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Armor Proficiencies. Light Armor, Medium Armor, Shields

Weapon Proficiencies. Longsword, Shortsword, Shortbow,
Longbow, Club, Dagger, Dart, Javelin, Mace, Quarterstaff,
Scimitar, Sickle, Sling, Spear

Tool Proficiencies. Vehicles land, Alchemist’s supplies

Languages. Common, Elvish, Druidic

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 dim light.

Keen Senses. You have proficiency in the Perception skill.

Fey Ancestry. Advantage on saving throws against being
charmed, and magic can’t put you to sleep.

Trance. Elves don’t need to sleep. Instead, they meditate
deeply, remaining semiconscious, for 4 hours a day.

Fleet of Foot. Your speed increases to 35 feet.

Mask of the Wild. You can attempt to hide even when you
are only lightly obscured.

Druidic. You know Druidic, the secret language of druids.

Spellcasting. You can cast druid spells as rituals. You can
prepare 2 spells from the druid spell list. You can use a
druidic focus as your spellcasting focus.



BACKGROUND STORY

IDEAL

BOND

TRINKET

FLAW

PERSONALITY TRAITS

BACKGROUND FEATURE

CHARACTER PORTRAIT

ADDITIONAL TREASUREADDITIONAL FEATURES

ALLIES & ORGANIZATIONS

NAME

SYMBOL

CHARACTER NAME EYES

GENDER AGE WEIGHTHEIGHT

HAIRSKIN

This character sheet was generated by the Aurora Builder.

Since you come from the ranks of the common folk,
you fit in among them with ease. You can find a
place to hide, rest, or recuperate among other
commoners, unless you have shown yourself to be a
danger to them. They will shield you from the law or
anyone else searching for you, though they will not
risk their lives for you.

I judge people by their actions, not their words.
I have a strong sense of fair play and always try to
find the most equitable solution to arguments.

Respect. People deserve to be treated with dignity
and respect. (Good)

I worked the land, I love the land, and I will protect
the land.

.
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Poison Spray
Conjuration Cantrip

1 action

10 feet

Instantaneous

V, S

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).

Spellcasting (Druid) Player’s Handbook

Resistance
Abjuration Cantrip

1 action

Touch

Concentration, up to 1 minute

V, S, M (a miniature cloak)

You touch one willing creature. Once before the spell ends, the target
can roll a d4 and add the number rolled to one saving throw of its
choice. It can roll the die before or after the saving throw. The spell
then ends.

Spellcasting (Druid) Player’s Handbook



Includes a backpack, a bedroll, a mess kit, a tinderbox, 10
torches, 10 days of rations, and a waterskin. The pack also
has 50 feet of hempen rope strapped to the side of it.

Alchemist’s supplies enable a character to produce useful concoctions,
such as acid or alchemist’s fire.
    Components. Alchemist’s supplies include two glass beakers, a
metal frame to hold a beaker in place over an open flame, a glass
stirring rod, a small mortar and pestle, and a pouch of common
alchemical ingredients, including salt, powdered iron, and purified
water.
    Arcana. Proficiency with alchemist’s supplies allows you to unlock
more information on Arcana checks involving potions and similar
materials.
    Investigation.When you inspect an area for clues, proficiency with
alchemist’s supplies grants additional insight into any chemicals or
other substances that might have been used in the area.
    Alchemical Crafting.You can use this tool proficiency to create
alchemical items. A character can spend money to collect raw
materials, which weigh 1 pound for every 50 gp spent. The DM can
allow a character to make a check using the indicated skill with
advantage. As part of a long rest, you can use alchemist’s supplies to
make one dose of acid, alchemist’s fire, antitoxin, oil, perfume, or
soap. Subtract half the value of the created item from the total gp
worth of raw materials you are carrying.
    ALCHEMIST’S SUPPLIES
    Activity    DC
    Create a puff of thick smoke    10
    Identify a poison    10
    Identify a substance    15
    Start a fire    15
    Neutralize acid    20

