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O _+0_ Strength \ /7
(_\ ARMOR Max HP Current HP Temp HP
STRENGTH i O _+5  Dexterity
+3_ Constitution +5 18 8 5 I
+5 _ Intelligence
+8  Wisdom INITIATIVE CLASS \ HIT POINTS
-1 Charisma / y, ,
" . 8d8 + 2d10
— Immunities - Poison, successes OO0
DEXTERITY Poisoned raitures O=O=0
2 0 \ DEFENSES \ HIT DICE \ DEATH SAVES
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ® _*9 Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS N T
| @ & Anima Handling wis j Martial Weapons, Simple Weapons
O +1 Arcana INT =
i === TOOLS ===
O _#0_ Athletics sTR — — Cartographer's Tools, Herbalism Kit
O -1 Deception CHA ABILITY SAVE DC i
) p— P === LANGUAGES ===
CTeLLoence) O _#L_ History INT Common Sign Language, Druidic, Grung
O _+4  Insight wis (/ N
40 ft. (Walking), 35 ft. (Climbin
13 O -1 Intimidation CHA ( 9) ( 9)
O _*1  Investigation INT
’@ O +4 Medicine wis \ SPEED /
® +5 Nature INT ) PROFICIENCIES & TRAINING
' wispom Y ® +8 Perception wis N\
O -1 Performance CHA === ACTIONS === of its choice, not just Dodge.
18 ) Standard Actions Armor Class: 13 (natural armor)
O _-L_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Speed: 30 ft., fly 30 ft. (hover)
O +1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Flame Seed. Ranged Weapon Attack: +8 to hit, range
e g Grapple, Shove, Improvise, Two-Weapon Fighting, 60 ft., one target you can see. Hit: 1d6+4 fire damage.
2 3 O _*5_ Sleight of Hand DEX Interact with an Object, Study, Influence Fiery Teleportation The spirit and each willing creature
of your choice within 5 ft. of it teleport up to 15 ft. to
® _*9  Stealth DEX === BONUS ACTIONS === unoccupied spaces you can see. Each creature within
U CHARISMA ) ® 8 Survival wis Summon Wildfire Spirit: Command « 45 / Other 5 ft. of the space that the spirit left must succeed on a
In combat, the wildfire spirit shares your initiative Dex saving throw (DC 16) or take 1d6+4 fire damage.
8 O count, but it takes its turn immediately after yours. The  Hit Points:
- only action it takes on its turn is the Dodge action,
O unless you take a bonus action on your turn to Wild Shape * 3/ Long Rest
o command it to take one of the actions in its stat block You shape-shift into a Beast form that you have
JE— or to take the Dash, Disengage, Help, or Hide action. learned for this feature. You stay in that form for 4
If vou are incapacitated, the spirit can take any action hours or until vou use Wild Shape aaain. have the
\ SKILLS J ACTIONS )
r // \\
18 PASSIVE PERCEPTION Dagger +9 1d4+5 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60), Krail's Maggot: 1d8+4 Necrotic
Dart +9 1d4+5 Piercing Simple, Finesse, Thrown, Vex, Range (20/60)
14 PASSIVE INSIGHT
Longbow +9 1d8+5 Piercing Martial, Ammunition, Heavy, Range, Two-Handed, Slow, Range (150/600)
11 PASSIVE INVESTIGATION . . , .
imple, Ammunition, Range, Two-Handed, Vex, Range
Shortbow +9 1d6+5 Piercing  simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)
Sickle +4 1d4 Slashing Simple, Light, Nick, Krail's Maggot: 1d8+4 Necrotic
< Trident +4 1d8 Piercing Martial, Thrown, Versatile, Topple, Range (20/60), Krail's Maggot: 1d8+4 Necrotic
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== DRUID FEATURES ===
* Core Druid Traits « free-rules 79
* Spellcasting ¢ free-rules 79

* Druidic « free-rules 80
You know Druidic and always have Speak with
Animals prepared.

