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	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Allies: 
	FactionName: 
	Backstory: While you are transformed, the following rules apply:

Your game statistics are replaced by the statistics of the beast, but you retain your alignment, personality, and Intelligence, Wisdom, and Charisma scores. You also retain all of your skill and saving throw proficiencies, in addition to gaining those of the creature. If the creature has the same proficiency as you and the bonus in its stat block is higher than yours, use the creature's bonus instead of yours. If the creature has any legendary or lair actions, you can't use them.
When you transform, you assume the beast's hit points and Hit Dice. When you revert to your normal form, you return to the number of hit points you had before you transformed. However, if you revert as a result of dropping to 0 hit points, any excess damage carries over to your normal form. For example, if you take 10 damage in animal form and have only 1 hit point left, you revert and take 9 damage. As long as the excess damage doesn't reduce your normal form to 0 hit points, you aren't knocked unconscious.
You can't cast spells, and your ability to speak or take any action that requires hands is limited to the capabilities of your beast form. Transforming doesn't break your concentration on a spell you've already cast, however, or prevent you from taking actions that are part of a spell, such as call lightning, that you've already cast.
You retain the benefit of any features from your class, race, or other source and can use them if the new form is physically capable of doing so. However, you can't use any of your special senses, such as darkvision, unless your new form also has that sense.
You choose whether your equipment falls to the ground in your space, merges into your new form, or is worn by it. Worn equipment functions as normal, but the DM decides whether it is practical for the new form to wear a piece of equipment, based on the creature's shape and size. Your equipment doesn't change size or shape to match the new form, and any equipment that the new form can't wear must either fall to the ground or merge with it. Equipment that merges with the form has no effect until you leave the form.
	Feat+Traits: Darkvision. You can see in dim light within 60 feet of you as if it were bright light and in darkness as if it were in dim light. You discern colors in that darkness only as shades of gray.

Fey Ancestry. You have advantage on saving throws you make to avoid or end the charmed condition on yourself.

Fury of the Small. When you damage a creature with an attack or a spell and the creature's size is larger than yours, you can cause the attack or spell to deal extra damage to the creature. The extra damage equals your proficiency bonus.
You can use this trait a number of times equal to your proficiency bonus, regaining all expended uses when you finish a long rest, and you can use it no more than once per turn.

Nimble Escape. You can take the Disengage or Hide action as a bonus action on each of your turns.
	Treasure: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Druid 2
	Background: 
	PlayerName: 
	CharacterName: 
	Race : Goblin
	Alignment: 
	XP: 
	Inspiration: 
	STR: +1
	ProfBonus: +2
	AC: 14
	Initiative: +3
	Speed: 30 ft.
	PersonalityTraits : 
	STRmod: 12
	HPMax: 15
	ST Strength: +1
	DEX: +3
	HPCurrent: 
	Ideals: 
	DEXmod : 16
	HPTemp: 
	Bonds: 
	CON: +1
	HDTotal: 2d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 12
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: 
	INT: +2
	ST Dexterity: +3
	ST Constitution: +1
	ST Intelligence: +4
	ST Wisdom: +4
	ST Charisma: -1
	Acrobatics: +3
	Animal: +4
	Athletics: +1
	Deception : -1
	History : +2
	Insight: +2
	Intimidation: -1
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Off
	Wpn Name: wooden staff
	Wpn1 AtkBonus: +3
	Wpn1 Damage: 1d6 +1 blud.
	INTmod: 14
	Wpn Name 2: greatclub
	Wpn2 AtkBonus : +3
	Wpn2 Damage : 1d8 +1 blud.
	Investigation : +2
	WIS: +2
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +2
	Wpn3 Damage : 
	Perception : +2
	WISmod: 14
	CHA: -1
	Nature: +4
	Performance: -1
	Medicine: +4
	Religion: +4
	Stealth : +3
	Check Box 23: Off
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Yes
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Yes
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: -1
	SleightofHand: +3
	CHamod: 8
	Survival: +2
	AttacksSpellcasting: wooden staff, versatile, 1d8.
Spell Save DC: 12
Spell Attack Modifier: +4
Spell Slots: 1st-level (3)
	Passive: 12
	CP: 
	ProficienciesLang: Common, Goblin, Druidic
light armor, medium armor, shields (druids will not wear armor or use shields made of metal)
clubs, daggers, darts, javelins, maces, quarterstaffs, scimitars, sickles, slings, spears
Herbalism kit
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: wooden staff
greatclub
leather armor
a backpack
a bedroll
a mess kit
a tinderbox
10 torches
10 days of rations
a waterskin
50 feet of hempen rope
	Features and Traits: Wild Shape. Starting at 2nd level, you can use your action to magically assume the shape of a beast that you have seen before. You can use this feature twice. You regain expended uses when you finish a short or long rest.
You can stay in a beast shape for 1 hour. You then revert to your normal form unless you expend another use of this feature. You can revert to your normal form earlier by using a bonus action on your turn. You automatically revert if you fall unconscious, drop to 0 hit points, or die.

