Name: Player:

Show extra features

- Class: Druid (Circle of the Moon) DCI:_

Background: Folk Hero
Race: Human __ Gender: Age:

Height: _ Weight:

Size: Medium

Hair: Eyes: Skin:

Alignment: Neutral Good  Faith:

MoDIFIER SAVING Trow  PROF.

Progiciency
Bonus

|| InsPRATION

SAVING THROW ADVANTAGES / DISADVANTAGES

FLimiced Features [][1] Ability save DC @ = 8 TRIRE + X
’“

Max. Reco-
IY\A(F\ VFR\ Usep Feature USAGES VERY  USED

[2][srI[_] ]
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FeaTure

| Wild Shape (CR 1/4, no fly/swim; 1 hour)

‘ "ﬁ SKILLS

:D Acrobatics (DEX)

:Blzl Arcana (INT)

‘5[ -2] Athletics (sTR)
:B Deception (CHA)
:D History (INT)
:B Insight (wis)

:g Intimidation (CHA)
:DEI Investigation (IN
:g Medicine (WIS)
:B Nature (INT)
:g Perception (WIS)
:D Performance (CHA
:g Persuasion (CHA)
:D@ Religion (INT)

:3[+2] Sleight of Hand (DEX)
:D Stealth (DEX)
:g Survival (wWIS)

PROF  EXP

| B[ (- [ —

E W [Studded leather | SSRUNCREL

SHIELD
Bonus

e
DEXTERITY D MEDIUM ARMOR vax =2 S
Moo D HEAVY ARMOR aiop = o) DISADV.
: l- Misc
Mop 1
Misc —
Mop 2 H
ATTACKS \
PER ACTION \:L//_

RESISTANCE

“§ Attacks

RECOVER HALF OF YOUR MAXIMUM
Hir Dick AFTER A LONG REsT. Dice

“#Bonus Actions

MaxiMum oF 1 Bonus AcTION pER TURN.

[}Jack of All Trades [} Remarkable Athlete
Passive Perception o :I
SPEED
 Dex Misc. SPEED ENCUMBERED
30 ft| |20 ft
Wounps

17

CURRENT MAX HP

Hir

Lever E Con Uskp

“#Reactions

MaxiMum of 1 REACTION PER TURN.

‘WEAPON / DESCRIFTION PROF _ ABILITY RANGE To Hir DAMAGE Damack Type_
| Scimitar 0 _pex| | Melee || +4 ||1de+2|[Slashing

|Wild Shape (revert back)

|0pportum'ty Attack

Finesse, light

|Combat Wild Shape (heal)

| Scimitar a @W@lee JL+;I- Hﬂwzjqusm? |

Finesse, light |

Thorn Whip O wis| [Melee, 30 f¢] | +5 | |_1dg || Piercing] |

SPECIAL ATTACK / DESCRIPTION
—

PROF _ ABILITY RANGE To Hir DAMAGE Damace Type
e —

Melee spell attack, pull target 10 ft closer to you (PHB 282)

I .
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Add Features

FRacal Tracs

Human (+1 to all ability scores)

PERSONALITY TRAITS

| judge people by their actions, not their words.

IDEAL

Traditional ways, when wise and good, should be upheld.

Bonp

Everything you do is to serve and protect the common folk.

#Class Features
Armor: Light X Medium DHeavg (X]shields
Weapons: [_]Simple [_IMartial [X|Other: club. Dagger. part, Javelin, Mace, quarterstaft, scimis
Druid (Circle of the Moon), level 2:
« Druidic (Druid 1, PHB 66)

| know Druidic; Hidden messages with it can only be understood by who know Druidic
« Spellcasting (Druid 1, PHB ¢6)

| can cast prepared Druid cantrips/spells using Wisdom as my spellcasting ability

Fraw

I'm convinced of the significance of my desting, and blind to my shortcomings and the risk

of failure.

| can use a druidic focus as a spellcasting focus

| can cast Druid spells | have prepared as a ritual if that spell has the ritual tag
« Wild Shape (Druid 1, PHB 66)
As an action, | assume the shape of a beast | have seen before with the following rules:

