

« Your game statistics are replaced by the statistics of the beast,
but you retain your alignment, personality, and Intelligence,
Wisdom, and Charisma scores. You also retain all of your skill
and saving throw pro ciencies, in addi- tion to gaining those of
the creature. If the creature has the same pro ciency as you and
the bonus in its stat block is higher than yours, use the creature’s
bonus instead of yours. If the creature has any legendary or lair
actions, you can't use them.

* When you transform, you assume the beast’s hit points and Hit
Dice. When you revert to your normal form, you return to the
number of hit points you had before you transformed. However, if
you revert as a result of dropping to O hit points, any excess
damage carries over to your normal form.

* You can't cast spells, and your ability to speak or take any
action that requires hands is limited to the capabilities of your
beast form. Transforming doesn't break your concentration on a
spell you've already cast, however, or prevent you from taking
actions that are part of a spell that you've already cast.

« You retain the bene t of any features from your class, race, or
other source and can use them if the new form

is physically capable of doing so. However, your senses are
replaced by those of the beast.

« You choose whether your equipment falls to the ground in your
space, merges into your new form, or is worn by it. Worn
equipment functions as normal, but the DM decides whether it is
practical for the new form to wear a piece of equipment, based
on the creature’s shape and size. Your equipment doesn’t
change size or shape to match the new form, and any equipment
that the new form can’t wear must either fall to the ground or
merge with it. Equipment that merges with the form has no e ect
until you leave the form. Combat Wild Shape. While you are
transformed, you can use a bonus action to expend one spell
slot to regain 1d8 hit points per level of the spell slot expended.
Primal Strike. Your attacks in beast form count as magical for the
purpose of overcoming resistance and immunity to nonmagical
attacks and damage.

FEATURES & TRAITS




43 1,70 m 75 kg
AGE HEIGHT WEIGHT
Green Black White
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You are a member of the
Emerald Enclave, wilderness
survivalists who preserve the
natural order while rooting out
unnatural threats.
A
CHARACTER APPEARANCE ALLIES & ORGANIZATIONS
\ /4

You were born in a sacred natural
place, and you were marked from
birth with supernatural gifts. Although
your parents were farmers, your
presence was a blessing to them and
your village. The druids of the circle
overseeing the land near your home
tutored you from a young age,
allowing you to eschew the normal
life a farm child. You became able to
shift your form when you entered
puberty. Although your build is slight,
your powers of spirit grant you all the
might you need.

You come from among the peasantry,
but the druids who taught you
revealed your birth is in accord with a
prophecy spoken long ago by
mysterious fey. People of your home
village regard you as a blessed one
with the skills to stand against threats
against common folk everywhere.

Rustic Hospitality. You can find a
place to hide, rest, or recuperate
among commoners, unless you have
shown yourself to be a danger to
them. They will shield you from the
law or anyone else searching for you,
though they will not risk their lives for
you.

CHARACTER BACKSTORY

Periapt of Wound Closure: while you wear this pendant, you stabilize whenever you are dying
at the start of your turn. In addition, whenever you roll a Hit Die to regain hit points, double the
number of hit points it restores.

Decanter of endless water: this stoppered flask sloshes when shaken, as if it contains water.
The decanter weighs 2 pounds. You can use an action to remove the stopper and speak one of
three command words, whereupon an amount of fresh water or salt water (your choice) pours
out of the flask. The water stops pouring out at the start of your next turn. Choose from the
following options:

"Stream" produces 1 gallon of water.

"Fountain" produces 5 gallons of water.

« "Geyser" produces 30 gallons of water that gushes

forth in a geyser 30 feet long and 1 foot wide. As a bonus action while holding the decanter, you
can aim the geyser at a creature you can see within 30 feet of you. The target must succeed on
a DC 13 Strength saving throw or take 1d4 bludgeoning damage and fall prone. Instead of a
creature, you can target an object that isn't being worn or carried and that weighs no more than
200 pounds. The object is either knocked over or pushed up to 15 feet away from you.

Potion of healing x3 (4d4+4).

ADDITIONAL FEATURES & TRAITS

TREASURE
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	ClassLevel: Druid 8
	Background: Folk Hero
	PlayerName: 
	CharacterName: 
	Race : Human
	Alignment: Neutral good
	XP: 
	Inspiration: 
	STR: 9
	ProfBonus: +3
	AC: 15
	Initiative: +3
	Speed: 30
	PersonalityTraits : You judge people by their actions, testing them with strong words.
	STRmod: +-1
	HPMax: 59
	ST Strength: -1
	DEX: 16
	HPCurrent: 
	Ideals: Traditional ways, when wise and good, should be upheld.
	DEXmod : +3
	HPTemp: 
	Bonds: Everything you do is to serve and protect the common folk.
	CON: 14
	HDTotal: 8d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: Convinced of the import of your destiny, you are blind to your shortcomings and the risk of failure.
	INT: 11
	ST Dexterity: +3
	ST Constitution: +2
	ST Intelligence: +3
	ST Wisdom: +7
	ST Charisma: +2
	Acrobatics: +3
	Animal: +4
	Athletics: -1
	Deception : +2
	History : +3
	Insight: +7
	Intimidation: +2
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Off
	Wpn Name: Scimitar
	Wpn1 AtkBonus: +6
	Wpn1 Damage: 1d6+3/s
	INTmod: +0
	Wpn Name 2: Prodflame
	Wpn2 AtkBonus : +7
	Wpn2 Damage : 2d8fire
	Investigation : +0
	WIS: 18
	Wpn Name 3: Thornwhip
	Wpn3 AtkBonus  : +7 
	Arcana: +0
	Wpn3 Damage : 2d6/p
	Perception : +4
	WISmod: +4
	CHA: 14
	Nature: +3
	Performance: +2
	Medicine: +7
	Religion: +0
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Yes
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Yes
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +2
	SleightofHand: +2
	CHamod: +2
	Survival: +4
	AttacksSpellcasting: Thorn Whip. Melee Spell Attack:
+7 to hit, range 30 ft., one target. Hit: 2d6 piercing damage, and if the target is Large or smaller, pull it up to 10 feet closer to you.
	Passive: 14
	CP: 
	ProficienciesLang: Armor: All, shields.