Proficiency with an herbalism kit allows you to identify plants
and safely collect their useful elements.
    Components. An herbalism kit includes pouches to store
herbs, clippers and leather gloves for collecting plants, a mortar
and pestle, and several glass jars.
    Arcana. Your knowledge of the nature and uses of herbs can
add insight to your magical studies that deal with plants and
your attempts to identify potions.
    Investigation. When you inspect an area overgrown with
plants, your proficiency can help you pick out details and clues
that others might miss.
    Medicine. Your mastery of herbalism improves your ability to
treat illnesses and wounds by augmenting your methods of
care with medicinal plants.
    Nature and Survival. When you travel in the wild, your skill
in herbalism makes it easier to identify plants and spot sources
of food that others might overlook.
    Identify Plants. You can identify most plants with a quick
inspection of their appearance and smell.
    HERBALISM KIT
    Activity    DC
    Find plants    15
    Identify poison    20

The breastplate and shoulder protectors of this armor are
made of leather that has been stiffened by being boiled in
oil. The rest of the armor is made of softer and more
flexible materials.

A druidic focus might be a sprig of mistletoe or holly, a
wand or scepter made of yew or another special wood, a
staff drawn whole out of a living tree, or a totem object
incorporating feathers, fur, bones, and teeth from sacred
animals. A druid can use such an object as a spellcasting
focus.


	details_build: Level 1 Wood Elf Druid
	details_xp: 0
	details_character_name: Xenya
	details_background: Folk Hero
	details_player: Player 1
	details_alignment: Neutral Good
	details_deity: 
	details_armor_stealth_disadvantage: 
	details_equipped_armor: Leather
	details_armor_class: 14
	details_str_score: 14
	details_proficiency_bonus: +2
	details_equipped_shield: 
	details_str_modifier: +2
	details_armor_conditional: 
	details_dex_score: 16
	details_str_save_proficiency: No
	details_dex_save_proficiency: No
	details_con_save_proficiency: No
	details_int_save_proficiency: Yes
	details_wis_save_proficiency: Yes
	details_cha_save_proficiency: No
	details_str_save_total: +2
	details_dex_save_total: +3
	details_con_save_total: +1
	details_int_save_total: +3
	details_wis_save_total: +3
	details_hp_max: 9
	details_hd: 1d8
	details_hp_temp: 
	details_cha_save_total: +0
	details_dex_modifier: +3
	details_hp_current: 
	details_saving_throws: 
	details_death_save_fail_1: No
	details_death_save_fail_2: No
	details_death_save_fail_3: No
	details_death_save_success_1: No
	details_death_save_success_2: No
	details_death_save_success_3: No
	details_con_score: 13
	details_acrobatics_total: +3
	details_speed_walking: 35ft.
	details_speed_fly: 0ft.
	details_speed_climb: 0ft.
	details_speed_swim: 0ft.
	details_con_modifier: +1
	details_vision: Darkvision
	details_inspiration: 
	details_exhaustion: 
	details_int_score: 12
	details_resistances: 
	details_int_modifier: +1
	details_animalhandling_total: +3
	details_arcana_total: +3
	details_athletics_total: +2
	details_deception_total: +0
	details_history_total: +1
	details_insight_total: +1
	details_intimidation_total: +0
	details_investigation_total: +1
	details_equipment_name_1: 
	0: Explorer’s Pack
	1: Alchemist’s Supplies
	2: Herbalism Kit
	3: Leather
	4: Quarterstaff
	5: Sprig of Mistletoe
	6: Handaxe
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	details_medicine_total: +3
	details_nature_total: +1
	details_perception_total: +3
	details_performance_total: +0
	details_persuasion_total: +0
	details_wis_modifier: +1
	details_religion_total: +1
	details_acrobatics_proficiency: No
	details_animalhandling_proficiency: Yes
	details_arcana_proficiency: Yes
	details_athletics_proficiency: No
	details_deception_proficiency: No
	details_history_proficiency: No
	details_insight_proficiency: No
	details_intimidation_proficiency: No
	details_investigation_proficiency: No
	details_medicine_proficiency: Yes
	details_nature_proficiency: No
	details_perception_proficiency: Yes
	details_performance_proficiency: No
	details_persuasion_proficiency: No
	details_religion_proficiency: No
	details_sleightofhand_proficiency: No
	details_stealth_proficiency: No
	details_survival_proficiency: Yes
	details_wis_score: 12
	details_acrobatics_expertise: No
	details_animalhandling_expertise: No
	details_arcana_expertise: No
	details_athletics_expertise: No
	details_deception_expertise: No
	details_history_expertise: No
	details_insight_expertise: No
	details_intimidation_expertise: No
	details_investigation_expertise: No
	details_medicine_expertise: No
	details_nature_expertise: No
	details_perception_expertise: No
	details_performance_expertise: No
	details_persuasion_expertise: No
	details_religion_expertise: No
	details_sleightofhand_expertise: No
	details_stealth_expertise: No
	details_survival_expertise: No
	details_sleightofhand_total: +3
	details_cha_score: 10
	details_stealth_total: +3
	details_survival_total: +3
	details_cha_modifier: +0
	details_passive_perception_total: 13
	details_equipment_amount_1: 
	0: 1
	1: 1
	2: 1
	3: 1
	4: 1
	5: 1
	6: 1
	7: 
	8: 
	9: 
	10: 
	11: 
	12: 
	13: 
	14: 