Natural Recovery. Starting at 2nd level, you can regain some of your magical energy by sitting in meditation and communing with nature. During a short rest, you choose expended spell slots to recover. The spell slots can have a combined level that is equal to or less than half your druid level (rounded up), and none of the slots can be 6th level or higher. You can't use this feature again until you finish a long rest.
	Spellcasting Class 2: 
	SpellcastingAbility 2: WIS
	SpellSaveDC  2: 12
	SpellAtkBonus 2: +4
	SlotsTotal 19: 
	SlotsRemaining 19: 
	Spells 1014: druidcraft
	Spells 1015: detect magic
	Spells 1016: thornwhip
	Spells 1017: poison spray
	Spells 1018: 
	Spells 1019: 
	Spells 1020: 
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Off
	Check Box 3031: Off
	Check Box 3032: Off
	Check Box 3033: Off
	Check Box 3034: Off
	Check Box 3035: Off
	Check Box 3036: Off
	Check Box 3037: Off
	Check Box 3038: Off
	Check Box 3039: Off
	Check Box 3040: Off
	Check Box 321: Off
	Check Box 320: Off
	Check Box 3060: Off
	Check Box 3061: Off
	Check Box 3062: Off
	Check Box 3063: Off
	Check Box 3064: Off
	Check Box 3065: Off
	Check Box 3066: Off
	Check Box 315: Off
	Check Box 3041: Off
	Spells 1023: faerie fire
	Check Box 251: Off
	Check Box 309: Off
	Check Box 3010: Off
	Check Box 3011: Off
	Check Box 3012: Off
	Check Box 3013: Off
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Off
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: fog cloud
	Spells 1025: healing word
	Spells 1026: thunderwave
	Spells 1027: 
	Spells 1028: 
	Spells 1029: 
	Spells 1030: 
	Spells 1031: 
	Spells 1032: 
	Spells 1033: 
	SlotsTotal 20: 
	SlotsRemaining 20: 
	Spells 1034: 
	Spells 1035: 
	Spells 1036: 
	Spells 1037: 
	Spells 1038: 
	Spells 1039: 
	Spells 1040: 
	Spells 1041: 
	Spells 1042: 
	Spells 1043: 
	Spells 1044: 
	Spells 1045: 
	Spells 1046: 
	SlotsTotal 21: 
	SlotsRemaining 21: 
	Spells 1047: 
	Spells 1048: 
	Spells 1049: 
	Spells 1050: 
	Spells 1051: 
	Spells 1052: 
	Spells 1053: 
	Spells 1054: 
	Spells 1055: 
	Spells 1056: 
	Spells 1057: 
	Spells 1058: 
	Spells 1059: 
	SlotsTotal 22: 
	SlotsRemaining 22: 
	Spells 1060: 
	Spells 1061: 
	Spells 1062: 
	Spells 1063: 
	Spells 1064: 
	Check Box 323: Off
	Check Box 322: Off
	Check Box 3067: Off
	Check Box 3068: Off
	Check Box 3069: Off
	Check Box 3070: Off
	Check Box 3071: Off
	Check Box 3072: Off
	Check Box 3073: Off
	Spells 1065: 
	Spells 1066: 
	Spells 1067: 
	Spells 1068: 
	Spells 1069: 
	Spells 1070: 
	Spells 1071: 
	Check Box 317: Off
	Spells 1072: 
	SlotsTotal 23: 
	SlotsRemaining 23: 
	Spells 1073: 
	Spells 1074: 
	Spells 1075: 
	Spells 1076: 
	Spells 1077: 
	Spells 1078: 
	Spells 1079: 
	Spells 1080: 
	Spells 1081: 
	SlotsTotal 24: 
	SlotsRemaining 24: 
	Spells 1082: 
	Spells 1083: 
	Spells 1084: 
	Spells 1085: 
	Spells 1086: 
	Spells 1087: 
	Spells 1088: 
	Spells 1089: 
	Spells 1090: 
	SlotsTotal 25: 
	SlotsRemaining 25: 
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	Spells 1094: 
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	Spells 1096: 
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	Check Box 3052: Off
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	Check Box 325: Off
	Check Box 324: Off
	Check Box 3074: Off
	Check Box 3075: Off
	Check Box 3076: Off
	Check Box 3077: Off
	Spells 10105: 
	Spells 10106: 
	Check Box 3078: Off
	SlotsTotal 27: 
	SlotsRemaining 27: 
	Check Box 313: Off
	Check Box 310: Off
	Check Box 3020: Off
	Check Box 3021: Off
	Check Box 3022: Off
	Check Box 3023: Off
	Check Box 3024: Off
	Check Box 3025: Off
	Check Box 3026: Off
	Check Box 3027: Off
	Check Box 3028: Off
	Check Box 3029: Off
	Check Box 3030: Off
	Spells 10107: 
	Spells 10108: 
	Spells 10109: 
	Spells 101010: 
	Spells 101011: 
	Spells 101012: 
	Check Box 319: Off
	Check Box 318: Off
	Check Box 3053: Off
	Check Box 3054: Off
	Check Box 3055: Off
	Check Box 3056: Off
	Check Box 3057: Off
	Check Box 3058: Off
	Check Box 3059: Off
	Check Box 327: Off
	Check Box 326: Off
	Check Box 3079: Off
	Check Box 3080: Off
	Check Box 3081: Off
	Check Box 3082: Off
	Spells 101013: 
	Check Box 3083: Off


