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O _+1_ Strength \
O _+2  Dexterity
O _+2 Constitution
© _+2_ Intelligence
©®© _+5 Wisdom
O _+0_ Charisma

SAVING THROWS
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O _+2 Acrobatics DEX
O _*2_ Animal Handling wis
O +1 Arcana INT

® +4 Athletics STR
O _+0  Deception CHA
O _-1 History INT

® _+5  Insight wis

O +0 Intimidation CHA
O _-1  Investigation INT
O +2  Medicine wis

O _+1  Nature INT

® _+5 Perception WIS
QO _+0  Performance CHA
QO _+0_ Persuasion CHA
O -1 Religion INT

® _*5 Sleight of Hand DEX
® _+5 Stealth DEX

QO _*2_ Survival wis
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Druid 4 / Barbarian 1 Sigu
CLASS & LEVEL PLAYER NAME
Shifter Criminal (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+5 16 40 40 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
4d8 + 1d12 successes O=O=0O
5 FAILURES O=O=O
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Herbalism Kit, Thieves' Tools
ABILITY SAVE DC |
— p—— === LANGUAGES ===
Common, Druidic, Sylvan
/ N\
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & TRAINING

=== 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

=== BONUS ACTIONS ===
Rage (Enter) » 2/ Long Rest

You can enter Rage if you aren’t wearing Heavy
Armor. You can use Rage 2 times per Long Rest, and
regain one expended use when you finish a Short
Rest.

Shift « 3/ Long Rest
As a bonus action, you can shift and assume a

more bestial form and gain 6 temporary hit points.

Your transformation lasts for 1 minute, until you die, or

until you revert using a bonus action. You can shift 3
times per long rest.

Wild Shape « 2 / Long Rest

You shape-shift into a Beast form that you have
learned for this feature. You stay in that form for 2
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.

Rules While Shape-Shifted. The following rules apply
while you're shape-shifted:

* You retain your personality, memories, and ability
to speak.

74

SKILLS ACTIONS
[ 7 N
15 PASSIVE PERCEPTION Moon Sickle, +1 +4 1d4+1 Slashing Simple, Light, Nick
. . .
15 DASSIVE INSIGHT Primal Savagery 6 2d10 Acid S
Starry Wisp +6 2d8 Radiant VIS
9 PASSIVE INVESTIGATION Unarmed Strike +4 2 Bludgeoning
Darkvision 60 ft.
SENSES A \ WEAPON ATTACKS & CANTRIPS
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=== DRUID FEATURES ===

* Core Druid Traits « PHB-2024 79
* Spellcasting « PHB-2024 79

* Druidic « PHB-2024 80
You know Druidic and always have Speak with
Animals prepared.

You can use Druidic to leave hidden message. You
message. Others spot the message’s presence with a
can'’t decipher it without magic.

| Leave Druidic Message: Special

* Primal Order « PHB-2024 80
You have dedicated yourself to one of the sacred
roles.

| Magician ¢
You know one extra cantrip from the Druid spell list.
You also gain a +2 bonus to Intelligence (Arcana or
Nature) checks.

* Wild Shape « PHB-2024 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 2 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 2 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
eligible form.

and others who know Druidic automatically spot such a

successful DC 15 Intelligence (Investigation) check but

* Level 2: You know 4 four Beast Forms with a max
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.

| 2/ Long Rest « 1 Bonus Action

* Wild Companion « PHB-2024 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 « PHB-2024 81
| Circle of the Moon

* Circle Forms « PHB-2024 86
When you assume a Wild Shape form, you gain the
following benefits:

» The max CR for the form is 1.

« Until you leave the form, your AC is 15 if it's higher
than the Beast's AC.

* You gain 12 Temporary HP.

| Wild Shape: Circle Forms: 1 Bonus Action
* Circle of the Moon Spells « PHB-2024 86
When you reach a Druid level specified in the Circle of
the Moon Spells table, you thereafter always have the
listed spells prepared.

In addition, you can cast the spells from this feature
while you're in a Wild Shape form.

* Ability Score Improvement « PHB-2024 81

=== BARBARIAN FEATURES ===

* Core Barbarian Traits « PHB-2024 51

* Rage * PHB-2024 51

You can take a Bonus action to enter Rage if you
aren't wearing Heavy Armor. You can use Rage 2
times per Long Rest, and regain one expended use
when you finish a Short Rest.

Activate Rage by clicking on this feature and selecting
the drop down called Activate Rage. Deselect it to stop
Raging.

| Rage (Enter): 2/ Long Rest « 1 Bonus Action

* Unarmored Defense « PHB-2024 51
While not wearing armor, your base AC equals 14 +
any Shield bonus.

* Weapon Mastery « PHB-2024 52

You are able to use the mastery properties of 2 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

=== SHIFTER SPECIES TRAITS ===

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM 32
You are a Humanoid.

* Size « MotM 32
You are Medium.

* Speed ¢ MotM 32
Your walking speed is 30 ft.