You can use Druidic to leave hidden message. You
and others who know Druidic automatically spot such a
message. Others spot the message’s presence with a
successful DC 15 Intelligence (Investigation) check but
can'’t decipher it without magic.

| Leave Druidic Message: Special

* Primal Order « free-rules 80
You have dedicated yourself to one of the sacred
roles.

| Warden ¢
Trained for battle, you gain proficiency with Martial
weapons and training with Medium armor.

* Wild Shape « free-rules 80

As a Bonus Action, you shape-shift into a Beast form
that you have learned for this feature. You stay in that
form for 4 hours or until you use Wild Shape again,
have the Incapacitated condition, or die. You can also
leave the form early as a Bonus Action.

You can use Wild Shape 3 times per Long Rest, and
regain one expended use after finishing a Short Rest.

You are able to learn a number of Beast forms as
outlined below, and whenever you finish a Long Rest,
you can replace one of your known forms with another

CR of 1/4 that lack a Fly Speed.

« Level 4: You know 6 four Beast Forms with a max
CR of 1/2 that lack a Fly Speed.

* Level 8 You know 8 four Beast Forms with a max
CR of 1 and can adopt a form that has a Fly Speed.

| 3/Long Rest ¢ 1 Bonus Action

* Wild Companion ¢ free-rules 81

As a Magic action, you can expend a spell slot or a
use of Wild Shape to cast Find Familiar without
Material components. When you cast the spell in this
way, the familiar is Fey and disappears when you
finish a Long Rest.

* Druid Subclass ¢ free-rules 81
| Circle of Wildfire (TCoE)

* Circle Spells « TCoE

You have formed a bond with a wildfire spirit, a primal
being of creation and destruction. Your link with this
spirit grants you access to some spells when you
reach certain levels in this class, as shown on the
Circle of Wildfire Spells table.

* Summon Wildfire Spirit « TCoE

As an action, you can expend one use of your Wild
Shape feature to summon your wildfire spirit, rather
than assuming a beast form. Each creature within 10
ft. of the spirit (other than you) when it appears must
succeed on a Dex saving throw (DC 16) or take 2d6
fire damage.

The spirit manifests for 1 hour, until it is reduced to 0
hit points, until you summon the spirit again, or until
you die.

| 1 Action

Bonus Action
* Ability Score Improvement « free-rules 81

* Wild Resurgence « free-rules 81

Once on each of your turns, if you have no uses of
Wild Shape left, you can give yourself one use by
expending a spell slot (no action required).

In addition, you can expend one use of Wild Shape (no
action required) to give yourself a level 1 spell slot, but
you can't do so again until you finish a Long Rest.

| Wild Resurgence: Regain Wild Shape: No Action

| Wild Resurgence: Regain Spell Slot: 1/ Long Rest ¢
No Action

* Enhanced Bond « TCoE

Whenever you cast a spell that deals fire damage or
restores hit points while your wildfire spirit is
summoned, roll a d8, and you gain a bonus equal to
the number rolled to one damage or healing roll of the
spell. In addition, when you cast a spell with a range
other than self, the spell can originate from you or your
wildfire spirit.

| Special

* Elemental Fury ¢ free-rules 81
The might of the elements flows through you.

| Primal Strike ¢
Once on each of your turns, when you hit a creature
with an attack roll using a weapon or a Beast form’s
attack in Wild Shape, you can cause the target to take
an extra 1d8 Cold, Fire, Lightning, or Thunder damage
(choose when you hit).