	details_initiative_advantage: No
	details_coinage_cp: 0
	details_coinage_sp: 0
	details_coinage_ep: 0
	details_coinage_gp: 60
	details_coinage_pp: 0
	details_equipment_weight: 29.2 lb.
	details_initiative: +3
	details_encounter_box: 
	details_attack1_weapon: Quarterstaff
	details_attack1_range: 5 ft
	details_attack1_attack: +4 vs AC
	details_attack1_damage: 1d6 + 2 bludgeoning
	details_attack1_description: Versatile
	details_attack2_weapon: Handaxe
	details_attack2_range: 20/60
	details_attack2_attack: +2 vs AC
	details_attack2_damage: 1d6 + 2 slashing
	details_attack2_description: Light, Thrown
	details_attack3_weapon: 
	details_attack3_range: 
	details_attack3_attack: 
	details_attack3_damage: 
	details_attack3_description: 
	details_attack4_weapon: 
	details_attack4_range: 
	details_attack4_attack: 
	details_attack4_damage: 
	details_attack4_description: 
	details_attack_description: 
	background_gender: Female
	background_age: 221
	background_height: 6ft
	background_weight: 110 lb.
	background_character_name: Xenya
	background_eyes: hazel
	background_skin: Bronze
	background_hair: Silver
	background_portrait_image: 
	background_allies: 
	background_organization_name: 
	background_organization_image: 
	background_story: I started life in the faerun wilds but dfferred from my kin n that I was less distrusting of non-wood elf creatures. I have a natural curiosity for those other creatures of the world and therefore ventured out to travel the lands as soon as i became of age.  I naturally have skills in herbalism which I learnt as a child but have built on those skills in my exploration... to compliment thisI have learnt what I can about alchemy. .. once I helped an old hermit who had been attacked by savage creatures and left for dead. I nursed him back to health and stayed with him for some time, it turns out he was a master alchmemist and taught yme a great deal. When he died I moved on,. . but return to the home I shared with him every so often. . . it is the only place other than the trees and forest , I feel like home.
I spend my years travelling, often keeping to myself, but crave interaction and will find myself amongst allsorts of people and communities... I do good where I can,  I help those in need. I am pretty self sufficient and can live off the land for a long time , but as I like to keep one of  my feet in the world of humans, gnomes and dwarves, I do see the need to carry out some paid work from time to time so that I have money necessary to live in their world.  Although largely solitary in my travels, I have found some lasting friendships from helping communities and joining a group of travellers or questers.
I am aware I may continue life in this way, never really finding my forever home, and  are ok with that, but a part of me longs to meet a companion to spend me life with
	background_feature_name: Rustic Hospitality
	background_additional_features: i wear a section of my hair in a braid with my druid focus, sprig of mistletoe woven in
	background_additional_treasure: 
	spellcasting_class:Druid:1: Druid