N

EQUIPMENT

FEATURES & TRAITS
Moon Sickle, +1 1 2 1b. Waterskin 1 51b.
Shield 1 6 Ib.
Leather 1 10 Ib.
Sickle 1 2 1b.
Sling 1 -
Backpack 1 51b.
Herbalism Kit 1 31b.
Sling Bullets 20 1.51b.
Staff 1 4 1b.
WEIGHT CARRIED oil 2 21b.
83.5 |b. Rations 10 20 Ib.
ENCUMBERED Rope 1 5 lb.
195 Ib. Bedroll 1 7 lb.
PUSH/DRAG/LIFT Tinderbox 1 1lb.
390 Ib. Torch 10 10 Ib.
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* Bestial Instincts « MotM 32

You have proficiency in one of the following skills of
your choice: Acrobatics, Athletics, Intimidation, or
Survival.

* Darkvision « MotM 32

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Shifting « MotM 32

As a bonus action, you can shift and assume a more
bestial form and gain 6 temporary hit points. Your
transformation lasts for 1 minute, until you die, or until
you revert using a bonus action. You can shift 3 times
per long rest and also gain benefits based on your
chosen form:

| Wildhunt «
While shifted, you have advantage on Wisdom checks,
and no creature within 30 ft. of you can make an attack
against you with advantage unless you're
incapacitated.

| Shift: 3/ Long Rest ¢ 1 Bonus Action

=== FEATS ===

* Fighting Initiate « TCoE 80
You learn one Fighting Style option of your choice from
the fighter class.

| Interception « TCoE 41
When a creature you can see hits a target, other than
you, within 5 ft. of you with an attack, you can use your
reaction to reduce the damage the target takes by
1d10+3 (to a minimum of 0 damage). You must be
wielding a shield or a simple or martial weapon to use
this reaction.

| Fighting Style: Interception: 1 Reaction

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +3 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Weapon Mastery » PHB-2024 52

| Blowgun (Vex) ¢
Vex. If you hit a creature with a Blowgun and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Sling (Slow) «
Slow. If you hit a creature with a Sling and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Slow (Sling): 1 Action

| Vex (Blowgun): 1 Action
* Criminal Ability Score Improvements « PHB-2024 179

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




CHARACTER APPEARANCE
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Male (He/Him) 17 Medium 1.76
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Caramel Light Blue Brown
ALIGNMENT FAITH SKIN EYES HAIR
E— —
\
\
7 . N
Naive, Protecting,
Impulsive.
PERSONALITY TRAITS
L~ .
[ ~"1
Protecting his people. Caring for the
team.
IDEALS
L~ —~
[ ~"1
Leverett, His siblings.
BONDS
L~ —~
[N "]
Low self control
ALLIES & ORGANIZATIONS N FLAWS A

"