N

eligible form. | 1 Action
« Level 2: You know 4 four Beast Forms with a max | Summon Wildfire Spirit: Command: 45 / Other » 1
FEATURES & TRAITS
Boots of Striding and Springing 1 -- Rope 1 51b.
Shield 1 6 Ib. Bedroll 1 7 Ib.
Leather 1 10 Ib. Tinderbox 1 11b.
Dagger 1 11b. Torch 10 10 Ib.
Sickle 1 2 1b. Waterskin 1 51b.
Dart 20 51b.
Shortbow 1 21b.
Trident 1 4 1b.
Longbow 1 2 lb.
WEIGHT CARRIED Arrows 200 10 Ib.
104 Ib. Backpack 1 5 lb.
ENCUMBERED Herbalism Kit 1 31b.
150 Ib. Staff 1 4 1b. Boots of Striding and Springing 1 -
PUSH/DRAG/LIFT oil 2 2 1b.
300 Ib. Rations 10 20 Ib.

EQUIPMENT
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* 8: Ability Score Improvement « free-rules 81
=== RANGER FEATURES ===

* Hit Points « PHB 90

* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Beasts « PHB
Beasts are nonhumanoid creatures that are a natural
part of the fantasy ecology. Some of them have
magical powers, but most are unintelligent and lack
any society or language.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn’t slow your group’s travel, your group can’t
become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Swamp « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91

You adopt a particular style of fighting as your
specialty.

| Thrown Weapon Fighting « TCoE 57
You can draw a weapon that has the thrown property
as part of the attack you make with the weapon.
In addition, when you hit with a ranged attack using a
thrown weapon, you gain a +2 bonus to the damage
roll.

| Fighting Style: Thrown Weapon Fighting : Special

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 16, Spell Attack +8).

=== GRUNG SPECIES TRAITS ===

* Arboreal Alertness « OGA 4
You have proficiency in the Perception skill.

* Amphibious * OGA 4
You can breathe air and water.

* Poison Immunity « OGA 4
You're immune to poison damage and the poisoned
condition.

* Poisonous Skin « OGA 4

Any creature that grapples you or otherwise comes
into direct contact with your skin must succeed on a
DC 12 Constitution saving throw or become poisoned
for 1 minute.

You can also apply this poison to any piercing weapon
as part of an attack with that weapon, though when
you hit the poison reacts differently. The target must
succeed on a DC 12 Constitution saving throw or take
2d4 poison damage.

ADDITIONAL FEATURES & TRAITS

N

| Grung Poison: Special

* Standing Leap * OGA 4
Your long jump is up to 25 feet and your high jump is
up to 15 feet, with or without a running start.

* Water Dependency « OGA 4

If you fail to immerse yourself in water for at least 1
hour during a day, you suffer one level of exhaustion at
the end of that day. You can only recover from this
exhaustion through magic or by immersing yourself in
water for at least 1 hour.

=== FEATS ===

* Aerial Expert « HCS 47

You no longer need to move at least 10 feet to perform
long and high jumps, jump uses +5 for determining
height or distance, and can double the distance you
would normally leap.

You may take the Dash action while gliding to fly an
additional distance up to your movement speed.

You may change direction while gliding, and may gain
up to 10 feet of altitude.

* 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.

* Guide Ability Score Improvements « PHB-2024 181
| Increase two scores (+2 / +1) ¢

* Magic Initiate (Druid) « free-rules 201

ADDITIONAL EQUIPMENT
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Two Cantrips. You learn two cantrips of your choice
from the Druid spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Druid
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




GENDER AGE
Chaotic Neutral

ALIGNMENT FAITH

Small

SIZE HEIGHT WEIGHT
Empty/ nothing
EYES

SKIN HAIR

E——

A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

by
| only use my hands and not utensils when |
eat.

| prefer all my meat rare (or raw).

| never back down from a fight.

PERSONALITY TRAITS

|
[
Freedom. The only way to discover
where | belong is to be myself no

matter the circumstance. (Chaotic)
IDEALS

{2

|~
[N

()

BONDS
L~

N
~"1

N
Given the chance | escalate every argument to violence.
Forgiveness is weakness—all wrongs, even mistakes, must be
punished.

it fits in my mouth.