’ﬁ Frar: ) -

- [ gain all its game statistics except Int/Wis/Cha/skill & save proficiencies
- | assume the beast's hp and hd; | get my hp and hd back when | revert back

- | can't cast spells in beast form, but transforming doesn't break concentration

- | retain benefit of features from class, race, etc., but | don't retain special senses

- | can choose whether equipment falls to the ground, merges, or stays worn

’ﬁ FeAT:

- | revert back if out of time, I'm unconscious, or I've O hp; access damage carvries over
« Circle Forms (Circle of the Moon 2, PHB 69)

| am able to transform into more dangerous animal forms when using Wild Shape
o Combat Wild Shape (Circle of the Moon 2, PHB 649)
As a bonus action while in Wild Shape, | can expend spell slots to heal myself

| regain 1d8 hp per expended. spell slot level; | can use Wild Shape as a bonus action 4 Frat: _
« Wild Shape (Druid 1, PHB 66) [CR 1/4, no fly/swim; 1 hour, 2x per short rest]

As a bonus action, | assume the shape of a beast | have seen before with these rules:

- | gain all its game statistics except Int/Wis/Cha/skill & save proficiencies
- | assume the beast's hp and hd; | get my hp and hd back when | revert back
- | can't cast spells in beast form, but transforming doesn't break concentration

Add Equipment

- | retain benefit of features from class, race, etc., but | don't retain special senses

- | can choose whether equipment falls to the ground, merges, or stays worn ; g
- I revert back if out of time, I'm unconscious, or I've O hp; access damage carvies over ADVENTURING GEAR # (WHT. _ADVENTURING GEAR # (Wi,
Backpack 5 Studded leather armor 13
- Harp 10
- Bedroll 7 Scimitar 2| 3
- Healer's kit 3 Common clothes 3
- Herbalism kit 3 Belt pouch (with coins) 1| 1z
- Mess kit 1 Yew wand 1
- Rations 0| 2
- Tinderbox 1
- Waterskin s
¥ Backcround Feature
Rustic hospitality
Since | come from the ranks of the common folk, | fit in among them with ease. | can
find a place to hide, rest, or recuperate among other commoners, unless | have shown
myself to be a danger to them. They will shield me from the law or anyone else searching
for me, though they will not risk their lives for me.
ATTUNED MAGICAL ITEMS (Max 3)
g
SuBTOTAL | 55 SUBTOTAL | 24 El
Common 2
D . ENCUMBERED 'HEAVILY ENCUMBERED Pusa/Drac/Lit Totar, WEIGHT 2
raconic ~10 rr. SpeeD ~20 Fr. SPEED 136 - |Seop 7q.2 b £
Druidic q0 {b 135 lb 81;?\',\‘\1'1“\'&: wit: ) 270 (b »_;“ B . g
StR x5 SIRx10 it us STR x 15 - 30 GeAr & CoINs <
_ . <
g 1 Puamum @ Gorp ELECTRUM @ SILVER eCOPPER LIPESTYLE: g
§ Pirces Pieces PiecEs Pieces Pieces I:l ©
Get the latest version of this sheet on enworld.org 10 E:
1rp=10cpr Tar=10sp Trp=5sp 1sp=10cp DALy PrICE: l:l s}
ToraL ExprriNce Olev! | 14,000 Lev6 | 85,000 Lev i | 195,000 Lev 16 5
I I 300 Lev 2 {23,000 Lev 7 100,000 Lev 12 | 225,000 Lev 17 (GEMS AND OTHER VALUABLES: -§
Expgrigl‘(é(xoo 900 Lev 3 134,000 Lev 8 |120,000 Lev 13 | 265.000 Lev 18 £
add to the total: 2,700 Lev 4 |48,000 Lev 9 |140,000 Lev 14 | 305,000 Lev 19 3
(won't print) 6,500 Lev 5 | 64,000 Lev 10 | 165,000 Lev 15 | 355,000 Lev 20 - - s
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CHARACTER:

DUNGEONS & DRAGONS®

7§ Exhaustion

FMagic Irtems

"‘ﬁ Maaic Item:

[ ] Arrunen

LevEL | EFFECT (CUMULATIVE)

