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wooden staff, versatile, 1d8.
Spell Save DC: 12

Spell Attack Modifier: +4
Spell Slots: 1st-level (3)

ATTACKS & SPELLCASTING
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PASSIVE WISDOM (PERCEPTION)

wooden staff
greatclub

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

OTHER PROFICIENCIES & LANGUAGES

leather armor

a backpack

a bedroll

a mess kit

a tinderbox

10 torches

10 days of rations

a waterskin

50 feet of hempen rope
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wooden staff  +3 1d6 +1 blud. Wild Shape. Starting _at 2nd level,
you can use your action to
greatclub +3 1d8 +1 blud. 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.
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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 O 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.

CHARACTER BACKSTORY

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.

ADDITIONAL FEATURES & TRAITS

TREASURE
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DRUIDCRAFT Lv 0

Range 30 ft
Duration Instant

Casting Time 1 action

'n) s

Prestidigitation for druids

Whispering to the spirits of nature, you create one of the
following effects within range:

You create a tiny, harmless sensory effect that predicts
what the weather will be at your location for the next 24
hours. This effect persists for 1 round.

You instantly make a flower blossom, a seed pod open, or a
leaf bud bloom.

You create an instantaneous, harmless sensory effect, such
as falling leaves, a puff of wind, the sound of a small
animal, or the faint odor of skunk. The effect must fitin a
5-foot cube.

You instantly light or snuff out a candle, a torch, or a small

PHB 236

campfire.

POISON SPRAY

Wizard |
Range 10 ft :
i Instant |
Duration Druid |
Casting Time 1 action Sorcerer |

Warlock |
<>
’))) N
The somatic component of this spell has
been much refined

You extend your hand toward a creature
you can see within range and project a puff
of noxious gas from your palm. The creature
must succeed on a Constitution saving
throw or take 1d12 poison damage.

This spell’s damage increases by 1d12 when

you reach 5th level (2d12), 11th level
(3d12), and 17th level (4d12).
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THORN WHIP Lv 0

Range 30 ft
Duration Instant

Casting Time 1 action

'n) s 5

Has some “unconventional” uses

You create a long, vine-like whip covered in thorns
that lashes out at your command toward a creature
in range. Make a melee spell attack against the
target. If the attack hits, the creature takes 1d6
piercing damage, and if the creature is Large or
smaller, you pull the creature up to 10 feet closer
to you.

This spell’s damage increases by 1d6 when you
reach 5th level (2d6), 11th level (3d6), and 17th
level (4d6).
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) DETECT MAGIC  Lv1

Range Self
Duration Q 10 minutes

Casting Time 1 action

*\-l' 'n) s

You reach out with your mind, feeling

for magical energies

For the duration, you sense the presence of magic
within 30 feet of you. If you sense magic in this
way, you can use your action to see a faint aura
around any visible creature or object in the area
that bears magic, and you learn its school of
magic, if any.

The spell can penetrate most barriers, but it is
blocked by 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood
or dirt.

PHB 231



FAERIE FIRE

Wizard
Range 60 ft Bard |
: . Cleric
Duration 1 minute
Q Druid |
Casting Time 1 action Sorcerer
Warlock

' Ranger
D) Paladin
“You can’t hide from me.”

Each object in a 20 foot cube within range is
outlined in blue, green, or violet light (your
choice). Any creature in the area when the spell is
cast is also outlined in light if it fails a Dexterity
saving throw. For the duration, objects and
affected creatures shed dim light in a 10 foot
radius.

Any attack roll against an affected creature or
object has advantage if the attacker can see it, and
the affected creature or object can’t benefit from
being invisible.
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HEALING WORD Lv1

Wizard
Range 60 ft Bard |
Duration Instant Cleric [
Druid |

Casting Time Bonus Sorcerer

Warlock

' Ranger
D) Paladin
With a whisper, the wounds of your allies

begin to mend

A creature of your choice that you can see
within range regains hit points equal to 1d4
+ your spellcasting ability modifier. This
spell has no effect on undead or constructs.

At Higher Levels. When you cast this spell
using a spell slot of 2nd level or higher, the
healing increases by 1d4 for each slot level
above 1st.
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> FOG (CLOUD

Wizard |
Range 120 ft Bard
z Cleric
Duration 1 hour
uration ¥ Druid |
Casting Time 1 action  Sorcerer |
Warlock

' s Ranger |
)) Paladin

A dense fog blankets the area

You create a 20 foot radius sphere of fog centered
on a point within range. The sphere spreads
around corners, and its area is heavily obscured. It
lasts for the duration or until a wind of moderate
or greater speed (at least 10 miles per hour)
disperses it.

At Higher Levels. When you cast this spell using
a spell slot of 2nd level or higher, the radius of
the fog increases by 20 feet for each slot

level above 1st.
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' THUNDERWAVE Lv1

Wizard |
Range Self Bard |
3 Cleric
Duration Instant
Druid |
Casting Time 1 action Sorcerer |
Warlock

<>
' N Ranger
D) Paladin
A blast of force that reels your enemies

A wave of thunderous force sweeps out from you. Each
creature in a 15 foot cube originating from you must make
a Constitution saving throw. On a failed save, a creature
takes 2d8 thunder damage and is pushed 10 feet away from
you. On a successful save, the creature takes half as much
damage and isn’t pushed. In addition, unsecured objects
that are completely within the area of effect are
automatically pushed 10 feet away from you by the spell’s
effect, and the spell emits a thunderous boom audible out
to 300 feet.

At Higher Levels. When you cast this spell using a spell
slot of 2nd level or higher, the damage increases by 1d8
for each slot level above 1st.
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