-
~

-

"

\\ FLAWS

If | see something delicious, | must eat it, dead or alive as long as

&

A grung who spent to much time in the swamp,
while retaining some common sense he is for the
better part feral, the only thing about him that
reminds anyone of civilization is his fighting
prowess but even that reeks of savagery. Spends
his days either eating anything he sees, protecting
his swampy paradise from developers either full
on fighting or sending them running by being a
dark figure in the shadows saying "LEAVE",
watching passerbys like a mystical ghost to the
point where he became a bit of a local myth or
he's at bliss submerged in the muck, or basking in
the sun on his favorite rock or a tree. But basic the
only real thought in his mind 95% of the time is
just FROG =8

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Thorn Whip Druid +8 1A 30 ft. V,S,M Instantaneous  PHB-2024333 V/S/M
O Mold Earth Druid -- 1A 30 ft./5 ft. Cube S Instantaneous  EE 162 5 ft. Cube, S
O Gust Barrier Druid CON 16 1A Self S 1 round HCS 50 D:1Rnd, S
QO Primal Savagery Magic Initiate (Druid) +8 1A Self S Instantaneous  XGtE 163 S
O Poison Spray Magic Initiate (Druid) +8 1A 30 ft. V.S Instantaneous  free-rules 306 V/S
=== 1st LEVEL === 4 Slots OO00
O Entangle Druid STR16 1A 90 ft./20 ft. Square  V,S Concentration, up to 1 minwte free-rules 268 D: 1m, 20 ft. Square, V/S
P Cure Wounds Druid (Always Prepared) -- 1A Touch V.S Instantaneous  free-rules 259 V/S
P Burning Hands Druid (Always Prepared) DEX16 1A Self/15 ft. Cone V,S Instantaneous  free-rules 248 15 ft. Cone, V/S
O Absorb Elements Druid - iR Self S 1 round EE 150 D: 1Rnd, S
O BeastBond Druid - 1A Touch V,S,\M  concenvaton upro0minwees - EE 150 D: 10m, V/ISIM
O Earth Tremor Druid DEX 16 1A 10 ft. V.S Instantaneous  EE 155 VIS
O Ice Knife Druid DEX16/+8 1A 60 ft./5 ft. Sphere  S,M Instantaneous ~ EE 157 5 ft. Sphere, SIM
O Snare Druid DEX 16 1m Touch SM 8 hours XGtE 165 D: 8h, SIM
O Elevated Sight Druid - 1A Self V,S Concentation, upto Lminute - HCS 49 D: 1m, VIS
O Spiny Shield Druid - 1R Self V,S,M 1 round HCS 51 Special: For every spell slot level above 1st*, D: 1Rnd, V/S/M
O Veil of Dusk Druid - 1BA 60 ft. V,S,M  concentation. vpro 10minres - HCS 52 D: 10m, V/SIM
O Fireflies Druid - 1A 60 ft./15 ft. Sphere  V,S 1 hour BOoET 62  D: 1h, 15 ft. Sphere, V/S
O Animal Friendship Druid WIS 16 1A 30 ft. V,S,M 24 hours free-rules 239 D: 24h, V/ISIM
O Faerie Fire Druid DEX 16 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, up o 1 hour  free-rules 276 D: 1h, 20 ft. Sphere, V/S
QO Protection from Evil and Good Druid - 1A Touch V,S,M  concentraton, up o 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, V/ISIM
O Charm Person Druid WIS 16 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/IM
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
QO Create or Destroy Water Druid - 1A 30 ft./30 ft. Cube V,S,M Instantaneous free-rules 258 30 ft. Cube, V/S/IM
O Detect Poison and Disease [R] Druid -- 1a+10m  Self/30 ft. Sphere V/,S,M  Concenvaion,upto ominutes  free-rules 262 D: 10m, 30 ft. Sphere, VIS/IM
