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Druid 1 Bobbypim
H H CLASS & LEVEL PLAYER NAME
Rita Djeeviensblomst
Tiefling Merchant (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬂ) -1 Strength \ / \
— ) ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
8 O _+1_ Constitution +2 15 1 3 -
© _+3 Intelligence
® +5 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +3 Charisma / y, \
. . 1d8
— Resistances - Fire successes OO0
DEXTERITY raiLures O=O=0
1 5 \ DEFENSES \ HIT DICE DEATH SAVES )
@ L SAVING THROWS ), HEROIC INSPIRATION j ' ——— ARMOR ===
y \ = Light Armor, Shields
[CONSTITUTION] O _*2 Acrobatics DEX \ N - WEAPONS ===
12 ‘ ® _*5 Animal Handling wis PROFICIENCY BONUS j Simple Weapons
O +4 Arcana INT =
i === TOOLS ===
O _L_ Athletics sTR — — Herbalism Kit, Navigator's Tools
O +3  Deception CHA ABILITY SAVE DC |
O 1 H p— o === LANGUAGES ===
+ istory INT idi i i
(INTELLIGENCE\ . Common, Druidic, Gnomish, Goblin
® _+5 Insight wis (/ \
30 ft. (Walkin
12 O +3 Intimidation CHA ( 9)
O _+1  Investigation INT
’@ O +3 Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & TRAINING
r WISDOM Y ® +5 Perception wis \
O _+3  Performance CHA === ACTIONS ===
l 7 ) Standard Actions
® _*5_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
L Hide, Ready, Search, Utilize, Opportunity Attack,
1
O L Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence
QO _+2  Stealth DEX === SPECIAL ===
U CHARISMA ) 3 . Leave Druidic Message
O 8 Survival wis You can use Druidic to leave hidden message. You
1 6 o) and others who know Druidic automatically spot such
- a message. Others spot the message’s presence with
@] a successful DC 15 Intelligence (Investigation) check
@ o but can’t decipher it without magic.
L SKILLS )/ ACTIONS )
4 N
15 |/ passivepercerTION Sickle +1 1d4-1 Slashing  Simple, Light, Nick
Staff +1 1d6-1 Bludgeoning  Simple, Versatile, Topple
15 PASSIVE INSIGHT
Fire Bolt +5 1d10 Fire VIS
11 PASSIVE INVESTIGATION . .
Unarmed Strike +1 0 Bludgeoning
Darkvision 60 ft.
SENSES L N\ WEAPON ATTACKS & CANTRIPS y
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=== DRUID FEATURES === You have Darkvision with a range of 60 ft.
* Core Druid Traits « free-rules 79 * Fiendish Legacy « PHB-2024 197
Choose a legacy from the Fiendish Legacies table.
* Spellcasting  free-rules 79 You gain the level 1 benefit of that legacy.
* Druidic « free-rules 80 | Infernal Legacy ¢
You know Druidic and always have Speak with You have resistance to Fire damage and you gain the
Animals prepared. spells outlined in the Fiendish Legacies table.
You can use Druidic to leave hidden message. You * Fiendish Legacy Spells « PHB-2024 197
and others who know Druidic automatically spot such a
message. Others spot the message’s presence with a | Wisdom ¢
successful DC 15 Intelligence (Investigation) check but
can'’t decipher it without magic. * Otherworldly Presence « PHB-2024 197
| Leave Druidic Message: Special | Wisdom
You know the Thaumaturgy cantrip. When you cast it
* Primal Order « free-rules 80 with this trait, the spell uses Wisdom.
You have dedicated yourself to one of the sacred
roles. * Languages « PHB-2024 37
Your character knows at least three languages:
| Magician ¢ Common plus two languages you roll or choose from
You know one extra cantrip from the Druid spell list. the Standard Languages table. Knowledge of a
You also gain a +3 bonus to Intelligence (Arcana or language means your character can communicate in it,
Nature) checks. read it, and write it.
=== TIEFLING SPECIES TRAITS === === FEATS ===
* Creature Type « PHB-2024 197 * Merchant Ability Score Improvements « PHB-2024
You are a Humanoid. 182
* Size « PHB-2024
You are Medium or Small, chosen when you select this
species.
* Speed ¢ PHB-2024 197
You have a Speed of 30 ft.
* Darkvision « PHB-2024 197
FEATURES & TRAITS JS
Shield 1 6 Ib. Waterskin 1 51b.
Leather 1 10 Ib.
Sickle 1 21b.
Ink (1 ounce bottle) 1 -
Clothes, Common 1 3lb
Small Knife 1 -
Backpack 1 51b.
Herbalism Kit 1 31b.
Staff 1 41b.
Oil 2 21b.
WEIGHT CARRIED
83 b Rations 10 20 Ib.
ENCUMBERED Rope 1 5 Ib.
120 Ib. Bedroll 1 7 1b.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
240 |b. Torch 10 10 Ib.