1 D Disadvantage on Ability Checks

2 ||| Speed halved

3 D Disadvantage on Attack Rolls and Saving Throws
4 D Hit Point maximum halved

5 D Speed reduced to O

6 D Death
7 ConOitions

”ﬁ Maaic Item:

] ArTUNED

SINRA ANV dOOd IWOS

AALSIONI OSTV NOA LVHIL A4dIAOdd

‘[ A9 TIATT NOLLSOVHXT FHL
SAIONATA LSTY ONOT V ONIHSINIY

*1 Maaic Item:

] Arrunen

[ ]Blinded
Fail checks involving sight; attacks have
disadvantage; enemy attacks have advantage.

|| Petrified
Become incapacitated; become paralyzed; gain
resistance to all damage; stop aging; immune
to poison or disease; weight increase by a

T Maaic Item:

[ ] Arrunen

D Charmed factor of 10.
Cannot harm the charmer; charmer has .
advantage on any social interaction. Poisoned
Ability checks have disadvantage; attacks have
D Deafened disadvantage.
Fail checks involving hearing. D Prone gﬁ Macic ITeEm: D ATTUNED
u Frightened Only move by crawling or stand up; attacks
have disadvantage; enemy attacks have

Check and attacks have disadvantage when
source of fear is in sight; cannot willingly move
closer to the source of fear.

Grappled
D Speeggmps t0 0.

advantage if within 5 ft or have disadvantage
otherwise.

__|Restrained
Speed drops to O; attacks have disadvantage;
enemy attacks have advantage; Dex saving
throws have disadvantage.

’F Maaic Item:

D ATTUNED

Incapacitated
Cannot take actions or reactions. Stunned
o Become incapacitated; fail Str and Dex saving
D Invisible throws; enemy attacks have advantage;

Cannot be seen (normally); attacks have cannot move; can only speak falteringly.
advantage; enemy attacks have disadvantage.

*1 Maaic Item:

] Arrunen

__|Unconscious
Become incapacitated; fall prone and drop
what is holding; fail Str and Dex saving
throws; enemy attacks have advantage; enemy
attacks within 5 ft are a critical hits.

Choose Visible Sections ”ﬁ

[_]Paralyzed
Become incapacitated; fail Str and Dex saving
throws; enemy attacks have advantage; enemy
attacks within 5 ft are critical hits; cannot
speak, move or take physical actions.

R

GEal

IE_"“ gain your Speed as extra movement this turn. Dash ou gain your Speed as extra movement this turn.

Your movement doesn’t provoke Opportunity Attacks for the Your movement doesn’t provoke Opportunity Attacks for the

Action Action

rest of the turn.
isadvantage on Attack Rolls against you. You have Advantage

T DEX Saving Throws:
STR (Athletics) or DEX (Acrobatics) cheek vs. +'s STR

(Athletics) check to be free of the grappled condition.
ou give an ally Advantage on the next Ability Check or Attack
oll it makes vs. an opponent within 5 ft of you.

Action DEX (Stealth) check vs. opponent’s WIS (Perception) check.

Dodge

Action

Helo
eip

You choose an action you will take in response to a trigger, using
your Reaction. Readying a spell requires concentration.

Search ou search for something.

Actionor  Win opposing DEX (Acrobatics) check to move through

. 5 .
Bonus Actionr opponent s space once this turm:
with-an-obiect.

= P Ut O
Use Object ou can interact with an object once per turn for free.

Weapon attack roll vs. opponent’s STR (Athletics) or DEX

(Acrobatics) check to knock one item from its grasp. You have
Attack disadvant I

hands. Opponents larger than you have advantage. Opponents

smaller than you have disadvantage.

in STR (Athletics) check vs. opponent’s STR (At
A obati eCK O pplewi

Acti
AEHOR

i Fe SL ST TS Al
1S—hotdngftem with-two—or -more

hletics) or DEX

e up to one size larger than yourself.

Together with a melee attack you can mark the target of that
Melee attack. Until the end of your next turn, make one opportunity
Attack attack against the marked target with advantage without

expanding your reaction

in opposing STR (Athletics) check to move opponent 5 ft back.
isadvantage if trying to move the opponent to a side.

Bring grappled opponent along with you as part of your move

5
more sizes smaller than you.

rest of the turn.

sadvantage on Attack Rolls against you. You have Advantage
n DEX Saving Throws.