O Detect Magic [R] Druid -- 1A+10m  Self/30 ft. Sphere V,S Concenvation,up o lominutes 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 DEX16/+8 1A 60 ft./5 ft. Sphere  S,M Instantaneous ~ PHB-2024 287 5 ft. Sphere, S/IM
O Thunderwave Druid CON 16 1A Self/15 ft. Cube V,S Instantaneous  free-rules 334 15 ft. Cube, V/S
O Jump Ranger -- 1A Touch V,S,M 1 minute PHB 254 D: 1m, V/ISIM
O Longstrider Ranger -- 1A Touch V,S,M 1 hour PHB 256 D: 1h, V/ISIM
O Ice Knife Magic Initiate (Druid) DEX16/+8 1A 60 ft./5 ft. Sphere S,M Instantaneous  EE 157 1/LR, 5 ft. Sphere, S/IM
P Speak with Animals [R] Druidic (Always Prepared) - 1A Self V.S 10 minutes free-rules 318 D: 10m, V/S
O Find Familiar [R] Wild Companion -- 1A 10 ft. V,S,M Instantaneous free-rules 272 V/S/IM
===2nd LEVEL === 3 Slots OO0
O Heat Metal Druid CON 16 1A 60 ft. V,S,M  concenuation, upto 1 minute ~ free-rules 284 D: 1m, V/S/M
QO Krail's Rupture Druid CON 16 1R Touch S Instantaneous  BOET 65 S
O Krail's Maggot Druid +8 1A 60 ft. SM Concentration, up to L minute - BOET 64 D: 1m, SIM
O Enlarge/Reduce Druid CON 16 1A 30 ft. V,S,M  concentiation, upto 1 minute ~ free-rules 268 D: 1m, V/S/M
P Flaming Sphere Druid (Always Prepared) DEX 16 1A 60 ft./5 ft. Sphere V/,S,M  concentiation, upro 1 minute  free-rules 275 D: 1m, 5 ft. Sphere, V/S/IM
P Scorching Ray Druid (Always Prepared) +8 1A 120 ft. V.S Instantaneous  free-rules 314 /S
O Dust Devil Druid STR16 1A 60 ft./5 ft. Cube V,S,M  concenvation. wpro1minwie  EE 154 D: 1m, 5 ft. Cube, V/ISIM
R SPELLS N
)\ {
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QO Earthbind Druid STR16 1A 300 ft. \Y Concentration, upto L minute  EE 154 D:1m,V
O Skywrite [R] Druid - 1a+10n Sight V,S  concenvation upto1how  EE 165 D: 1h, VIS
O Warding Wind Druid -- 1A Self/10 ft. Sphere V Concentration, up to 20 minutes - EE 170 D: 10m, 10 ft. Sphere, V
O Healing Spirit Druid - 1BA 60 ft./5 ft. Cube V,S Concenvation, upto 1minuie - XGtE 157  D: 1m, 5 ft. Cube, V/S
O Summon Beast Druid - 1A 90 ft. V,S,M  concenation, upto 1hour - TCOE 109  D: 1h, V/S/IM
O Wwither and Bloom Druid CON 16 1A 60 ft./10 ft. Sphere V,S,M  Instantaneous ~ SACoC 38 10 ft. Sphere, V/IS/M
O Air Bubble Druid -- 1A 60 ft. S 24 hours SAIS 22 Special: 2 additional globes of fresh air*, D: 24h, S
O Hibernation Druid CON 16 1A Touch V.M Special 1 hour BoET 64 D: Special, VIM
O Ominous Winds Druid CHA16 1A 60 ft. V,S,M  concentation, upro 1 minwe - BOET 68 D: 1m, VISIM
O Ad Druid - 1A 30 ft. V,S,M 8 hours free-rules 239 D: 8h, V/S/M
QO Pass without Trace Druid - 1A Self/30 ft. Emanation \/,S,M  Concenuation, upto 1 hour ~ free-rules 303 D: 1h, 30 ft. Emanation, V/S/M
O Animal Messenger [R] Druid -- 1a+10m 30 ft. V,S,M 24 hours free-rules 240 D: 24h, V/SIM
O Augury [R] Druid -- 11m  Self V,S,M Instantaneous free-rules 244 V/S/M
O Find Traps Druid -- 1A 120 ft. V.S Instantaneous  free-rules 273 V/S
O Flame Blade Druid +8 1BA  Self V,S,M  concentaion. up o 10minutes free-rules 275 D: 10m, V/S/M
O Barkskin Druid - 1BA  Touch V,SM 1 hour free-rules 245 D: 1h, VIS/M
O Beast Sense [R] Druid -- 1a+10m  Touch S Concentration, upto 1 hour  PHB-2024.245 D: 1h, S