	spellcasting_ability:Druid:1: Wisdom
	spellcasting_bonus:Druid:1: +3
	spellcasting_save:Druid:1: 11
	spellcasting_prepare:Druid:1: 2
	spells_0:0_:Druid:1: Poison Spray
	prepare_0:0_:Druid:1: Off
	spells_0:1_:Druid:1: Resistance
	prepare_0:1_:Druid:1: Off
	spells_0:2_:Druid:1: 
	prepare_0:2_:Druid:1: Off
	spells_0:3_:Druid:1: 
	prepare_0:3_:Druid:1: Off
	spells_0:4_:Druid:1: 
	prepare_0:4_:Druid:1: Off
	slot0_1:0_:Druid:1: Off
	slot1_1:0_:Druid:1: Off
	spells_1:0_:Druid:1: Absorb Elements
	prepare_1:0_:Druid:1: Off
	spells_1:1_:Druid:1: Absorb Elements
	prepare_1:1_:Druid:1: Off
	spells_1:2_:Druid:1: Animal Friendship
	prepare_1:2_:Druid:1: Off
	spells_1:3_:Druid:1: Beast Bond
	prepare_1:3_:Druid:1: Off
	spells_1:4_:Druid:1: Beast Bond
	prepare_1:4_:Druid:1: Off
	spells_1:5_:Druid:1: Charm Person
	prepare_1:5_:Druid:1: Off
	spells_1:6_:Druid:1: Create or Destroy Water
	prepare_1:6_:Druid:1: Off
	spells_1:7_:Druid:1: Cure Wounds
	prepare_1:7_:Druid:1: Off
	spells_1:8_:Druid:1: Detect Magic
	prepare_1:8_:Druid:1: Off
	spells_1:9_:Druid:1: Detect Poison and Disease
	prepare_1:9_:Druid:1: Off
	spells_1:10_:Druid:1: Earth Tremor
	prepare_1:10_:Druid:1: Off
	spells_1:11_:Druid:1: Earth Tremor
	prepare_1:11_:Druid:1: Off
	spells_1:12_:Druid:1: Entangle
	prepare_1:12_:Druid:1: Off
	spells_1:13_:Druid:1: Faerie Fire
	prepare_1:13_:Druid:1: Off
	spells_1:14_:Druid:1: Fog Cloud
	prepare_1:14_:Druid:1: Off
	spells_1:15_:Druid:1: Goodberry
	prepare_1:15_:Druid:1: Off
	spells_1:16_:Druid:1: Healing Word
	prepare_1:16_:Druid:1: Off
	spells_1:17_:Druid:1: Ice Knife
	prepare_1:17_:Druid:1: Off
	spells_1:18_:Druid:1: Ice Knife
	prepare_1:18_:Druid:1: Off
	spells_1:19_:Druid:1: Jump
	prepare_1:19_:Druid:1: Off
	spells_1:20_:Druid:1: Longstrider
	prepare_1:20_:Druid:1: Off
	spells_1:21_:Druid:1: Purify Food and Drink
	prepare_1:21_:Druid:1: Off
	spells_1:22_:Druid:1: Snare
	prepare_1:22_:Druid:1: Off
	spells_1:23_:Druid:1: Speak with Animals
	prepare_1:23_:Druid:1: Off
	spells_1:24_:Druid:1: Thunderwave
	prepare_1:24_:Druid:1: Off
	spells_1:25_:Druid:1: 
	prepare_1:25_:Druid:1: Off
	card_title_2:0: Explorer’s Pack
	card_subtitle_2:0: Equipment Packs
	card_footer_left_2:0: 10 lbs.
	card_footer_right_2:0: Player’s Handbook
	card_title_2:1: Alchemist’s Supplies
	card_subtitle_2:1: Tools
	card_footer_left_2:1: 8 lbs.
	card_footer_right_2:1: Player’s Handbook
	card_title_2:2: Herbalism Kit
	card_subtitle_2:2: Tools
	card_footer_left_2:2: 3 lbs.
	card_footer_right_2:2: Player’s Handbook
	card_title_2:3: Leather
	card_subtitle_2:3: 
	card_footer_left_2:3: 10 lb.
	card_footer_right_2:3: Player’s Handbook
	card_title_2:4: Quarterstaff
	card_subtitle_2:4: Weapons
	card_footer_left_2:4: 4 lb.
	card_footer_right_2:4: Player’s Handbook
	card_title_2:5: Sprig of Mistletoe
	card_subtitle_2:5: Spellcasting Focus
	card_footer_left_2:5: —
	card_footer_right_2:5: Player’s Handbook
	card_title_2:6: Handaxe
	card_subtitle_2:6: Weapons
	card_footer_left_2:6: 2 lb.
	card_footer_right_2:6: Player’s Handbook
	background_portrait_image:replaced: 


