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	 	 Survival (Wis)
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	ClassLevel: Druid 2
	Background: Spy
	PlayerName: 
	CharacterName: Ember Passion
	Race : Elven
	Alignment: Chaotic Good
	XP: 
	Inspiration: 
	STR: -1
	ProfBonus: 2
	AC: 15
	Initiative: 2
	Speed: 35
	PersonalityTraits : I am always calm, no matter what the situation. I never raise my voice or let my emotions control me.
	STRmod: 8
	HPMax: 17
	ST Strength: -1
	DEX: +2
	HPCurrent: 
	Ideals: Freedom. Chains are meant to be broken, as are those who would forge them. (Chaotic)
	DEXmod : 14
	HPTemp: 
	Bonds: I am called of the gods of Summer, Winter and Spring to return balance to the land, and so help me, this I will do.
	CON: +2
	HDTotal: 2
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 14
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d8
	Flaws: I see humans as weak and broken, and often talk down to them or ignore them completely. 
	INT: +0
	ST Dexterity: +2
	ST Constitution: +2
	ST Intelligence: +2
	ST Wisdom: +5
	ST Charisma: +1
	Acrobatics: +2
	Animal: +3
	Athletics: -1
	Deception : +3
	History : +0
	Insight: +5
	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: Scimitar
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 1d6+2 s
	INTmod: 10
	Wpn Name 2: Longbow
	Wpn2 AtkBonus : +4
	Wpn2 Damage : 1d8+2 p
	Investigation : +0
	WIS: +3
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +0
	Wpn3 Damage : 
	Perception : +5
	WISmod: 16
	CHA: +1
	Nature: +0
	Performance: +1
	Medicine: +5
	Religion: +0
	Stealth : +4
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Yes
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Yes
	Check Box 40: Off
	Persuasion: +1
	SleightofHand: +2
	CHamod: 13
	Survival: +3
	AttacksSpellcasting: Scimitar, slashing, finesse, light.
longbow; heavy, two handed, 150/600) (Equipped by Westfren, Ember starts with full equipment)

Spells 0=2 Druidcraft, Thornwhip

1=3 Purify food and drink, Goodberry, Entangle
	Passive: 
	CP: 
	ProficienciesLang: Elven, Common, Druidic.
Proficient in subterfuge and stealth
Light and medium armor, shields, Weapons: Longsword, shortsword, shortbow, longbow. Clubs, daggers, darts, javelins, maces, quarterstaffs, scimitars, sickles, slings, spears.
Herbalism kit




	SP: 30
	EP: 
	GP:  
	PP: 
	Equipment: A set of dark common clothes including a hood, a belt pouch, and a Herbalism kit.

Wooden shield, scimitar, longbow. Leather armor, explorers pack (backpack, a bedroll, a mess kit, a tinderbox, 10 days of rations, and a waterskin. The pack also has 50 feet of hempen rope strapped to the side of it). druidic focus (olive leaves)




	Features and Traits: Geographer: you know the land incredibly well, including many secret paths and the hidden lookouts over countless cities.

Darkvision 60.
Keen senses (perception)
Fey Ancestry (advantage on saving throws against being charmed, and cannot be put to sleep)
Trance (meditate instead of sleeping)
Wood Elf.
Mask of the Wild (can use stealth even when only lightly obscured)

Druidic Spellcasting
Wild Shape, combat wild shape
Druid Circle (Moon.)
Cannot use armor or shields made of metal.