O Protection from Poison Druid - 1A Touch V.S 1 hour free-rules 310 D: 1h, V/S
O Locate Animals or Plants [R] Druid - 1a+10m  Self V,S,M Instantaneous free-rules 292 V/S/M
O Locate Object Druid - 1A Self V,S,M  concenation, up o 1ominutes  free-rules 293 D: 10m, V/S/M
O Lesser Restoration Druid - 1BA Touch V,S Instantaneous  free-rules 291 /S
O Continual Flame Druid - 1A Touch V,S,M Until dispelled  free-rules 256 D: Until Dispelled, V/S/M
O Spike Growth Druid - 1A 150 ft/20 ft. Sphere  \/,S,M  Concenraion, o 10minues  free-rules 318 D: 10m, 20 ft. Sphere, V/SIM
O Darkvision Druid - 1A Touch V,S,M 8 hours free-rules 260 D: 8h, V/S/M
O Summon Beast Druid - 1A 90 ft. V,S,M  Concentration, upto 1hour - PHB-2024 322 D: 1h, V/S/M
O Moonbeam Druid CON 16 1A 120 t/5 ft. Cylinder  V/,§,M  Concentraton, wpto 1 minute  free-rules 300 D: 1m), 5 ft. Cylinder, V/S/M
O Gust of Wind Druid STR16 1A Self V,S,M  concentation, upto 1 minute free-rules 282 D: 1m, V/SIM
QO Hold Person Druid WIS 16 1A 60 ft. V,S,M  Concentration, upto 1 minute  free-rules 286 D: 1m, V/S/M
O Enhance Ability Druid - 1A Touch V,S,M  Concentration, upto L hour  free-rules 268 D: 1h, V/S/M
=== 3rd LEVEL === 3 Slots OO0
O Feathered Reach Druid -- 1A Self S,M 1 minute HCS 50 D: 1m, SIM
O Call Lightning Druid DEX 16 1A 120 ft/60 ft. Cylinder  \/,S Concenvation,up o lominutes  free-rules 248 D: 10m, 60 ft. Cylinder, V/S
P Revivify Druid (Always Prepared) -- 1A Touch V,S,M Instantaneous free-rules 312 V/S/M
P Plant Growth Druid (Always Prepared) - S 150 ft./100 ft. Sphere  V/,S Instantaneous  free-rules 305 100 ft. Sphere, V/S
QO Erupting Earth Druid DEX 16 1A 120 ft/20 ft. Cube V,S,M Instantaneous EE 155 20 ft. Cube, V/ISIM
QO Flame Arrows Druid -- 1A Touch V,S Concentration, upto Lhour  EE 156 D: 1h, VIS
O Tidal Wave Druid DEX 16 1A 120 ft. V,S,M Instantaneous EE 168 VISIM
O Wwall of Water Druid -- 1A 60 ft. V,S,M  concentation, upto 10 minutes EE 170 D: 10m, V/S/IM
O Summon Fey Druid -- 1A 90 ft. V,S,M  concenvation, upto1hour - TCOE 112  D: 1h, V/S/IM
O Freedom of the Waves Druid STR16 1A 120 ft/10ft. Cylinder V/,S,M  Instantaneous TCSR 176 10 ft. Cylinder, V/S/M
QO Purge Contamination Druid - 1h Touch V,S,M Instantaneous DoDR 228 V/S/M
O Globe of Twilight Druid WIS 16 1A Self/15 ft. Sphere  V/,S,M  concenaion, ipo 0mines - HCS 50 D: 10m, 15 ft. Sphere, V/S/M
O Bitter Wind Druid STR16 1A Self/120 ft. Line V,S,M  concentration, upto 1 minuie - BOET 56 D: 1m, 120 ft. Line, V/SIM
O Deep Roots of the Moon [R] Druid -- 1A+10m 10 miles/10 miles null \/,M Special BoET 58 D: Special, VIM
O Faerie Toast [R] Druid -- 11m Touch V,S,M 8 hours BoET 61 D: 8h, VISIM
O Lost Druid WIS 16 1A 30 ft. V.S 1 hour BOET 66 D: 1h, VIS
O Feign Death [R] Druid -- 1a+10m  Touch V,S,M 1 hour PHB-2024 271 D: 1h, V/S/M
O Aura of Vitality Druid -- 1A Self/30 ft. Emanation  \/ Concentration, upto 1 minute  PHB-2024 244  D: 1m, 30 ft. Emanation, V.
O Protection from Energy Druid -- 1A Touch V,S Concentration, upto 1 hour ~ free-rules 309 D: 1h, V/S
SPELLS
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ABILITY BONUS
e — —