CHARACTER BACKSTORY

ADDITIONAL NOTES




SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
P Primal Savagery Druid +6 1A Self S Instantaneous ~ XGtE 163 S
P Spare the Dying Druid - 1A 15 ft. V,S Instantaneous ~ PHB-2024 318 V/S
P Frostbite Druid CON 14 1A 60 ft. V,S Instantaneous  EE 156 VIS
O starry Wisp Circle of the Moon Spells (Always Prepared)  +6 1A 60 ft. V.S Instantaneous ~ PHB-2024320 \/S
P Guidance Primal Order - 1A Touch V,S Concenration, up to L minute - PHB-2024 282 D: 1m, V/S
=== 1st LEVEL === 4 Slots OO00
O Cure Wounds Druid - 1A Touch V.S Instantaneous ~ PHB-2024 259 V/S
P  Faerie Fire Druid DEX 14 1A 60 ft./20 ft. Cube V Concenuation, upto 1minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
P Detect Magic [R] Druid - 1A Self/30 ft. Sphere  V,S Concenration,up 1o 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, 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 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 DEX 13 1m Touch SM 8 hours XGtE 165 D: 8h, SIM
O Animal Friendship Druid WIS 13 1A 30 ft. V,S,M 24 hours PHB-2024 239 D: 24h, V/SIM
O Fog Cloud Druid - 1A 120 ft./20 ft. Sphere  V/,S Concentration, upto L hour - PHB-2024 276 - D: 1h, 20 ft. Sphere, V/S
O Protection from Evil and Good Druid - 1A Touch V,S,M  concentation upto 10minres - PHB-2024 309 D: 10m, V/S/M
QO Purify Food and Drink [R] Druid - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous ~ PHB-2024 310 5 ft. Sphere, V/S
O Goodberry Druid - 1A Self V,S,M 24 hours PHB-2024 280 D: 24h, V/IS/M
O Charm Person Druid WIS 13 1A 30 ft. V,S 1 hour PHB-2024 249 D: 1h, V/S
O Jump Druid - 1BA  Touch V,S,M 1 minute PHB-2024 290 D: 1m, V/S/IM
O Longstrider Druid - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/S/M
O Speak with Animals [R] Druid - 1a+10m  Self V,S 10 minutes PHB-2024 318 D: 10m, V/S
QO Create or Destroy Water Druid - 1A 30 ft/30 ft. Cube V,S,M Instantaneous  PHB-2024258 30 ft. Cube, V/S/M
O Detect Poison and Disease [R] Druid -- 1A+10m  Self/30 ft. Sphere  V/,S,M  concenvaion.po 10minwees - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S/M
P Healing Word Druid - 1BA 60 ft. \Y Instantaneous ~ PHB-2024 284 \/
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 ~ PHB-2024 334 15 ft. Cube, V/S
O Entangle Druid STR13 1A 90 ft./20 ft. Square  V,S Concenvation, wpto 1 minuie - PHB-2024 268 D: 1m, 20 ft. Square, VIS
O Clue[R] Druid - 1A+10m  Touch/30 ft. Emanaion V/,S,M 10 minutes VSSPP D: 10m, 30 ft. Emanation, V/S/M
P Cure Wounds Circle of the Moon Spells (Always Prepared) - 1A Touch V,S Instantaneous ~ PHB-2024 259 V/S
P Speak with Animals [R] Druidic (Always Prepared) -- 1A Self V,S 10 minutes PHB-2024 318 D: 10m, V/S
P Find Familiar [R] Wild Companion -- 1A 10 ft. V,S,M Instantaneous  PHB-2024272 V/S/M
===2nd LEVEL === 3 Slots OO0
P Enlarge/Reduce Druid CON 14 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB-2024 268 D: 1m, V/S/M
P Healing Spirit Druid -- 1BA 60 ft./5 ft. Cube V,S Concenvation, upto 1minwie - XGtE 157  D: 1m, 5 ft. Cube, V/S
P Aid Druid - 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/SIM
P Lesser Restoration Druid - 1BA  Touch V,S Instantaneous  PHB-2024291 V/S
O Dust Devil Druid STR13 1A 60 ft./5 ft. Cube V,S,M  concenvation.wpto1minwte  EE 154 D: 1m, 5 ft. Cube, V/ISIM
O Earthbind Druid STR13 1A 300 ft. \Y Concentration, up to Lminute  EE 154 D:1m,V
O Skywrite [R] Druid - 1a+10n Sight V,S  concenration o 1how EE 165 D: 1h, VIS
O Warding Wind Druid -- 1A Self/10 ft. Sphere Concentration, up to 0 minutes  EE 170 D: 10m, 10 ft. Sphere, V
O Summon Beast Druid - 1A 90 ft. V,S,M  concenuation. upto1howr - TCOE 109  D: 1h, 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 Pass without Trace Druid - 1A Self/30 ft. Emanation  \/,S,M  Concentration, upto 1howr - PHB-2024303 D 1h, 30 ft. Emanation, V/S/M
O Animal Messenger [R] Druid CHA 13 1a+1m 30 ft. V,S,M 24 hours PHB-2024 240 D: 24h, V/S/IM
O Augury [R] Druid -- 11m  Self V,S,M Instantaneous  PHB-2024 244 V/S/M
R SPELLS N
)\ {
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Find Traps

Flame Blade

Barkskin

Beast Sense [R]
Protection from Poison
Flaming Sphere
Locate Animals or Plants [R]
Locate Object
Continual Flame
Spike Growth
Darkvision

Summon Beast
Moonbeam

Gust of Wind

Heat Metal

Hold Person

Enhance Ability

Moonbeam

Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid

Circle of the Moon Spells (Always Prepared)

CON 13
STR 13
CON 13
WIS 13

CON 14

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

120 ft.

Self

Touch

Touch

Touch

60 ft./5 ft. Sphere
Self

Self

Touch

150 ft./20 ft. Sphere
Touch

90 ft.

120 ft./5 ft. Cylinder
Self

60 ft.

60 ft.

Touch

120 ft./5 ft. Cylinder

SPELLS

V.S
V,S.\M
V,S,\M

V.S

V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S.\M

Instantaneous
Concentation, up 0 10 minutes
1 hour

Concentration, up to 1 hour
1 hour

Goncentation, up o 1 minute
Instantaneous
Concentation, up 0 10 minutes
Until dispelled
Concentration,up o 10 minutes
8 hours
Concentration, up to 1 hour
Concentration, up o 1 minute
Concentration, up o 1 minute
Concentration, up o 1 minute
Concentration, up o 1 minute
Concentration, up to 1 hour

Concentration, up to 1 minute

PHB-2024 273

PHB-2024 275

PHB-2024 245

PHB-2024 245

PHB-2024 310

PHB-2024 275

PHB-2024 292

PHB-2024 293

PHB-2024 256

PHB-2024 318

PHB-2024 260

PHB-2024 322

PHB-2024 300

PHB-2024 282

PHB-2024 284

PHB-2024 286

PHB-2024 268

PHB-2024 300

VIS

D: 10m, V/S/IM

D: 1h, VISIM

D:1h, S

D: 1h, VIS

D: 1m, 5 ft. Sphere, V/ISIM
VISIM

D: 10m, V/SIM

D: Until Dispelled, V/S/M
D: 10m, 20 ft. Sphere, V/S/IM
D: 8h, VISIM

D: 1h, VISIM

D: 1m, 5 ft. Cylinder, V/ISIM
D: 1m, VIS/IM

D: 1m, V/SIM

D: 1m, V/SIM

D: 1h, VISIM

D: 1m, 5 ft. Cylinder, V/IS/M
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