Weapons: Simple, martial.

Tools Gaming dice, vehicles (land).

Languages: Common, Orc.


	SP: 
	EP: 
	GP: 50
	PP: 20
	Equipment: Backpack, bedroll, common clothing, harp, healer’s kit, herbalism kit, mess kit, periapt of wound closure, potion
of healing (3), pouch, rations (10 days), scimitars (2), studded leather armor, tinderbox, waterskin, yew wand.
	Features and Traits: Druidic. You can speak Druidic and use it to leave hidden messages. You
and others who know this language automatically spot such a message. Others spot the message’s presence with a successful DC 15 Wisdom (Perception) check but can decipher it only with magic.

Wild Shape (Recharges after You Finish a Short or Long Rest). You can take a bonus action to magically assume the shape of a beast that you have seen before, provided that the beast has a challenge rating of 2 or lower. You can use this feature twice. You can stay in a beast shape for 4 hours, and then you revert to your normal form unless you expend another use of this feature. You can revert to your normal form earlier by using a bonus action. You automatically revert if you fall unconscious, drop to 0 hit points, or die.
While you are transformed, the following rules apply:
• Your game statistics are replaced by the statistics of the beast, but you retain your alignment, personality, and Intelligence, Wisdom, and Charisma scores. You also retain all of your skill and saving throw pro ciencies, in addi- tion to gaining those of the creature. If the creature has the same pro ciency as you and the bonus in its stat block is higher than yours, use the creature’s bonus instead of yours. If the creature has any legendary or lair actions, you can’t use them.
• When you transform, you assume the beast’s hit points and Hit Dice. When you revert to your normal form, you return to the number of hit points you had before you transformed. However, if you revert as a result of dropping to 0 hit points, any excess damage carries over to your normal form.
• You can’t cast spells, and your ability to speak or take any action that requires hands is limited to the capabilities of your beast form. Transforming doesn’t break your concentration on a spell you’ve already cast, however, or prevent you from taking actions that are part of a spell that you’ve already cast.
• You retain the bene t of any features from your class, race, or other source and can use them if the new form
is physically capable of doing so. However, your senses are replaced by those of the beast.
• You choose whether your equipment falls to the ground in your space, merges into your new form, or is worn by it. Worn equipment functions as normal, but the DM decides whether it is practical for the new form to wear a piece of equipment, based on the creature’s shape and size. Your equipment doesn’t change size or shape to match the new form, and any equipment that the new form can’t wear must either fall to the ground or merge with it. Equipment that merges with the form has no e ect until you leave the form. Combat Wild Shape. While you are transformed, you can use a bonus action to expend one spell slot to regain 1d8 hit points per level of the spell slot expended.
Primal Strike. Your attacks in beast form count as magical for the purpose of overcoming resistance and immunity to nonmagical attacks and damage.
	CharacterName 2:  
	Age: 43
	Height: 1,70 m
	Weight: 75 kg
	Eyes: Green
	Skin: Black 
	Hair: White
	Faction Symbol Image: 
	Allies: Faction. 
You are a member of the Emerald Enclave, wilderness survivalists who preserve the natural order while rooting out unnatural threats.
	FactionName: 
	Backstory: You were born in a sacred natural place, and you were marked from birth with supernatural gifts. Although your parents were farmers, your presence was a blessing to them and your village. The druids of the circle overseeing the land near your home tutored you from a young age, allowing you to eschew the normal life a farm child. You became able to shift your form when you entered puberty. Although your build is slight, your powers of spirit grant you all the might you need.
You come from among the peasantry, but the druids who taught you revealed your birth is in accord with a prophecy spoken long ago by mysterious fey. People of your home village regard you as a blessed one with the skills to stand against threats against common folk everywhere.

Rustic Hospitality. You can  find a place to hide, rest, or recuperate among commoners, unless you have shown yourself to be a danger to them. They will shield you from the law or anyone else searching for you, though they will not risk their lives for you.
	Feat+Traits: Periapt of Wound Closure: while you wear this pendant, you stabilize whenever you are dying at the start of your turn. In addition, whenever you roll a Hit Die to regain hit points, double the number of hit points it restores.

Decanter of endless water: this stoppered flask sloshes when shaken, as if it contains water. The decanter weighs 2 pounds. You can use an action to remove the stopper and speak one of three command words, whereupon an amount of fresh water or salt water (your choice) pours out of the flask. The water stops pouring out at the start of your next turn. Choose from the following options:
"Stream" produces 1 gallon of water.
"Fountain" produces 5 gallons of water.
• "Geyser" produces 30 gallons of water that gushes
forth in a geyser 30 feet long and 1 foot wide. As a bonus action while holding the decanter, you can aim the geyser at a creature you can see within 30 feet of you. The target must succeed on a DC 13 Strength saving throw or take 1d4 bludgeoning damage and fall prone. Instead of a creature, you can target an object that isn't being worn or carried and that weighs no more than 200 pounds. The object is either knocked over or pushed up to 15 feet away from you.

Potion of healing x3 (4d4+4).
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