) .

OO0OO0OO0OO0OO0O0O0O0O0O0OO0O0

OO0OO0O0O0O000D0D0D0DO0ODODODODODODODODO0ODO0ODOOLODODOOOTUTTUTOOOOO

Sleet Storm

Meld into Stone [R]
Conjure Animals
Speak with Plants
Daylight

Dispel Magic
Summon Fey
Elemental Weapon
Water Breathing [R]
Water Walk [R]
Wind Wall

=== 4th LEVEL ===
Wall of Death

Storm Door

Guardian of Nature
Giant Insect

Blight

Aura of Life

Fire Shield

Elemental Bane
Watery Sphere

Charm Monster
Summon Elemental
Shape Plants

Stellar Bodies
Drayfn's Curse of Incompetence
Knife of Fate

Lunar Transfer
Moonlight Sending
Fount of Moonlight
Polymorph

Freedom of Movement
Grasping Vine

Charm Monster
Locate Creature
Confusion

Conjure Minor Elementals
Conjure Woodland Beings
Control Water

Stone Shape
Stoneskin

Wall of Fire

Summon Elemental
Hallucinatory Terrain
Divination [R]
Dominate Beast

Ice Storm

Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid

3 Slots 000
Druid
Druid
Druid
Druid
Druid
Druid (Always Prepared)
Druid (Always Prepared)
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid

CON 16
STR 16
WIS 16

INT 16
WIS 16
WIS 16

CON 16
WIS 16

WIS 16
DEX 16

1A
1A+ 10m
1A
1A
1A
1A
1A
1A
1A +10m
1A+ 10m

1A

1A
1A
1BA
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
im
1A
1A
1A
1A
1BA
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
10m
1A+ 10m
1A
1A

150 t/40 ft. Cylinder \/,S,M

Touch V,S
60 ft. V.S
Self V,S
60 ft./60 ft. Sphere  V/,S
120 ft. V.S
90 ft. V,S,\M
Touch V.S
30 ft. V,S,\M
30 ft. V,S,\M
120 ft. V,S,\M
120 ft/60 ft. Square Feet  \/,S M
Self V,S,\M
Self \%

60 ft. V.S
30 ft. V.S

Self/30 ft. Emanation \/

Self V,S,M
90 ft. V,S
90 ft./5 ft. Sphere  V,S,M
30 ft. V.S
90 ft. V,S,M
Touch/5 ft. Cube V,S
120 t./10 ft. Sphere V/,S
30 ft. V,S,\M
60 ft. V,S,M
200 ft. V,S,\M
Self V,S,M
Self V,S
60 ft. V,S,M
Touch V,S,\M
60 ft. V,S
30 ft. V,S
Self V,S\M
90 ft./10 ft. Sphere  V/,S,M
Self/15 ft. Emanation \/,S
Self/10 ft. Emanation \/,S
300 ft. V,S,M
Touch V,S,\M
Touch V,S,\M
120 ft. V,S\M
90 ft. V,S,\M
300 ft./150 ft. Cube  \V/,S,M
Self V,S\M
60 ft. V,S