STR (Athletics) or DEX (Acrobatics) check vs. opponent’s STR
(Athletics) check to be free of the grappled condition.

ou give an ally Advantage on the next Ability Check or Attack
oll it makes vs. an opponent within 5 ft of you.

Action DEX (Stealth) check vs. opponent’s WIS (Perception) check.

n opposing STR (Athletics) check to move through opponent’s
Overrun pace once this turn. Advantage if you are larger than opponent
nd disadvantage if you are smaller than opponent.

Dodge
Action

Help

You choose an action you will take in response to a trigger, using

Action your Reaction. Readying a spell requires concentration.

Search ou search for something.

Actionor  Win opposing DEX (Acrobatics) check to move through

Bonus Action opponent’s space once this turn.

_u

Use Object

u interact with an object.

ou can interact with an object once per turn for free.
Weapon attack roll vs. opponent’s STR (Athletics) or DEX
(Acrobatics) check to knock one item from its grasp. You have

Attack disadvantage if opponent is holding item with two or more
hands. Opponents larger than you have advantage. Opponents
smaller than you have disadvantage.

in STRAthletics) check vs. opponent’s STR (Athletics) or HEX

Grapple Acrobatics) check. Can only start grapple with opponents that
e up to one size larger than yourself.

Together with a melee attack you can mark the target of that

Melee attack. Until the end of your next turn, make one opportunity

Attack attack against the marked target with advantage without

expanding your reaction.

in opposing STR (Athletics) check to move opponent 5 ft back.
isadvantage if trying to move the opponent to a side.
Bring grappled opponent along with you as part of your move
Move action, but can only move half speed unless opponent is two or
more sizes smaller than you.

Shove
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#Character History

Character Portrarn

 Reset Portrait |
“§ Appearance

Usually brown bear or dire wolf while wildshaped.

“FEnemies

¥ Albes & Orcanizations

Faction: Emerald Enclave Faction Rank: 1

Renown: O
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Name:

Race:

_ Gender:

Height:

7§ Attacks

ATTACK / DESCRIPTION
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Age:
Size: Medium
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	Class Features: Druid (Circle of the Moon), level 2: 
◆ Druidic (Druid 1, PHB 66)
   I know Druidic; Hidden messages with it can only be understood by who know Druidic
◆ Spellcasting (Druid 1, PHB 66)
   I can cast prepared Druid cantrips/spells using Wisdom as my spellcasting ability
   I can use a druidic focus as a spellcasting focus
   I can cast Druid spells I have prepared as a ritual if that spell has the ritual tag
◆ Wild Shape (Druid 1, PHB 66)
   As an action, I assume the shape of a beast I have seen before with the following rules:
    - I gain all its game statistics except Int/Wis/Cha/skill & save proficiencies
    - I assume the beast's hp and hd; I get my hp and hd back when I revert back
    - I can't cast spells in beast form, but transforming doesn't break concentration
    - I retain benefit of features from class, race, etc., but I don't retain special senses
    - I can choose whether equipment falls to the ground, merges, or stays worn
    - I revert back if out of time, I'm unconscious, or I've 0 hp; access damage carries over
◆ Circle Forms (Circle of the Moon 2, PHB 69)
   I am able to transform into more dangerous animal forms when using Wild Shape 
◆ Combat Wild Shape (Circle of the Moon 2, PHB 69)
   As a bonus action while in Wild Shape, I can expend spell slots to heal myself
   I regain 1d8 hp per expended spell slot level; I can use Wild Shape as a bonus action 
◆ Wild Shape (Druid 1, PHB 66) [CR 1/4, no fly/swim; 1 hour, 2× per short rest]
   As a bonus action, I assume the shape of a beast I have seen before with these rules:
    - I gain all its game statistics except Int/Wis/Cha/skill & save proficiencies
    - I assume the beast's hp and hd; I get my hp and hd back when I revert back
    - I can't cast spells in beast form, but transforming doesn't break concentration
    - I retain benefit of features from class, race, etc., but I don't retain special senses
    - I can choose whether equipment falls to the ground, merges, or stays worn
    - I revert back if out of time, I'm unconscious, or I've 0 hp; access damage carries over
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