CHARACTER APPEARANCE
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ALLIES & ORGANIZATIONS

/There’s nothing | like more than a
good mystery.
I'm convinced that people are
always trying to steal my secrets.

PERSONALITY TRAITS
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Power. Knowledge is the path to power
and domination. (Evil)

Knowledge. The path to power and
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== CANTRIPS === (At Will)
QO Fire Bolt Fiendish Legacy Spells +5 1A 120 ft. V.S Instantaneous  free-rules 274 V/S
O Thaumaturgy Otherworldly Presence - 1A 30 ft. \Y 1 minute free-rules 333 D: 1m, V
O Message Primal Order - 1A 120 ft. SM 1 round free-rules 298 D: 1Rnd, S/M
=== 1st LEVEL === 2 Slots OO
QO Absorb Elements Druid - 1R Self S 1 round EE 150 D: 1Rnd, S
O BeastBond Druid - 1A Touch V,S\M  concenvaion upro0minwees - EE 150 D: 10m, V/ISIM
O Earth Tremor Druid DEX 13 1A 10 ft. V.S Instantaneous  EE 155 VIS
O Ice Knife Druid DEX13/+5 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
O Snare Druid DEX13 1m Touch SM 8 hours XGtE 165 D: 8h, SIM
O Animal Friendship Druid WIS 13 1A 30 ft. V,S,M 24 hours free-rules 239 D: 24h, V/SIM
O Faerie Fire Druid DEX 13 1A 60 ft./20 ft. Cube V Concentation, upto tminute  free-rules 271 D: 1m, 20 ft. Cube, V
O Fog Cloud Druid - 1A 120 /20 ft. Sphere V/,S Concentration, up to 1 hour  free-rules 276 D: 1h, 20 ft. Sphere, V/S
O Protection from Evil and Good Druid - 1A Touch V,S,M  concennaion, up 1o 10 minutes  free-rules 309 D: 10m, V/S/M
O Purify Food and Drink [R] Druid - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  free-rules 310 5 ft. Sphere, V/S
O Goodberry Druid - 1A Self V,S,M 24 hours free-rules 280 D: 24h, VISIM
O Charm Person Druid WIS 13 1A 30 ft. V.S 1 hour free-rules 249 D: 1h, V/S
O Jump Druid - 1BA  Touch V,S,M 1 minute free-rules 290 D: 1m, V/S/M
O Longstrider Druid - 1A Touch V,S,M 1 hour free-rules 293 D: 1h, V/S/IM
O Speak with Animals [R] Druid - 1a+10m  Self V,S 10 minutes free-rules 318 D: 10m, V/S
QO Create or Destroy Water Druid - 1A 30 ft/30 ft. Cube V,S,M Instantaneous free-rules 258 30 ft. Cube, V/S/M
O Cure Wounds Druid - 1A Touch V.S Instantaneous  free-rules 259 /S
O Detect Poison and Disease [R] Druid - 1A+10m  Self/30 ft. Sphere V,S,M  concenraion. o lominues  free-rules 262 D: 10m, 30 ft. Sphere, V/IS/M
O Detect Magic [R] Druid -- 1A+10m  Self/30 ft. Sphere V,S Concennation,up o 1ominutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Healing Word Druid -- 1BA 60 ft. \% Instantaneous  free-rules 284 'V
O Ice Knife Druid DEX13/+5 1A 60 ft./5 ft. Sphere S,M Instantaneous ~ PHB-2024 287 5 ft. Sphere, S/IM
O Thunderwave Druid CON13 1A Self/15 ft. Cube V,S Instantaneous  free-rules 334 15 ft. Cube, V/S
O Entangle Druid STR13 1A 90 ft./20 ft. Square  V,S Concenuation, upo 1 minute free-rules 268  D: 1m, 20 ft. Square, V/S
P Speak with Animals [R] Druidic (Always Prepared) -- 1A Self V,S 10 minutes free-rules 318 D: 10m, V/S
SPELLS
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