300 t/20 ft. Cylinder \/,S,M

SPELLS

Concentration, up to 1 minute
8 hours

Concentation, up 0 10 minutes
10 minutes

1 hour
Instantaneous
Concentration, up to 1 hour
Concentration, up to 1 hour
24 hours

1 hour

Concentration, up to 1 minute

Concentration, up o 1 minute
Concentration,up 0 10 minutes
Concentration, up o 1 minute
Concentration,up 0 10 minutes
Instantaneous
Concentration,up 0 10 minutes
10 minutes
Concentration, up o 1 minute
Concentration, up o 1 minute
1 hour

Concentration, up to 1 hour
Instantaneous
1 minute
Goncentration, up to 1 minute
Special
Instantaneous
Instantaneous
Concentration, up o 10 minutes
Concentration, up to 1 hour
1 hour

Concentration, up to 1 minute
1 hour

Concentration, up to 1 hour
Concentration, up to 1 minute
Concentration, up 0 10 minutes
Concentation, up 0 10 minutes
Concentation, up 0 10 minutes
Instantaneous
Concentration, up to 1 hour
Concentration, up to 1 minute
Concentration, up to 1 hour
24 hours
Instantaneous
Concentration, up o 1 minute

Instantaneous

free-rules 317
free-rules 296
free-rules 254
free-rules 318
free-rules 260
free-rules 265
PHB-2024 326
PHB-2024 268
free-rules 340
free-rules 340

free-rules 341

TIR 34
BoET 71
XGtE 157
free-rules 279
free-rules 247
free-rules 244
free-rules 274
EE 155

EE 170
XGtE 151
TCoE 111
HCS 51
HCS 52
BoET 60
BOET 64
BOET 67
BOET 68
PHB-2024 277
free-rules 306
free-rules 277
PHB-2024 280
free-rules 249
free-rules 292
free-rules 253
free-rules 255
free-rules 255
free-rules 256
free-rules 320
free-rules 320
free-rules 338
PHB-2024 325
free-rules 283
free-rules 264
free-rules 265

free-rules 287

D: 1m, 40 ft. Cylinder, V/S/IM
D: 8h, VIS

D: 10m, V/S

D: 10m, V/S

D: 1h, 60 ft. Sphere, V/S
Special: (See Description)*, V/S
D: 1h, V/ISIM

1h, VIS

24h, VISIM

1h, VISIM

1im, VISIM

D: 1m, 60 ft. Square Feet, V/S/IM
D: 10m, V/S/IM

D:1m, V

D: 10m, VIS

VIS

:10m, 30 ft. Emanation, V
:10m, VISIM

:1m, VIS

:1m, 5 ft. Sphere, V/IS/IM
:1h, VIS

: 1h, VISIM

Ext. Area: 5 ft.*, 5 ft. Cube, V/S

O U U O O O

D: 1m, 10 ft. Sphere, V/S

D: 1m, V/SIM

D: Special, V/SIM

VISIM

VISIM

:10m, V/S

: 1h, VISIM

: 1h, VISIM

:1m, VIS

:1h, VIS

: 1h, VISIM

:1m, 10 ft. Sphere, V/SIM

: 10m, 15 ft. Emanation, V/S
: 10m, 10 ft. Emanation, V/S
: 10m, V/SIM

VISIM

D
D
D
D
D
D
D
D
D
D

D: 1h, V/ISIM

D: 1m, V/SIM

D: 1h, V/ISIM

D: 24h, 150 ft. Cube, V/ISIM
VISIM

D:1m, VIS

20 ft. Cylinder, V/ISIM
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