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25 ft. (Walking)

Q SPEED J

Javelin, Light Hammer, Mace, Quarterstaff,
Scimitar, Sickle, Sling, Spear, Warhammer

CLASS & LEVEL PLAYER NAME
Hill Dwarf Sage (Milestone)
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HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS
@ j Battleaxe, Club, Dagger, Dart, Handaxe,

=== TOOQOLS ===
Brewer's Supplies, Herbalism Kit

=== LANGUAGES ===

Common, Druidic, Dwarvish, Gnomish,
Halfling

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

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 0 hit

points, or die).

ACTIONS
4 N
15 PASSIVE PERCEPTION Quarterstaff +1 1d6-1 Bludgeoning  Simple, Versatile, Topple
13 PASSIVE INSIGHT Shillelagh +5 1d8+3 Bludgeoning  D: 1m, V/IS/M
Unarmed Strike +1 0 Bludgeoning
10 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS Y




—

—

=== 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 13, Spell Attack +5)
and prepared druid spells as rituals if they have the
ritual tag. You can use a druidic focus as a spellcasting
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 the Land (Mountain)

* Bonus Cantrip « PHB 68

You learn one additional druid cantrip of your choice.
This cantrip doesn’t count against the number of druid
cantrips you know.

* Natural Recovery « PHB 68

Once per long rest during a short rest, you choose
expended spell slots to recover. The spell slots can
have a combined level of up to 1, and none of the slots
can be 6th level or higher.

| 1/Long Rest

=== HILL DWARF SPECIES TRAITS ===

* Ability Score Increase ¢ BR 20
Your Constitution score increases by 2.

* Darkvision « BR 20
You can see in darkness (shades of gray) up to 60 ft.

* Dwarven Resilience « BR 20
You have advantage on saves against poison and
resistance against poison damage.

* Dwarven Combat Training * BR 20
You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.

* Tool Proficiency * BR 20
You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason’s tools.

* Stonecunning ¢ BR 20

Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
proficient in the History skill and add double your
proficiency bonus to the check.

* Ability Score Increase * BR 20
Your Wisdom score increases by 1.

* Dwarven Toughness * BR 20
Your hit point maximum increases by 1, and it
increases by 1 every time you gain a level.

Druid 2 Max_Silverhammer
CLASS & LEVEL PLAYER NAME
Copy of Stgrvar Ashenstaff
Hill Dwarf Sage (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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EQUIPMENT

FEATURES & TRAITS
Potion of Climbing 1 -- Torch 10 10 Ib.
Leather 1 10 Ib. Waterskin 1 51b.
Quarterstaff 1 4 1b.
Backpack 1 5 lb.
Flask or Tankard 1 11b.
Jug or Pitcher 1 4 1b.
Alchemist's Supplies 1 8 Ib.
Brewer's Supplies 1 9 1lb.
Herbalism Kit 1 31b.
WEIGHT CARRIED Sprig of Mistletoe 1 -
97 Ib. Little Bag of Sand 1 -
ENCUMBERED Bedroll 1 7 Ib.
120 Ib. Mess Kit 1 11b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
240 |b. Rope, Hempen (50 feet) 1 10 Ib.
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Male 50 Medium 4"8 200
GENDER AGE SIZE HEIGHT WEIGHT

Neutral Good Tanned Grey Grey
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that | have.

I've read every book in the world’s
greatest libraries—or | like to boast

I’'m used to helping out those who

PERSONALITY TRAITS
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Knowledge. The path to power and
self-improvement is through
knowledge. (Neutral)
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| am easily distracted by the
promise of information.
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CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Druidcraft Druid -- 1A 30 ft. V,S Instantaneous  PHB 236 VIS
QO Shillelagh Druid +5 1BA  Touch V,S,M 1 minute PHB 275 D: 1m, V/SIM
O Mold Earth Bonus Cantrip - 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
=== 1st LEVEL === 3 Slots OO0
O Animal Friendship Druid WIS 13 1A 30 ft. V,S,M 24 hours PHB 212 D: 24h, VISIM
O Cure Wounds Druid - 1A Touch V.S Instantaneous  PHB 230  V/S
O Entangle Druid STR13 1A 90 ft./20 ft. Square  V,S Concentration, p o 1 minwte - PHB 238 D: 1m, 20 ft. Square, V/S
O Goodberry Druid -- 1A Touch V,S,M Instantaneous PHB 246  V/SIM
O Detect Magic [R] Druid - 1A Self/30 ft. Sphere  V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Charm Person Druid WIS 13 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 Detect Poison and Disease [R] Druid -- 1A+10m  Self/30 ft. Sphere V,S,M  concenaion, wproromines  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Faerie Fire Druid DEX 13 1A 60 ft./20 ft. Cube V Concenvation po 1minte - PHB 239 D: 1m, 20 ft. Cube, V
O Fog Cloud Druid - 1A 120 ft./20 ft. Sphere  V/,S Concenration, upto Lhour - 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, V/ISIM
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 Speak with Animals [R] Druid - 1a+10m  Self V.S 10 minutes PHB 277  D:10m, V/S
O Thunderwave Druid CON 13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Absorb Elements Druid - 1R Self S 1 round EE 150 D: 1Rnd, S
O Beast Bond Druid - 1A Touch V,S,M  concentation. wpro 10minwes - EE 150 D: 10m, V/SIM
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 Animal Friendship Druid WIS 13 1A 30 ft. V,S,M 24 hours free-rules 239 D: 24h, V/ISIM
QO Faerie Fire Druid DEX 13 1A 60 ft./20 ft. Cube V Concentration, upto 1 minute  free-rules 271 D: 1m, 20 ft. Cube, V
O Fog Cloud Druid - 1A 120 ft./20 ft. Sphere V,S Concentration, upto 1hour  free-rules 276 D: 1h, 20 ft. Sphere, V/S
QO Protection from Evil and Good Druid - 1A Touch V,S,M  concentration, upto 10minutes— 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, V/SIM
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/M
O Speak with Animals [R] Druid - 1a+10m  Self V.S 10 minutes free-rules 318 D: 10m, V/S
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  concentaon. upto 10minwes  free-rules 262 D: 10m, 30 ft. Sphere, V/S/M
O Detect Magic [R] Druid -- 1a+10m  Self/30 ft. Sphere V,S Concentration, up o 10 minutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
O Healing Word Druid -- 1BA 60 ft. \% Instantaneous  free-rules 284 V
QO Thunderwave Druid CON 13 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 Concentration, up o 1 minute~ free-rules 268  D: 1m, 20 ft. Square, V/S
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